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Abstract 
One method to create and work with personas is to abstract the user data into a character with a background story 

and a set of goals. This method has been argued against as the method is argued to lead to, for example, 

stereotyping users and for not exposing User Experience (UX) designers to user data. User data has been argued 

to be used by UX designers to make design decision. This study examines the possibility for UX designers to 

empathize with a persona that have additional accessible representations of user data. The results from this study 

imply that it is possible for UX designers to empathize with a persona while having access to representations of 

user data. Additionally, the results indicate that the persona design methods used in this study need further 

development.  



Sammanfattning 

En metod för att skapa och jobba med personas är att abstrahera användardatan till en karaktär med en 

bakgrundshistoria och ett antal mål. Denna metod har argumenterats mot bland annat för att metoden leder till att 

man skapar stereotypa användare och för att inte exponera User Experience (UX) designers till användardatan. 

Användardata har argumenterats användas av UX-designers för att göra designrelaterade beslut. Denna studie 

undersöker möjligheten att empatisera med en persona som har ytterligare representationer av användardata 

tillgängliga. Resultatet av denna studie indikerar att det är möjligt för UX designers att empatisera med en persona 

medan representationer av användardata finns att tillgå. Ytterligare indikerar resultaten att designmetoderna för 

den persona som användes i denna studie är i behov av ytterligare utveckling. 
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ABSTRACT 

One method to create and work with personas is to abstract 

the user data into a background story and a set of goals for a 

representative user. This method has been argued against as 

it is argued to lead to, for example, stereotyping users and 

for not exposing designers to user data. User data has been 

argued to be used by User Experience (UX) designers to 

make design decision. This study examines the possibility 

to empathize with a persona that have additional accessible 

representations of user data. The results from this study 

imply that it is possible for UX designers to empathize with 

a persona while having access to representations of user 

data. Additionally, the results indicate that the persona 

design methods used in this study need further 

development. 
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INTRODUCTION 

When considering Human Computer Interaction (HCI), 

user-centered design refers to designing with users having 

an influence on the design [1].  

Many methods can be used in order to have users present or 

represented in the design process. One of these methods is 

to work with a persona. Cooper has with Inmates Are 

Running the Asylum discussed the concept of using a 

persona as a tool in design [2].  

Pruitt & Adlin [3]has further described methods to develop 

and use personas for design. As explained by Pruitt & 

Adlin: “personas are fictitious, specific, concrete 

representations of target users.”.  

One of the benefits of a using a persona mentioned by Pruitt 

& Adlin is that: “personas engender interest and empathy 

toward users, engaging your team in a way that other 

representations of user data cannot.”. 

Other studies also discuss alternatives to represent users and 

user situations using other methods than the method of 

creating personas based on user data. Examples include 

working with live theatre [4], providing cards with 

transcribed quotes from interviews [5] and using well 

known fictional characters to develop scenarios [6]. 

Research question 

This study aims to examine an alternative design of 

personas, where user data is represented and accessible 

while working with a persona in a user-centered design 

process. The aim is to examine whether the design will 

allow User Experience (UX) designers to empathize with 

the persona. Or if the exposure of representations of user 

data will lead to designers not empathizing with the 

persona. 

The research question for this study is: 

• How does having accessible representations of 

user data together with a persona effect 

empathizing with the persona in a user-centered 

design process? 

Further questions that will be discussed are: 

• How can user data be represented and made 

accessible while working with a persona? 

• How do UX designers communicate when 

introduced to a persona where representations of 

user data behind the persona is accessible? 

BACKGROUND 

As part of working with the companies Conversionista and 

ICA upplevelser, the persona development for this study 

focused on creating personas relating to purchasing 

experiences. 

Empathy 

For UX designers, understanding and being able to develop 

an empathic relationship to the user is part of HCI and 

designing keeping the user in mind [6].  

