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Executive
Summary

The growth of dating apps has changed the way relationships are
formed. These applications have enabled users to widen their
dating pool of potential partners through profile recommendations
based on proximity and shared interests. However, dating app
usage was also found to impact well-being negatively, with the Al
systems of these platforms, contributing to it. In this project it was
therefore explored how well-being can be enhanced, by mitigating
the detrimental impacts of dating apps.

Contextualising well-being

Literature research was conducted to explore the features within a
dating app along with its effect on well-being. By linking the
various experiences with dating apps to well-being theories, a
theoretical model could be developed. This contextual model of
well-being was validated in a participatory workshop with dating
app users. Findings from this workshop indicated that autonomy
and relatedness were mostly affected, especially during the profile
setup, which also influenced the overall app experience such as
during swiping.

Operationalising well-being

As relevant constructs were identified for further study, it was
necessary to determine how these facets of well-being could be
measured, in particular for the context of dating apps. In-depth
research on the relationship between autonomy and relatedness
indicated that in order for people to become more autonomous
(showing one’s true self to others), the need for relatedness (being

understood or feeling a sense of belonging) had to be fulfilled first.
For dating apps, a sense of relatedness could be achieved through
sharing similar interests (or by experiencing a sense of belonging)
with others, while autonomy relied on choosing qualities that are
not necessarily desirable, but valuable to the user themselves
(when it concerned self-expression).

Optimising well-being

Based on these insights, a design direction was formulated. This
concerned, enhancing social connection by highlighting
individuality (uniqueness of a person) within similarity (through a
shared connection). This direction was used as a base for ideation.
Al Ideation cards, which showcased the capabilities of the
technology, were utilised. The possible interactions enabled by the
technology were linked to desirable well-being outcomes defined
previously.

Implementing well-being

This resulted in the design of a new dating app, MiHue. The app
highlights a person’s unique attribute and tries to find a common
ground with others either through an uncommon trait or through
mutual passions. The experience of autonomy and relatedness
upon this design was measured and the outcomes were used for
recommending future cycles.

Initiating a new cycle

For the next cycle, it was recommended that other well-being
related aspects which were not considered in the design, but
present in the theoretical model (such as self-acceptance, positive
emotions and physical health) to be considered for future research.
Furthermore, it was advised that the involvement of minorities
should also be included and that gender differences should be
taken into account for the next cycle.
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1. Introduction:
Project Brief

Over time, the popularity of dating apps has increased significantly,
This development has created a shift from offline dating to online
through the use of mobile dating apps and has resulted in new
ways of experiencing intimacy (Her & Timmermans, 2021). In
addition, through geolocation users can find romantic interests in
close proximity while staying up to date through push notifications
informing them of new likes, matches or messages from
conversations (Sumter & Vandenbosch, 2019).

Current research has focused on the negative effects of technology
(such as Al) on interactive systems, but little on how to improve
these systems to enhance the well-being of their users (Gaggioli et
al., 2017). This, while Al has the potential to support individuals
when it concerns well-being (D’Alfonso, 2020). In order to progress
in Al technology positively, human well-being should be considered
the main objective (Ozmen Garibay et al., 2023).

As of now, Al has few use cases and examples of being integrated
for it to contribute to well-being. In this particular case, the chosen
context consists of dating platforms where barely any attention has
been paid to well-being even though it causes negative
experiences among users in the form of ghosting, harassment and
addiction (Stoicescu, 2020). Nonetheless, even though it is
necessary to detect the harmful effects of the current system, it is
also relevant to focus on the beneficial influences it has on
well-being, as the intention of dating apps is originally also
positive: to contribute to finding love.

In order to assess and support well-being in dating apps, the
project has to tackle how well-being can be measured in the first
place. Unlike with behaviour for which multiple standards of
measurement exist, there is still no consensus over such an
instrument when it concerns well-being (Cooke et al., 2016).
Therefore, a form of metrics will be established in the research and
used to optimise well-being in dating platforms. Following that,
suitable actions for the Al system will be identified and designed.
For this, it is important that this system meets the needs of the
user and that rather than be autonomous, works together with the
user (van der Maden et al.,, 2023). By following the Positive Al
method, it will be explored how the system within dating apps
could positively contribute to well-being.


https://www.zotero.org/google-docs/?isvMK3
https://www.zotero.org/google-docs/?67LjvK

2. Positive Al
Design Method

Artificial Intelligence is gradually integrating into multiple aspects
of people’s daily life. With designers playing an important role in
the development of technology, they need to ensure that Al has a
positive impact on society. In order to do so, it is necessary that
human values are aligned with well-being. This means that actions
undertaken by the Al system should be beneficial to society (Van
der Maden et al., n.d.). The Positive Al Design method by Van der
Maden (2023) focuses on these aspects and aims to support
designers in designing for well-being through Al. During this
project, this method is utilised.

