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1. Definition of Persona 

A persona is a fictional character created by requirements engineers to represent the 

archetype of an end user of a product or system. Personas are used to help development 

teams gain a deeper understanding of users’ characteristics, needs, goals, and 

behaviors. 

In requirements engineering, personas are utilized at various stages, ranging from 

elicitation to explore diverse user perspectives, specification to formulate system 

requirements, and validation to ensure that the designed requirements are truly relevant. 

By using personas, development teams can build empathy for users and ensure that the 

developed product aligns with real user preferences and needs. 



2. Definition of Persona Taxonomy 

A persona taxonomy is a conceptual framework used to systematically structure user 

profiles. In CRAFTER 2.0, the persona taxonomy is divided into two main layers: the 

internal layer and the external layer. 

• Internal layer includes general background information that is relatively static, 

such as personal characteristics. This layer covers demographic information 

(e.g., name and age) and personal attributes (such as attitudes and personality). 

• External layer contains contextual information that depends on the domain in 

which the product is used. This layer includes elements such as motivations, 

goals, concerns (pain points), interactions with technology, employment status, 

and family environment. 

The separation between internal and external layers provides a clear structure and 

enhances persona reusability. The internal layer can be reused across different projects, 

while the external layer can be adapted to specific domains or usage contexts. 



3. CRAFTER 2.0 Usage Flow 

3.1 Initial Access 

 

On the main page, users can immediately create a persona by clicking the Create 

Persona button without logging in. However, to access all available features, users are 

encouraged to create an account and log in first. 



3.2 Persona Creation Stages 

 

The persona creation process in CRAFTER 2.0 consists of five main stages: 

1. Domain / Scope 

This stage defines the boundaries or context of the persona to be generated. The 

selected domain influences the characteristics and focus of the persona. 

 

2. Internal Layer 



At this stage, users can select the required internal layers and edit the content of 

each attribute to match the needs and characteristics of the user being 

represented. 

 

3. External Layer 

This stage is similar to the internal layer but focuses on contextual aspects. 

Several default external layers are mandatory, although users can add or 

customize other layers as needed. 

 

4. Additional Settings 



Users can configure additional details, such as the length of the persona 

description, the type of Large Language Model (LLM) used, and other specific 

settings (e.g., assigning a fixed persona name). 

This stage also provides a Retrieval-Augmented Generation (RAG) feature, which 

allows personas to be generated based on supplementary data. Users can upload 

data through the knowledge base feature so that the generated persona better fits 

the intended needs and context. 

 

5. Review 

Before the persona is generated, users are directed to a review stage to ensure 

that all settings and persona attributes are correct. Users can proceed or return 

to previous stages to make adjustments. 

 



3.3 Hasil Pembuatan Persona 

After the creation process is complete, the system displays a persona detail page 

consisting of three main structures. On this page, users can: 

• Edit the generated persona, or 

• Regenerate the persona to obtain results that better match their needs. 

 