Dialogical approach 

In terms of empathy in communication, empathy is what 

allows for UX designers to be able to communicate through 

the perspective of the user. Yet the UX designer can still be 

aware that they are considering another perspective than 

their own [6]. 



Studies have examined the effect of how redesigning 

personas is experienced in terms of empathizing. Examples 

involve alternative ways of presenting the physical 

representation of a persona [7][8]. In other words, studies 

have worked with alternative representations of personas by 

studying the use of action figures and illustrated photos 

instead of photos of people. With the latter indicating that 

illustrated photos of people led to empathizing less with a 

persona. 

Studies have also discussed the advantages of using 

personas and the ability to convey different perspectives, 

allowing for designers and design teams to empathize with 

the different personas and focus on the goals the different 

personas expressed [9][3]. 

Personas in a design process 

Compiling user data and developing a model person to 

represent the user data is both argued to lead to stereotyping 

and/or to creating a less human representation of users 

[10][11][12]. 

Discussions by for example Bødker [13] and Matthews [14] 

have regarded viewing personas in the design process as a 

communication tool rather than a design tool.  

Bødker has with using a techsona, discussed the potential 

method of going from focusing on the persona in a 

scenario-based design, to adding the perspective of 

“imagine a technology…” to the design process.   

Matthews [14] discusses how designers tend to use 

personas as a mean of communication rather than making 

design decisions. Matthews’ study further discusses how 

designers, for development and decision making in a design 

process, looked to base decisions on user data. 

Persona factoids and foundation documents 

In order to create a persona based on user data, one step is 

to identify factoids [3]. Pruitt & Adlin uses factoids as a 

term to refer to the key user data points that will create the 

base for a persona.  

Another term related to creating a persona is the foundation 

document. Since personas are based on factoids, foundation 

documents are documents to gather all the factoids relating 

to a persona in one place. In other words, the foundation 

document contains all the compiled user data that is 

represented in a persona.  

However, the foundation document is only part of the 

creation process of the persona. It serves a method to 

organize and keep all the factoids and links to factoids in 

one place. In other words, the persona serves as the final 

representation of the factoids and is the product of the 

factoids presented in the foundation document [3].  

Persona combined with quantitative user data 

In studies by Marshall [15], McGinn & Kotamraju [16] and 

Sinha [17], focus has been to create personas with the help 

of big amounts of quantitative data, for example by having 

participants answer questionnaires, in order to gather input 

user data [17].  

Personas were then created based on the analysis of the 

quantitative data. The representation of the data for the 

study by Marshall [15] resulted in personas that were 

accessible through a database system that both incorporated 

a representation of both a persona and the analyzed user 

data the persona was based on. 

METHOD 

In order to create personas based on user data for this study, 

semi-structured interviews [18] were held with participants 

who had purchased experiences online. During the 

interview the participants created two timelines to represent 

a typical day of the week and a typical day of a weekend 

[3]. A thematic analysis helped identify themes, or factoids, 

from the transcribed interview sessions for the personas 

[19]. 

Two personas were created based on the factoids. One 

persona with no access to a representation of user data, 

named Emma. The other persona, named Eric, had 

representations of user data accessible.  

Furthermore, a workshop to create a designed draft for a 

website’s homepage offering experiences was held with UX 

design students. The workshop was divided into two design 

sessions, where the participants worked with the two 

different types of personas. The personas were presented 

separately for each design session to examine how the 

participants would communicate during the sessions using 

the two different personas [14].  

At the end of each design session, the participants filled in 

questionnaires regarding their experience of empathizing 

with the personas [20]. The workshop ended with follow-up 

questions in a focus group session [18]. 

Participants 

Interview participants 

Participants were required to have had prior experience 

from purchasing experiences, to create personas that would 

represent potential users of the website.  

Material for the interview sessions were written in Swedish 

and the interview sessions were held in Swedish. 

132 people received information through social media 

about the study.  