In the context of this project, Al can be defined as “the study of
intelligent agents” (Russell and Norvig, 2010) which concerns what
the system perceives and how it reacts upon it. This definition of
Al, is considered throughout the project and is included in the
method.

The Positive Al Design method consists of four main steps:

1. Contextualising well-being

The first step concerns contextualising well-being by identifying
what particular components of the system affect what parts of
well-being. This is established through literature research on
well-being and the chosen platform, and is used for developing a
“contextual model of well-being”.

2. Operationalising well-being

Using the theoretical model validated previously, a measurement
instrument has to be determined in order to measure the identified
facets of well-being in the chosen context. These metrics are
derived from existing well-being measurement tools and can be
used with context-sensitive metrics that are drawn from the app’s
system. The defined metrics are used within the designed system
to measure, adjust and re-adjust the actions taken by the system in
a continuous loop.

3. Optimising well-being

Based on these measures, design directions can be drawn and used
for designing interventions. Further in the research, these metrics
can be utilised for evaluating the designed interventions. From the
evaluation, interventions deemed impactful will be further
developed and implemented.

4. Implementing actions

The implementation of the design includes designers, where it is
fundamental that the interventions are being monitored and
improved (when not working as intended or due to changed
circumstances) to ensure that well-being remains aligned with the
system.

(5. Initiating a new cycle)

For the last step, it is necessary to update the theoretical model,
that was established previously, based on the occurred changes
during the development. This is essential for making sure the
system remains aligned with well-being over a period of time. After
making the adjustments, a new cycle has to be initiated, where the
process of developing metrics, designing interventions, prototyping
and implementation is followed once again to allow optimisation of
well-being within the Al system.



3. Dating Apps

When looking at the current market of dating apps, many
applications exist with different purposes and target groups. In this
section, it will be investigated what kind of features these apps
contain through a comparative analysis. In addition, to gain a
better understanding of how these dating app systems operate (in
terms of collecting data and suggesting wuser profiles),
recommendation systems were researched. Also, the type of users
was studied to determine the user’s needs and reasons for dating
app use. Lastly, the impact of dating app use on well-being was
explored and insights were utilised for formulating the theoretical
well-being model in the following Chapter 4.

3.1 Comparative Analysis

A comparative analysis was executed to gain more insights into
dating app features. In this analysis, emphasis was placed on
finding common dating app features, unique functions and features
related to well-being. The dating platforms analysed were: Tinder,
Bumble, Badoo, Hinge, Happn, Grindr and Her as these were the
most popular apps (Ceci, 2023). An overview was made from this
analysis, containing all features of the seven compared apps, and
can be found in Appendix A.

App features overview

Most dating apps like Tinder, Bumble and Badoo make use of a
similar infrastructure, where the app usage consists of three main
phases: the user profile, swipe screen and chat screen. The
features of such apps were therefore also discussed in such a
manner

3.1.1 User profile

Hinzufligen

M| Foto

& viceo ED

€@ FOTO AUFNEHMEN

<

My interests

Get specific about the things you love

\ Design P4 Video games
& Foodie B City breaks

W Empathy
Profile prompts
Make your personality stand out from the cro

| get way too excited about...

Add new

My bio

Write a fun and punchy intro

Figure 3.1: Profile setup: Socio-demographic info (right), Adding media (centre) and Bio,
Interests & Prompts (right)

Socio-demographic information
Before a dating app can be fully
utilised, users are required to create
an account. Users are asked to
provide socio-demographic
information such as their gender,
sexual orientation, education, etc.
(Stoicescu, 2020).

Bio, Interests & Prompts

Adding media
Apart from information, users are
expected to choose a maximum of
9 pictures or videos (depending on
the app) of themselves to display
on their profile.

Prompts (which are questions regarding a user’s experiences or opinions) and
interests (ranging from activities like sports to travel preferences and, in some
cases, values & characteristics) can also be included. In addition to this, social
media accounts (like Instagram and Spotify) can be added to the profile to
show more of their personality by revealing more photos and their music taste.


https://www.zotero.org/google-docs/?SeDQsO
https://www.zotero.org/google-docs/?p3bfZ5

Prior to profile completion, users are requested to enable access to their
current location and are then welcomed by the swiping screen.

3.1.2 Swipe Screen

Date filters

Likes You

I’m open to dating everyone

Men

Women

Nonbinary people

Age

Between 18 and 80+

Up to 161 kilometres away

Liz 25 #

Monogamous

See people slightly further away if | run
out

Languages they know

English

Figure 3.2: Filters (left), Swipe screen (centre), Likes overview (right)

Swipe screen

Followed by the profile setup, the user gains the option to start swiping (where
swiping right is considered a like while left is a skip or dislike) or liking other
profiles (by simply pressing on a heart). Emphasis is put on the picture where
little information is provided such as name, age and location. For more
detailed information such as an introduction and hobbies, users have to scroll
down. Therefore, the first impression of each user is put on the appearance. In
most apps, users are limited to a certain amount of swipes a day and are
stimulated to resort to paid subscriptions for features such as swiping
unlimitedly and boosting users which in turn can increase the chances of
matching (Stoicescu, 2020).

