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Persona

Why am I doing this?

| made a persona to bring the taget group to life. It will help give a clear reference when

creating our board game. It also will help me to always reflect on the user's wants needs and

frustrations.

How am I doing this?

| used the insights
from my target group
interview to create a
persona that
represents our typical
player and made it
visually. The persona
helps highlight the
players wants, needs
and frustrations.

What am I doing?

"“PeRSONA’

CuSTOMEgs PRrOFILE

-

Alexa Jacobs, 24

Birthplace Eindhoven
Gender Fermale
Occupation Student

Hobbies Hanging out with friends, going
out, playing games

I want a fast, fun game that keeps
everyone laughing and d, with

g
the complicated rules.”

B1OcRAPKY

Hi, | am Alexa and | am a 24 year old student! When | am not studying or
working, you can lind me hanging out with my friends. When we are
hanging out we like to play games, party games mostly, since it makes a
social gathering more fun!

WaNTS &« NeED§ FRUsTRATIgNS

* A party game should take care * Lengthy rulebooks and
of lots of laughter and fun. It's complicated gomes are time
important to make the game consuming and it makes Alexa
enjoyable. want to stop playing the gome
The game should be fast already.
paced ond does not need a lot » Alexa does not like games where
of maental affort, so thay can pecple get eliminated early,
stay engaged, so time limits is because the eliminated players
great can get bored or disconnact
Alexa wants the gome to be from the game.
simple. Easy to understand, A game with too many people
easy to explain and no big (more than 8 pluyers‘ is too
rulebook chaotic.

Alexa leans more towards
competitve games.

The game needs to ensure that
everyone feels comfortable,
especially when playing with
strangers.

| created a persona based on the insights of my target group interview to show our

typical player visually.

So?

The persona helps me stay consistent during my design and concepting process. The
persona also helped giving my group members a clear insight in what a typical player
of our game looks like. It made sure we all had the same wants, needs and frustrations

in Mind.