The information included the estimated length for an 

interview, 45 minutes to an hour. Furthermore, all 

participants received a 15 % discount code for ICA 

upplevelser and a 500 SEK gift card for buying experiences 

from another company that offers experiences was given to 



a participant chosen at random. Lastly, it was mentioned 

that interviews could be held from a distance. 

A form was used to find participants who fulfilled the 

requirement of having purchased experiences. An online 

calendar planning tool, a Doodle, was used in order to plan 

set dates and times for the interview sessions for each 

participant.  

Workshop participants 

In order to see how UX designers would interact with the 

personas, UX design students from the Royal Institute of 

Technology (KTH) were invited to attend the workshop. 

Three UX design students attended to the workshop. 

Information on the workshop was sent out on a student 

course online platform. The potential participants were 

informed that they would receive a 15 % discount code for 

ICA upplevelser. A new Doodle was sent out to organize a 

date and time for the workshop.  

Pilot study 

An interview was held with a participant via a voice chat 

application, Skype. The aim of the pilot study was to 

examine the structure of the interview and the instructions 

for creating timelines.  

The knowledge gained from the pilot study and 

contributions to the overall planning of the interview 

sessions can be summarized by the following bullet points: 

• Length of the interview sessions 

• Limits of activities for the timelines 

• Rephrasing of questions and/or discarding of questions 

Interviews 

Creating timelines 

At the start of the interviews the participants were asked to 

create two timelines [3].  

One of the timelines were created to represent a typical day 

of the week, where the weekend was not included. The 

other timeline was created to represent a typical day of the 

weekend.  

During the interview sessions that were held face-to-face, 

the participants used A4 papers to create their timelines. On 

the A4 papers the timeline was divided into a “morning”, 

“day”, “evening” and “night” section.  

With a maximum of three big post-it notes per section, each 

participant filled in the sections with examples of activities 

that described their days in chronological order.  

After each participant had finished their timelines, they 

were asked to mark with small post-it notes where on the 

timelines they would be most likely to do online shopping. 

The participants that were interviewed from a distance, via 

Skype, were asked in advance if they had any photo editing 

software accessible. During these interview sessions, the 

participants were provided with a JPEG-file with an image 

representing an A4 paper with the same sections that had 

been presented to the participants during the face-to-face 

interview sessions.  

Instead of post-it notes the participants were asked to edit 

and add texts to represent a maximum of three activities per 

section in chronological order.  

Depending on the editing software tools available for the 

participants, the participants would either draw a symbol or 

add text to mark where on their timelines they would be 

most likely to do shopping online. 

Semi-structured interview 

After having worked with the timelines, the participants 

were asked to describe and elaborate on their finished 

timelines. Follow-up questions were asked to get a deeper 

understanding of the meaning behind the descriptive bigger 

post-it notes that represented activities in the participants 

typical day.  

When the participants had presented and elaborated on their 

timelines, the participants were asked questions regarding 

their online shopping experiences.  

Afterwards the questions were asked in order to examine 

their experiences with purchasing experiences. Follow-up 

questions were asked to gain a deeper understanding of the 

participants expressed thoughts about their experiences. 

Personas 

Persona format 

From the methods presented by Pruitt & Adlin in The 

persona lifecycle: keeping people in mind throughout 

product design [3], depending on the design process the 

formatting of the information about the persona will vary.  

In this study the method chosen when creating the personas 

was in  in the style of the examples from McQuaid & Goel 

mentioned by Pruitt & Adlin [3].  

The personas provided included information in the style of 

name, age, the personas current situation, their goals and a 

photo. See Appendix A and Appendix B for the personas, 

and their format, used in this study. 

Factoids and foundation documents 

Thematic analysis was used to analyze the transcribed 

interviews [19]. Starting with using an inductive approach 

to identify themes found within the qualitative data itself.  

A second analysis using a deductive approach, was used to 

focus on the topic of the goal users had purchasing 

experiences. Factoids relating to each other were identified 

and gathered into foundation documents to create the two 

personas [3]. 