Filters

To control what kind of profiles are presented to the user, filters can be applied
based on age, distance and in some cases language, ethnicity or religion.
Detailed filters on height, education, etc. are often locked behind a paywall.
Apps targeted at minorities such as Grindr also provide the option to filter on
body type and weight.

Likes overview

The likes users receive from other users are displayed in an overview, in the
form of a numerical value and blurred profile pictures which are only visible
after matching with the user or through payment. With Hinge in particular,
users can also view what others liked about their profile (such as a
photo/video, prompt or audio note).
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3.1.3 Standouts & Chat screen
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Figure 3.3: Standouts (left), Match pop-up (centre) & Chat screen (right)

Standouts

This section of the app, shows profiles that receive a lot of attention from
other users while also taking into account whether they fit the user’s
preference based on their swiping activity and filters. When being subscribed
to the premium service, users can send roses or a super like to receive the
other user’s attention by showing at the top of their likes.

Match screen
When a match occurs (where both users have liked each other), a3 message
pops up notifying users that they can start communicating with each other.

Chat screen
For chatting, there are multiple mediums available such as voice and video
calling and chatting. In certain apps like Bumble, features are available to
support or ease communication between two strangers such as ice breakers
or prompts.

3.1.4 Wellbeing-related features

My pay plan Safety & Wellbeing
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Help with dating anxiety,

green flags.
Get help from Bumble

tend to overthink big
choices. Your safety
Trusted organisations to help keep
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Your emotional wellbeing
Resources for a healthy state of mind
in dating and in life

Figure 3.4: Snooze mode (left), Self-care prompts (centre) & Well-being guides (right)

Snooze mode

When users need a break from the app, they can use the snooze mode (or in
other apps, invisible/pause mode). This feature allows users to hide their
profile for a chosen period of time, while also disabling swiping. In some apps,
matches can receive a3 message of the user’s status when utilising this feature
(Bumble, 2023) while in other cases users can still continue communication
with the other party.

Self-care prompts

In addition to the regular prompts, Hinge and Bumble added prompts focused
on self-care. This feature is meant to inspire users to initiate conversations
about well-being (Malik, 2022).

Well-being guides

Within the dating app, Bumble has a section dedicated to safety and
well-being. This category contains guides and advice on how to deal with
certain situations affecting well-being such as ghosting and burn-out from
dating (Bumble Safety Center, 2023).
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3.1.5 Unique features
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Figure 3.5: Lookalikes (left), Communities (centre), Recent crossings (right)

Lookalikes

Lookalikes is a Badoo-specific feature that makes use of facial recognition to
find users that match the user’s preference. This could include celebrities or a
person they know from their own social circle. Based on the uploaded
picture, profiles with similarities to the photo will be shown to the user (Best,
2017).

Communities

In the Her app, the function 'Communities' can be found. It encompasses a
variety of social groups, each focused on a different topic which users can
join. Within these communities, users can interact and share their thoughts
with each other by creating posts or reacting to them (HER Support Center,
2022).

Recent crossings

This feature combines offline and online interactions, by detecting what users
have crossed paths in real-life and displaying this in the app. These crossings
are visualised on the map if they match the user’s preferences, and can be
interacted with through likes (Happn, 2023).

From the comparative analysis, it was concluded that all apps follow the same
path when it concerns dating app usage, namely: profile setup, swiping/liking
profiles, likes overview and lastly, online interaction. When looking at the
dating app market, some apps like Bumble and Hinge already contain some
wellbeing-related features, but these features expect the user to take action
themselves and require them to be aware of their condition in the first place.
Therefore, it could be an interesting direction to look at the different stages of
the dating app (present in all the dating apps) and figure out how to design for
these features to optimise well-being passively.
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3.2 Recommendation Systems

Integration of Artificial Intelligence (Al) has affected different fields
including mental health. Particularly for digital environments, Al
has been utilised for enhancing the user experience while providing
personalised solutions to mental health care. As the technology can
be applied to predict and detect mental health conditions
(D'Alfonso, 2020) and therefore contribute to well-being, it is
relevant to investigate how Al systems in dating apps function.

3.2.1 Al System

In the context of dating platforms, the main application of Al is the
recommendation system. The algorithm provides personalised
suggestions on user profiles to the user based on the information it
collects (Bartlett et al., 2023), which is retrieved from predefined
categories filled in during the profile setup (Pidoux, 2022). The
recommendation system within dating apps (such as Tinder) makes
use of collaborative filtering, where the system detects the user’s
swiping behaviour and identifies patterns and similarities between
users (NAYEK & DAS, 2021).

