
Cece
12

Devices

PC in living room, Nintendo Switch in room.

Location

Lives in Lincoln, Nebraska with family & dog Squidge.

• CREATIVE 
   EXPRESSION 

• MESSAGING

REVEALING TOO MUCH

Use Cases Wary ofFREQUENCY OF USE

Regularly 
throughout the day

DESIGN CHALLENGES

• Data education and safety online

• Parent and child dual users

"I’m figuring out the kind 
of person I want to be."

These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help designers to build and test digital products that meet the 
needs of real people.  

About these personas
These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help product teams to build and test digital products that meet the needs of real people.  
About these personas

Design for Young People



Connor
14

Devices

PC, XBOX One S and Google Pixel.

Location

Lives in Tampa, Florida with his parents.

• BLOGGING 

• GAMING 

• VIDEOS 

• MESSAGING

• PERSONALISED  
   ADVERTISING 

• TROLLS

Use Cases Wary ofFREQUENCY OF USE

Regularly 
throughout the day, 
across multiple apps

DESIGN CHALLENGES

• Data education and safety online

• Evolving maturity and sophistication

"I have my own ideas 
about me and I have the 
right to define myself."

These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help designers to build and test digital products that meet the 
needs of real people.  

About these personas
These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help product teams to build and test digital products that meet the needs of real people.  
About these personas

Design for Young People



Elsa
11

Devices

iPhone and iPad.

Location

Lives in Sacramento, California with little sister & family.

• SOCIAL MEDIA

• MESSAGING 

• VIDEO AND PHOTO  
   SHARING 

POTENTIAL 
BULLYING

Use Cases Wary ofFREQUENCY OF USE

Regularly,

throughout the day

DESIGN CHALLENGES

• Data education and safety online

• Parent and child dual users

"I mean, it's me, in the 
video. Don't I get to say 
who sees it?"

These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help designers to build and test digital products that meet the 
needs of real people.  

About these personas
These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help product teams to build and test digital products that meet the needs of real people.  
About these personas

Design for Young People



Jay
13

Devices

Hand-me-down, Samsung phone which is often too

old for the most up-to-date security updates.

Location

Lives in Baltimore, Maryland with mom & brothers.

• VIDEOS 

• GAMING

• PARENTAL PERMISSION 

• ACCESS TO DEVICES

Use Cases Wary ofFREQUENCY OF USE

A few times a week

DESIGN CHALLENGES

• Multiple people using the same device

• Devices set up for 'public' use

"I don't know why the 
free wi-fi needs my 
mobile number."

These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help designers to build and test digital products that meet the 
needs of real people.  

About these personas
These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help product teams to build and test digital products that meet the needs of real people.  
About these personas

Design for Young People



Kai & Tola
9 & 37

Devices

Apple Mac & iPad (shared) and XBOX.

Location

Lives in Houston, Texas with dad and younger sister.

• GAMING (SOLO) 

• EMAIL  
   (WITH PARENTS)

TOO MUCH TECH 
TOO YOUNG

Use Cases (Kai) Wary ofFREQUENCY OF USE

Kai: Irregularly,  
for specific tasks

DESIGN CHALLENGES

• Access with minimal data requests

• Parent and child dual users

"Games are a safe place for 
kids to be kids, aren't they?"

These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help designers to build and test digital products that meet the 
needs of real people.  

About these personas
These personas are fictional characters that represent the goals and behaviours of potential users. They're a tool that help product teams to build and test digital products that meet the needs of real people.  
About these personas

Design for Young People
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