Persona with representation of user data 

The persona, Eric, was presented with a slide show style 

layout. Where the first page was the introduction to the 

persona, see Appendix B.  



The representations of user data relating to the persona was 

divided into the three following sections: “demographic 

data/preferences”, “goals” and “hopes & fears”. 

Under each section the factoids, or themes, relating to the 

section was presented.  

For each theme presented, a scale using 5 people shaped 

symbols were put next to each theme. The number of 

interview participants who had expressed themselves within 

a theme was indicated by a blue color. The number of 

participants who had not expressed themselves within the 

theme were marked with grey. 

For the themes where the coded segments resulted in short 

texts, or keywords, these keywords were written within 

quotation marks next to the theme. 

Workshop 

As workshops as a method is used in among other situations 

to develop new concepts [21], the design assignment during 

the workshop was to create a draft for the homepage of an 

imaginary website that offers experiences, called 

experience.com in this study.  

The structure of the workshop was the following: 

Introduction 

Information about the workshop schedule was presented. 

Words that had to do with the personas were introduced in 

rounds of a word association game, to allow for the 

participants mindset to focus on topics relating to the 

upcoming design sessions [22]. Afterwards instructions 

were given for the design draft. It was further specified that 

the idea behind the workshop was to create a draft and not a 

finished prototype. 

Emma 

The first persona, Emma, was introduced. The participants 

were then handed copies of the persona printed on paper. 

The participants worked on the design for approximately 15 

minutes. 

Eric 

Like Emma, Eric was introduced. Participants were 

informed that Eric also had representations of the user data 

accessible. A brief explanation was held of the 

representations of the user data. Eric was presented on a 

laptop that was handed to the participants. 

Summary and follow-up questions 

After having finished their design, the participants were 

asked to together discuss questions relating to the workshop 

and working with the different personas in the form of a 

short focus group session [18].  

Questionnaire 

Between the two design sessions with the different types of 

personas, the participants were asked to summarize aloud 

their design draft and fill in a questionnaire regarding their 

experience working with the personas. 

Statements about the experiences of working with the 

personas Emma and Eric was followed by a 5-point Likert 

scale [20]. The structure of the scale was: 1 strongly 

disagree, 2 disagree, 3 undecided, 4 agree and 5 strongly 

agree.  

RESULT 

For this section, summarized quotes and quotes taken from 

the middle of a conversation are presented by “…”. 

Participant 1 is presented as P1, participant 2 as P2 and 

participant 3 as P3. 

Communication 

Emma 

During the workshop the participants discussed ideas by 

taking Emma’s perspective into consideration. Examples 

from during the workshop: 

P2 – “If she doesn’t know what she wants for her friend. 

Then just having like a search bar on the page it’s a little bit 

of a daunting task…” 

P1 - “… Isn’t that tackled if she has an advanced search?” 

P3 - “… that is what will attract that person.”  

Eric 

Eric’s perspective was also taken into consideration during 

the workshop. Examples from during the workshop: 

P1 – “This person wants to seek their dinner for 2 people. 

It’s not only that he wants an experience for 2 people, he 

wants the dinner option…” 

P3 – “… Then he wouldn’t have to search for 2 people, he 

would just search for the dinner option” 

Communication and user data  

During the communication regarding the representations of 

user data, the participants went over each section at a time. 

Having spent most of the discussion focused on the “goals” 

and thereafter the “hopes & fears” sections of Eric.  

P1 – “But the majority wants a specific thing, so. But there 

are still some people who doesn’t. Maybe then it’s a good 

thing to have like different “who it is for”. So even if you 

don’t know what you’re getting, you have “is it for me or 

for someone else” in mind at least.” 

P2 – “We can have like... “This week we offer.” Or oh, the 

occasions are not really seasonal.” 

P3 – “I think the budget thing we covered.” 