According to Tiffany (2019), the type of algorithm Tinder currently
uses differs from the one used previously. In the past, Tinder
utilised an ‘Elo rating system’ which ranks users based on how
many times they were swiped right and what kind of people did so.
Swipers with a high number of likes, who swiped on a particular
profile, also determined the user’s score of the profile they swiped
on. Those with similar scores would be then recommended by the
system to each other. It is assumed that based on this system,
users were categorised based on desirability.

This system was changed from 2019 on, where the system is
tailored to fit the user’s preferences by predicting what type of

people they would like or who would like them based on similarities.
This also includes the bio and interests provided by users but also
their  pictures, where liking certain profiles result in
recommendations of profiles with similar photos. Furthermore,
Tinder mentions that the user’'s app activity matters the most,
where frequent app use should lead to better matches. Apart from
this, the algorithm also makes use of other metrics such as location
(proximity between users) and age preference (Powering Tinder® —
The Method Behind Our Matching, 2022).

When running out of user profiles to swipe on, the algorithm will
recycle user profiles of those that were swiped left the first time,
along with those a user has matched with and then unmatched.
Therefore, the longer a user swipes, the worse the options might
become.

Aside from swiping, other features such as Super Like are also taken
into account by the system. Tinder promotes this feature as
increasing the chances of getting a match, but it is unclear to what
extent this is true. When a user Super Likes another person, the
system will set aside the algorithm and move up the user’s profile to
quarantee being seen by the liked person. Tiffany (2019) also
guesses that users who behave pickier are more likely to get
rewarded in terms of receiving more serious and a higher number of
matches compared to those who spam likes to get as many
matches. The system can track when users have exchanged phone
numbers and can distinguish between those who use the app for
making real-life connections and those who use it for getting an ego
boost by swiping too much. In the case of the latter, Tinder presents
you with fewer users, decreasing the number of matches.

1"


https://www.zotero.org/google-docs/?IaXuSv
https://www.zotero.org/google-docs/?IaXuSv
https://www.zotero.org/google-docs/?w3F5yT
https://www.zotero.org/google-docs/?2NOQ9M
https://www.zotero.org/google-docs/?PlOfEb
https://www.zotero.org/google-docs/?NMqsxK
https://www.zotero.org/google-docs/?fWTnRO

Other dating platforms such as Hinge supposedly operate on the
Gale-Shapley algorithm which determines patterns concerning a
user’s dating preference (the type of users they like) and compares
this to other users (who are likely to like them) (Carman, 2018).
Overall, this system is similar to the one used by Tinder.

Alternative applications of Al are integrated in features such as
‘Smart Photos’ (seen in Figure 3.6). This feature rearranges the first
picture of a user profile, based on the swiping response of other
users when seeing a picture. Pictures that are first seen and swiped
right by users are reordered to the top, to help increase the
matching rate (Tinder Newsroom, 2016).

Smart Photos Smart Photos

About You About You

Figure 3.6: Smart Photos (Tinder Newsroom, 2016)

3.2.2 Data Collection

Apart from swiping app behaviour, dating apps such as Tinder
collect other data from the user. This includes personal information
such as birthday, gender, location, etc. (when setting up a profile),
profile information like bio and interests, app user activity (users
who you interacted with, send/received messages, frequency of
login in and features used) and lastly face geometry data when
verifying the user’s profile (Privacy Policy, 2023).

The type of data collected is visualised in a diagram (Figure 3.7), to
provide an overview of what data have to be taken into account
when ideating and how this is used within the recommendation
system.

Data collected

Profile setup — Filters —> Swipe screen —>  Likes overview  —-» Chatting

Who/whether you
interacted/connected
with other users

Personal information
(name, age, etc.)

App user activity Amount of people

User preferences (duration, recency) who liked the user

Type of people
who liked the user
(popular vs. not)

Type of people

Pictures/videos Age range user swiped left

Type of people

ocation Distan:
Locatf stance user swiped right

Recommended

20 profiles

Interests

Socio-demographic info
(job, ethnicity, etc.)

Influences

Social media )
Recommendation system

Face geometry Influences
(verification) Perception of user (by others)

Figure 3.7: Data Collection
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3.3 User group

3.3.1 Demographics

Dating app services have accumulated over 300 million users
worldwide in 2022 (Dixon, 2023), with Tinder, Bumble and Badoo
having the highest user base (Ceci, 2023). Within dating apps,
millennials and Generation Z make up the majority of the user
base, aged from 18 to 34 years old (Curry, 2023). Depending on
the platform, the gender distribution can be highly unbalanced,
with Tinder as an example where 76% of the users appear to be
male in comparison to 24% of female users (Dixon, 2023). This
imbalance affects the way users experience the app. Due to a
lower availability of female users within the app, men have more
competition and need to appeal to other users through creative
strategies while women are likely to gain likes more easily, at a
faster rate and can therefore be more selective (Stoicescu, 2020).

