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CHARACTER DESCRIPTION

Choose one (or more) from each line,

or write your own description.

Clothes that are: glowing, rippling, ornate,
modest, strange, natural

Eyes like: carnations, earth, endless ocean, fire,
ivy, lilacs, night, seafoam, winter

Body that’s: broad, carved, curvy, lanky, rotund,
short, stocky, tall, thin, tiny, toned
Skin the color of: ashes, clover, falling snow, fine
sand, obsidian, rose, sapphire, wisteria

Attitude like: an angel, a doctor, an evangeli
amonk, a priest ik ngelist,

tight,

Introduction Methodology

In user centred design, a persona is a fictitious member of the We organised a series of in-person character creation

system’s target audience, whose background, skills and goals workshops, recruiting 14 participants, including those who
dictate how they will interact with a system [1]. While there have played at least one TTRPG previously (n=12), and novices

are generally accepted traits that personas will have, such as (n=2). Dungeons & Dragons (D&D) and Daggerheart were used
a name, background, and their goals [2], there are few for these workshops.

formalised methods for their creation. This results in some
personas consisting of a couple of sentences and others
iIncluding a detailed backstory.

Two key aspects were evaluated in these workshops: How
effectively the provided materials (character sheets, game
rulebook) guided the character creation process; and whether
the character creation process leads to characters that share

Tabletop Role-Playing Games (TTRPGs) generally feature
the key attributes of personas (motivations, goals, skills).

mechanics and rules for creating characters in a more

formalised manner. These characters share attributes with

personas, including skills, goals, name and background,

which indicates an overlap with the characteristics of Results

personas. * [|nitial findings indicate that both systems gave

participants a generally good understanding of their

Can this overlap be used as a basis for a TTRPG-UX characters’ motivations.

environment? Some need motivations and goals to shape the character
In the first place.
Others need a full campaign to develop these aspects.
Both systems also helped participants understand their
characters’ skills in terms of how they can be used in
context.
Daggerheart’s card-based system made skills seem like
more of a focus.
Players who made “goofy characters” had less
understanding of motivations and skills.

£ _ TTRPG systems allow players to build a character and
nn understand their skills, goals and motivations — which are

20
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— what personas require.
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