Focus group 

The discussion held with the participants as a group was 

divided into the experience of working with Emma, 

working with Eric and the experience of working with the 

types of representations of user data accessible with Eric. 

Emma 

From the discussions it was expressed by the participants 

that they had expressed having empathized more with 

Emma, see Figure 1 for questionnaire result. 



P2 – “… But at the same time, I think with Emma, because 

there is no more specific data behind it, I feel like I am 

treating her more as a person than as data… Maybe because 

with Emma it is in story form. And I feel like because there 

is some data on Eric’s persona, it makes you focus more on 

the data than on the person himself.” 

Eric 

The participants expressed having empathized less with 

Eric during the group interview, see Figure 2 for 

questionnaire results. 

P2 - “With Eric I feel like I am treating this persona as data 

and not as a person who has stories… It doesn’t have the 

immersion to me… I think that the data it applies for all 

people. Because it is generic demographic data it is not tied 

to this Eric person.” 

P1 – “When you have data, you focus more on the data than 

on the persona that is based on the data. So, you focus on, 

“oh wait, this many people said this” … The data made it 

less personal to me.” 

Representation of user data with keywords 

Examples from the discussion regarding having keywords 

represent user data: 

P3 – “When I saw the visual representation, I thought I had 

a set of options, or things that I had to do in order for the 

design to be successful. And then I reached the text and it 

was like “How do I solve this?”.” 

P2 – “Knowing that users would buy the gift for like a 

specific person or for a specific occasion, makes me know 

that we might need a filter that can help them differentiate 

between the different keywords that they gave us.” 

Representation of user data with statistics 

Examples from the discussion regarding having statistics 

represent user data. 

P1 – “It is easier to define specific things. And know what 

might be more interesting than other things, then just 

having the persona.” 

P2 – “I think it becomes easier to define the 

specifications… What features that we should have.” 

P3 – “Like I have to do this on my design. Like I have a set 

of bullet points and I need to cover them.” 

Reflections on user data with statistics  

Further reflections made by the participants on the 

representation of user data with statistics was: 

P1 - “I thought the persona was based on the majority of the 

data. Even though we based most of it on the persona. You 

still thought about like “there are still people who are older” 

or like “people who do not do this” … If it was 3 out of 5… 

I still thought about the 2 part.” 

P2 – “I think that for the persona you think of this one 

person. But when you add the dimension of data to it, then 

you also see the other persons that are also using that. But 

that are not 100 % represented by the persona.” 

DISCUSSION 

Generalization of result 

The number of participants for the workshop in this study 

does not allow for the results to be discussed in a more 

general context. However, the results allow for a discussion 

on potential further developments of the design presented 

within this study. 

Questionnaire 

The data from the questionnaires indicates how each 

participant perceived empathizing with the personas during 

the workshop. However, the data from the questionnaire 

does not allow for a general discussion of the perceived 

level of empathy with the personas presented in this study. 

Demography and user data 

One argument that discusses the disadvantages with 

creating a persona with a narrative, is that it leads to 

stereotyping [10][11].  

Seeing as factoids shaping the persona are not all displayed 

in the persona, the arguments could be seen to refer to the 

loss of the variety in user data that the persona is based on.  

With this study the concept of having a persona where a 

representation of user data was accessible was to aim for 

including the variations in factoids. In other words, the idea 

was to enable the notion of variations in the user data that 

the persona was based on.  

Layout and representation of user data 

As a first concept for this study, an ambition was to create a 

clickable persona. 

The idea was to let sections that were based on user data in 

the narrative part of the persona be clickable. Clicking the 

sections was meant to expose the themes relevant for that 

narrative part of the persona. A further concept was that by 

clicking the presented theme, the coded segments from the 

interviews relating to the theme would be presented.  

However, coding using thematic analysis for qualitative 

data does not require for codes to be of any defined 

lengths[19]. Meaning that coded segments for a theme can 

result in several paragraphs of text from more than one of 

the 5 transcribed interviews, which was the case in this 

study.  