3.3.2 Motives for dating app use
Studies like (Ranzini & Lutz, 2017), (Sumter & Vandenbosch, 2019)
and (Sumter et al., 2017) found similar reasons for dating app use
that could be reduced to six motivations, namely:

e Romantic relationships: To build a serious and lasting

relationship or form an emotional connection with one another

e Uncommitted sexual relationship: To find one-night stands,
increase sexual experience or to live out a sexual fantasy

e Ease of communication: To easily open up to others,
communicate and find friends

e Self-worth validation: To get an ego-boost (measure
attractiveness) and due to sensation seeking (attention)

e Entertainment: To experience the thrill of excitement and
because of trendiness

Although the stereotype is that dating app users mostly are
motivated by seeking sex or a long-term relationship, it was found
that dating platforms are commonly used to relieve boredom (Albury
et al., 2019).

Gender differences concerning motivations for app use were also
found. Men were more likely to use dating apps for casual sex and
for seeking a relationship compared to women. While women tended
to use such apps for friendship and self-worth validation (Ranzini &
Lutz, 2017). Though some studies say there is no difference in
gender when it concerns self-validation. Furthermore, thrill-seeking
was also a big motivator for men when using dating apps. A study
by Sumter et al. (2017) pointed out that ease of communication as a
motivator applied especially to men as they found it easier to
communicate online with the opposite gender compared to offline.

From this, it can be concluded that relevant factors affecting
motivations for dating app use, concern mostly seeking a (romantic
or sexual) relationship, ease of communication, self-worth validation
and entertainment.
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3.4 Impact on well-being

While dating platforms can increase the chances for new romantic
relationships to come to fruition (Hutson et al., 2018), the usage of
these apps also has brought negative experiences affecting
well-being. Depending on the different sections of the app (user
profile, filters, swipe screen, likes overview and chat screen),
different features were found to have varying effects on
well-being.

3.4.1 User Profile

Self-representation and Inauthenticity

As mentioned during the profile creation phase, users can present
themselves on the platform through pictures and by providing a
short ‘about me’ description. Stoicescu (2020) states that users
who do not meet the conventional standards of beauty, have to
put more effort into achieving likes. This is due to the manner in
which users are presented to each other, as dating applications
create a focus on attractiveness (through the emphasis on pictures)
and hierarchise the users based on this (those who gain many likes
versus those who do not). As a result, users learn to take
advantage of this system by choosing categories or activities that
are more desired (and will therefore be presented to a higher
volume of profiles during filtering). Users will try to craft an ideal
image that will increase their chances. Other tactics involve
omitting information about the user when it is deemed as an
undesirable trait (Pidoux, 2022). Overall, the profile creation stage
is limiting if it concerns self-representation as it consists of
predefined options (interests and hobbies) while also allowing little
control over profile presentation and visibility (Olgado et al., 2020).

3.4.2 Filters

Exclusion

In dating apps, users are required to fill in the information regarding
themselves for different pre-defined categories. This information is
translated into data used for the recommendation system. With this
feature, users have the ability to filter out profiles based on the
qualities they chose. In this way, they can receive recommended
profiles which they can relate to. However, at the same time, it
indirectly allows the exclusion and fetishisation of other users based
on the characteristics (such as ethnicity) they chose to filter on and
thereby also reduces the diversity in potential partners (Hutson et
al., 2018).

Sense of control

In order for dating apps to determine what profiles are shown to the
user and in what order, data is collected (user’s preferences,
interests and personal information) and sorted through
algorithm-based systems (Parisi & Comunello, 2020). Through filter
selection, users are provided with a sense of control over the profiles
they view and select (by swiping).
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As reported by Her & Timmermans (2021), it was determined that
compulsive use of Tinder (which is also applicable to other dating
apps) may lead to feelings of sadness and anxiety afterwards while
experiencing joy at the same time. However, its relationship with
negative affect is found to be stronger and therefore it is suggested
that addicted users are more likely to experience decreased
well-being. Similar effects were observed in the research by
Courtois & Timmermans (2018). The study showed that a long
period of Tinder usage (starting from the first time using the app)
was associated with a negative impact on the user’s mood after
use. This is supported by the study from Holtzhausen et al. (2020)
where also a pattern was found between a long period of dating
app usage (on a daily basis) and the high rates of psychological
distress and depression experienced by users.

Choice overload

In addition, choice overload due to the display of a high volume of
profiles was found to lead to reduced choice satisfaction. This was
caused by the constant need to make decisions from the many
available options when in some cases users were unable to
(D’Angelo & Toma, 2017). Furthermore, in some cases, users
experienced dissatisfaction and pessimism when looking for a
potential partner due to a “rejection mindset” that had developed
within the user due to the burden of too many choices (Pronk &
Denissen, 2020).

Likes overview

Self-validation

One of the key motivations for dating app use, concerns
self-validation. When this is not fulfilled, by being unsuccessful on
the app through a lack of matches and likes, users can experience
negative emotions such as frustration or feelings of rejection
(Strubel & Petrie, 2017). However, in cases of success, this can
create an opposite effect where users can experience an increased
feeling of joviality and decreased sadness and anxiety.

Another study focusing on the effect of swipe-based dating apps
found a significant relationship between the use of such apps and
the experience of higher levels of psychological distress, anxiety and
depression (Holtzhausen et al., 2020).

Rejection & Body Image
Orosz et al. (2016) suggests that using dating apps can bring positive
effects such as reducing a user’s anxiety. Due to the structure of the
system where users will only be notified of 3 match and not of
rejection, negative feedback directed to the user is then experienced
as less straightforward.

However, in other cases, this indirect form of rejection is perceived
as appearance-based rejection, especially by women, triggering a
negative mood and leading to disordered eating in order to enhance
their perceived attractiveness and therefore also their dating
success. This complies with the fact that being evaluated negatively
by others, is likely to result in unhealthy eating habits (e.g. binge
eating and purging) in women (Portingale et al., 2022). In addition, it
was found that users of Tinder experienced less satisfaction with
their bodies and faces, as they were more likely to monitor their
appearance and felt more shame regarding their bodies. This
contributed to lower self-esteem (Strubel & Petrie, 2017).
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Social comparison

Findings by Her & Timmermans (2021) suggest that users who
compare themselves with other users are more likely to experience
decreased well-being, even though they do not witness other
people’s success (of receiving many likes). This is also supported by
a study conducted by Strubel & Petrie (2017), where the
researchers found that Tinder users were more likely to compare
their appearance compared to non-users.

Chatting

Online social interaction

In general, social interactions taking place online were found to be
beneficial to well-being according to Lomanowska & Guitton
(2016). This includes increased self-esteem, improved mood,
enhanced feelings of social support, reduced loneliness and
decreased chances of depression and anxiety. However, depending
on the situation of the user, it could result in opposing effects such
as an increase in feelings of loneliness and depression.

Ghosting
Ghosting can be defined as the act of ending communication

suddenly without an explanation. It is one of the observed
phenomenons which have impacted wusers’ psychological
well-being, leaving users perplexed and searching for answers
(Stoicescu, 2020). Rather than direct confrontation when dissolving
a relationship, users tend to avoid confrontation by ending the
conversation with silence, causing the other party to experience
negative emotions such as distress (Freedman et al., 2022).

Dating apps, in particular, allow access to high volumes of profiles,
therefore also making it easier to cut off contact with existing
connections. Nevertheless, ghosting does not always occur with a
harmful intent, sometimes the reasons concern self-protection (from
rejection-sensitive and hostile people) or are unintentional (deletion
of the app due to bad experiences) (Timmermans et al., 2021).

The overall use of dating apps

Social connection

Using dating apps was also found to have beneficial effects. Albury
et al. (2019) reported that dating app platforms open up new ways
to meet potential partners, allowing access to a diverse amount of
people. For minorities who have been silenced or marginalised, in
particular, this is considered an advantage for meeting like-minded
people. Moreover, its use is experienced as a non-intimidating way
to start connecting and requires less effort compared to traditional
means. It is also believed to improve social connection, relationships
and friendships.
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Safety
While dating apps bring more opportunities for contact, it also has

left users to become more vulnerable (Castro & Barrada, 2020).
For instance, Andrighetto et al. (2019) found that when men are
rejected in an online dating environment, it can lead to aggressive
behaviour towards potential partners, in some cases even induce
hostility towards women. Apart from its effect on psychological
well-being, dating platforms were also found to have risks to
physical and financial well-being. A study by (Shapiro et al., 2017)
investigated that Tinder use increased the risk of contracting
sexually transmitted diseases and/or experiencing nonconsensual
sex, particularly for women and minorities. In addition, Feldman
(2019) reported that scams taking place in the setting of dating
apps have significantly grown from 8,500 reports in the United
States in 2015 to 21,000 in 2018. Fake accounts, impersonation
cases and bots have enabled drug-related situations along with
human traffickers luring potential victims. As a result, dating apps
such as Tinder have strengthened their requlations and integrated
safety measures into their app (Tinder Newsroom, 2020).

Offline interactions

Although platforms such as Tinder try to limit the provision of fake
information by either linking their profiles to an existing social
media account or users are met with the chance of having to meet
the other in real life, face-to-face meetings sometimes still result in
disappointment. This is often due to the lack of coherence between
the online-created image and the one presented offline, creating
different expectations beforehand (Ward, 2017). In addition to this,
as men are more likely to be strongly motivated by casual sex
compared to women, disappointment may occur due to different
expectations between the two (O’Sullivan and Gaines, 1998).
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4. Well-being

To design for well-being, it was first necessary to understand what
well-being signifies. Through literature research, well-being was
defined and relevant theories were summarised. From these
theories, relevant aspects of well-being were derived and linked to
existing dating app features. These insights resulted in a theoretical
model of well-being.