If both the themes identified and the code segments relating 

to each theme was to be presented, most of the workshop 

would have resulted in the participants going through the 

different levels of user data presented in the persona.  

Moreover this would be equivalent to having exposed the 

participants to a clickable version of a foundation document 

[3]. 

To summarize, this concept of the clickable persona would 

arguably not lead to an easily digestible representation of 



the user data. In the case of this study, the personas were 

being used in a workshop to which there is a time 

constraint. It is for these situations important to take into 

consideration as to how much time can be spent on 

introducing a persona.  

Therefore, the layout of the persona was presented in a 

slideshow style format. Allowing for a quicker navigation 

of the representations of user data. 

A further motivation as to why this layout of the 

information was preferable, was to make it possible to print 

the persona and have it presented physically. In case of 

workshops with bigger groups of participants. 

As the persona was designed to be used in a workshop, 

having the ability to print it would allow for different 

groups of participants to work with the persona at the same 

time without having to have access to a device to display 

the persona. 

Persona presented in sections 

The representations of the user data were divided into the 

order in which the user data was presented on the first 

introduction page of the persona.  

Meaning that the sections were in the order: “demographic 

data/preferences”, “goals” and lastly “hopes & fears”. The 

name for each section was partly based on the formatting of 

the persona and partly from the themes found with the 

thematic analysis, for example “hopes & fears”. 

Statistics and user data 

Instead of having themes and quotes from each theme 

accessible, the number of interview participants having 

expressed themselves within a certain theme was presented.  

The aim was to display both the themes the persona was 

based on, yet also the notion of that there was a variety in 

the user data.  

Participants expressed to have been made aware of the 

latter. Yet for a more in depth understanding of how this 

notion of variety in user data is beneficial for a user-

centered design process, further research is needed. 

Quotes and user data 

Keywords, were presented in the persona for the themes 

where the coded segments could be represented using only 

one word.  

The idea was to include the actual words from the interview 

participants whenever possible. Similar to the cards method 

used by Bødker, to show the variations in user data [5].  

Communication and user data 

In both cases with the two personas, the discussions during 

the workshop started out by using the personas to 

communicate. This shows similar outcome to the study 

made by Matthews [14]. The outcome that personas are 

used as a tool to communicate to discuss the design ideas.  

In other words, though a representation of the user data was 

accessible in one of the personas, the results from this study 

imply that it did not prevent the persona from being used as 

a tool for communication.  

Moreover, the discussions went from discussing the 

individual personas’ goals and how these could be solved 

with the help of the designed draft, to conversations 

bringing up thoughts of users from a more general 

perspective. 

In these instances, none of the two personas were referred 

to, yet the discussions reached conversations in the style of 

“what if you…” and/or “I think that if a user wants to…”.  

This type of communication is discussed by Lim & 

Stolterman, to be a way for designers to discuss ideas 

shaped to help an imagined somebody [23], when there is 

no persona to match the potential user being discussed. 

However, the representation of user data accessible with 

Eric was taken into consideration when holding the more 

general discussion of users not fully represented by Eric as 

a persona.  

Clickable or printable 

The design of Eric, as a persona where information is read 

from one page to another, I would argue affects the 

perceived correlation between the user data and persona, as 

the persona and user data is divided into separate sections.  

As mentioned above the communication led to discussions 

of each section. This could be a reason why P2 expressed 

having experienced Eric as data rather than as a person. 

A possible further development could be to work with a 

clickable persona, as presented in the first concept for a 

persona with accessible user data. Seeing as similar 

methods have been used in other studies to provide access 

to the user data behind a persona [15]. 

Reflection 

Personas or data 

The methods used in this study has focused on further 

developing personas. A question regarding the choice of 

using personas as a method could be: Why not ignore 

creating a persona and keep the representations of user data 

for the workshop? 