4.1 Definition

According to Deci & Ryan (2008), well-being is referred to as the
optimal psychological experience and functioning and compromises
two different perspectives: hedonic and eudaimonic.

The hedonic view focuses on happiness, defining well-being as the
presence of positive affect in combination with a low level of
negative affect. This approach involves how people experience the
quality of life. While for the eudaimonic view, meaning and
self-realisation are the core. This includes the degree to which a

person is fully flourishing and is actualising their human potential,

which depends on the way they live their life.

Although these are separate concepts of well-being, overlap can
occur between the two where both can be experienced. These
traditions are the basis of many well-being theories discussed in
the next section.

4.2 Well-being theories

4.2.1 Subjective well-being

Subjective well-being (SWB) is an approach that can be categorised
under the hedonic tradition and requires people to evaluate their
well-being for themselves. This involves the experience of a high
level of positive affect, a low level of negative affect and a high
degree of life satisfaction. SWB can be affected by personal,
social-environmental and cultural factors (Deci & Ryan, 2008).
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4.2.2 Six dimensions of psychological well-being

The eudaimonic-focused theory by Ryff & Singer (2008) consists of
six components of psychological well-being, namely: autonomy,
environmental mastery, personal growth, positive relationships,
purpose in life and self-acceptance.

In digital environments, this can be defined as (Alhalafawy et al.,
2021):

Autonomy: To have a <choice over one’s life
(self-determination) and to rely on own judgement. To
evaluate oneself by personal standards, not feeling pressured
by the evaluations of others.

Environmental mastery: To have a sense of control over
one’s digital environment and have the ability to adapt this to
one’s needs. To be aware of surrounding opportunities and
benefit from them.

Personal growth: To continue developing, improving and
being aware of one’s growth over time. To realise one’s
potential and to be open to new experiences.

Positive relations with others: To have warm, satisfying and
trusting relationships with others. To care about the welfare of
others, and be capable of empathy, affection and intimacy.
Purpose in life: To have personal goals or aims in life and a
sense of direction, as well as having the determination to
achieve these goals. To have a sense of meaning in life.
Self-acceptance: To view oneself positively, including one’s
past life. To be aware of one’s strengths and weaknesses and
to accept them, along with those applicable in digital
environments.

4.2.3 PERMA Theory

As reported by Seligman (2011), well-being is defined as a construct
rather than a real thing, containing five measurable elements,
specifically:

Positive emotions: To experience positive emotions when
relating to the past, present and future.

Engagement: To be immersed in doing an activity in the
moment (to be in flow) while also being interested in the
activity as it plays onto one’s strengths

(Positive) Relationships: To form meaningful and healthy
relationships with others from one’s surroundings

Meaning: To find meaning, belonging and serving something
bigger than one’s self.

Achievement: To achieve a desired goal, motivated by personal
fulfilment through one’s continuous effort.
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4.2.4 Self-determination theory
The Self-determination theory (SDT) of Deci & Ryan (2000),
focuses on human motivation that is driven by psychological needs.

Intrinsic motivation

In the case of intrinsic motivation, a person is driven by personal
interests and values such as curiosity and the satisfaction of doing
a certain activity. Furthermore, feelings of competence and
efficacy also contribute to this drive.

Extrinsic motivation

For extrinsic motivation, external factors play a major role in
motivating a person such as rewards and opinions from others.
However, extrinsic motivation is not as effective in the long-term if
intrinsic motivation is not maintained.

The psychological needs associated with these motivations are:

e Autonomy: To be independent while also participating in social
life.

e Competence: To experience a sense of control over oneself’s
behaviour, while also engaging in activities that challenge one’s
capabilities and result in a feeling of accomplishment when
achieving a goal.

e Relatedness: To have a sense of belonging while wanting to
feel connected to others.

4.3 Theoretical model

From the comparative analysis, existing dating app features were
deduced. Using ChatGPT, potential effects of each feature on
well-being were determined and connected to existing well-being
theories or facets. This table was very extensive (consisting of over
30 features) and was condensed to a list with only the main features
(presented in Figure 4.1). This was done to visualise the process of
relating the features to well-being.

Link to well-being

«««««

.........

rrrrrrrr

Figure 4.1: Link to well-being
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Through desktop research on the impact of dating app use on
well-being (found in Chapter 3.4), the content of this model was
narrowed down to well-being theories discussed in section 4.2. By
combining the literature research on dating apps with well-being
theories, an overview of the theoretical model was made. This
well-being model (found in Figure 4.2) is validated further in the
research (Chapter 5).