When working with personas in a user-centered design 

process, one of the ideas is to allow for the participants to 

empathize with the persona. Empathy from the dialogical 

approach is being able to communicate through someone 

else’s perspective. Therefore, presenting user data without a 

persona, would result in providing multiple perspectives at 

once. 

Especially in the case of working with qualitative data in 

which each person introduces a new perspective. Therefore, 

I would argue personas to be helpful as a method to create a 



communication tool that is based on the user data and 

presents it from a specific perspective. 

However, based on the results of this study, I do not argue 

that it is necessary to exclude any representation of the 

information hidden within the creation process for the 

persona. 

The human factor 

During the progress of conducting this study I was able to 

attend a presentation by Bødker. After the presentation the 

audience asked questions that were then discussed. To 

paraphrase, one discussion was held on how methods on 

how to view or represent humans fail to take “the human 

factor” into consideration. That there will always be the 

users who would use systems in unexpected ways, which 

could lead to insights on how to develop a system further. 

However, as these users are not a part of the majority, they 

are typically not representative of the typical user and 

therefore ignored. 

Pruitt & Adlin has in the development of methods for 

creating personas discussed how user data is meant to be 

presented within foundation documents that shapes the 

persona. In other words, the user data is not aimed to be 

exposed for everyone introduced to the persona. 

With this study I aimed to explore how to present the 

variations and how to expose the user data behind the 

persona. 

The aim of this method was to incorporate as much of a 

“human factor” to the persona as possible.  

Although the user data was not presented in detail, the 

results imply that the methods used in this study allowed for 

the notion of variations in user data. 

CONCLUSION 

Persona design 

Based on the results from this study, the methods used for 

representing the user data behind the persona did not create 

a clear correlation between the representations of user data 

and the persona.  

In other words, the persona design examined in this study 

had a negative effect on empathizing with the persona. 

Empathy through communication 

However, the results from this study imply that there was 

not a complete lack of empathy. Both the persona Emma 

and the persona Eric allowed for communication where 

both personas’ perspectives and goals were taken into 

consideration during the design process. 

Moreover, the methods used in this study to represent user 

data is implied to potentially act as guidelines for 

discussions regarding users or scenarios not fully 

represented by the persona itself.  

However, the methods discussed in this study on how to 

present the representations of user data during the design 

process could be developed further.  

Future research 

The representations of user data enabled a concise 

representation of the user data, yet further research is 

needed in order to discuss whether the methods chosen to 

represent user data are preferable in a user-centered design 

process. 

Moreover, research could also gather knowledge on if a 

clickable persona would allow for experiencing more of a 

or correlation between the persona and the representations 

of the user data used in this study. 
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APPENDICES 

Appendix A 

Name: Emma 

Age: 24 

Student  

 

Current situation 

Emma lives with her parents in Stockholm and she is 

studying to become a civil engineer at KTH. During the 

days Emma either goes to lectures or spends her time 

working on assignments for her courses. When Emma is at 

home after having spent time at Campus, she usually spends 

her spare time with her family. Whenever she is alone on 

her room, Emma usually watches videos on YouTube or 

series on Netflix. She is usually on her laptop when she 

shops online. 

Goal 

Emma is going to celebrate a friend’s birthday soon. Emma 

does not know exactly what gift to buy her friend. Emma 

visits the experiences.com website to look for the cheapest 

experiences she can find. Emma wants to see if she can find 

any experiences that she thinks her friend would like. 
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APPENDIX C 

 

Participant 
1 

Participant 
2 

Participant 
3 

I experienced Emma to be a person 4 4 5 

I experienced Emma to be a fictional character 2 3 2 

I empathized with Emma 3 4 5 
 

 

Participant 
1 

Participant 
2 

Participant 
3 

I experienced Eric to be a person 4 3 4 

I experienced Eric to be a fictional character 2 4 2 

I empathized with Eric 4 3 4 
 



TRITA -EECS-EX-2019:614

www.kth.se