The theoretical model of well-being consists of the most common
features found within dating apps, as most of the literature
discussed these features when it concerned well-being. The features
concern: user profile (specifically ‘adding media’ and ‘choosing
interests/hobbies’ options), filters, swipe screen, likes overview and
the chat screen.

User Profile

Filters

Autonomy

Autonomy

Self-acceptance

Relatedness

Self-representation/
expression

Environmental
mastery

Inauthenticity

Social exclusion

Social pressure

Control over digital
environment

Search on similarity

Swipe Screen

Likes Overview

Autonomy

Chat Screen

Autonomy

Positive emotions

Positive
relationships

Positive emotions

Environmental
mastery

Relatedness

Self-acceptance

Compulsive app use

Engagement

Decreased
self-esteem

Dissatisfaction/
negative mood

Safety

Feelings of rejection

Relying on own
judgement

Social connection

Figure 4.2: Theoretical model

Unhealthy body
image

Ghosting

Social comparison

(Online) harassment/
deceit
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Findings of both the well-being theories and desktop research
(from Chapter 3) are summarised below.

User Profile

In this particular phase, studies indicated that the features affected
autonomy and self-acceptance negatively. While ‘adding media’
enables the user to choose how they represent themselves (by
providing a sense of choice), users can be affected negatively by
social pressure and the desire for success (receiving likes). This
causes them to represent an inauthentic image of themselves,
where flaws are omitted.

Filters

Filters provide users with the option to filter out profiles based on
chosen qualities (autonomy). They gain control over what profiles
are recommended (environmental mastery) and attain the ability to
find people they relate to (relatedness). However, at the same time,
as users can filter on certain attributes, users who do not fit these
cateqgories are excluded.

Swipe Screen

Swiping through profiles was found to be addictive due to its
nature being similar to that of a slot game, affecting environmental
mastery (due to unintentionally using the app for a long period).
Studies (discussed in Chapter 3.4) indicated that compulsive app
use was associated with negative mood and in some cases even
distress or depression. Though swiping allows users to eliminate
profiles that they deem unrelatable (allowing users to rely on their
own judgement), the overload of profiles and therefore choice can
sometimes result in dissatisfaction.

Likes Overview

One of the main motivations for using dating apps is the seeking of
self-validation (through receiving likes). When users receive little to
no likes, users may experience this as rejection, resulting in
negative emotions. This rejection can also affect their body image
negatively (self-acceptance). In addition, lack of success can also
contribute to social comparison where users feel inadequate to
others due to the amount of likes of their appearance (autonomy).

Chat Screen

Online interaction with matches can contribute to an increased
social connection with others (due to the ease of communication)
and sustain positive relationships. However, when phenomenons
such as ghosting occur, conversations can end abruptly (disrupting
engagement between users). Other impacts of dating, involve
safety where rejection in an online environment can lead to
hostility and harassment.
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5. Workshop: Theoretical

Model Validation

In the previous chapter, a theoretical model was created. According
to the Positive Al method, this model has to be tested with the
community, in this case, dating app users. A participatory
workshop was chosen as the validation method as this enabled
active discussions among the participants and could support the
generation of potential ideas (Stappers & Visser, 2007). From the
insights of this workshop, potential design directions were
determined, which were later used for ideation (shown in Chapter
6).

5.1 Research aim

The first aim of the workshop was to validate the theoretical model
of well-being among dating app users, which was established
beforehand through literature research. The second aim concerned
verifying which features were the most influential and how to
enhance them to optimise well-being. From these aims, two
research questions were formulated:

e How do dating app features affect a user’s well-being?
e In what way should dating app features be improved?

Pilot study

Prior to the workshop session, a pilot study was performed. This
was done with a non-dating app user along with the researcher, to
pinpoint possible areas for improvement to the research. From the
results of this session, some questions in the first section were
rephrased for more clarity, while the well-being cards presented in
section two were improved visually through the addition of icons to
make each card more distinguishable. Lastly, ideation and
designing (in section three) on the spot after finishing previous
parts of the workshop, was found to be quite difficult for
non-designers. Therefore, wireframes from the features shown in
part two of the workshop were reused (leaving the participants
with the choice between designing with blank wireframes or
improving existing ones), to support users in coming up with ideas.
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5.2 Method

Participants
As the majority of dating app users consist of Millennials and
Generation Z (Curry, 2023), selected participants were aged
between 18-34 vyears old. Participants were recruited through
convenience sampling as this was more flexible in terms of
planning the workshops within a feasible time frame. The type of
participants is visualised in Table 5.1.

Table 5.1: Participants

P1 P2 P3 P4 P5 P6 P7 P8
Age 25 25 26 24 26 24 22 25
Gender Female Female Female Male Female Female Male Male
Sexuality Hetero Hetero Asexual Hetero Hetero Hetero Hetero Hetero
Dating app Tinder Hinge, Tinder, Tinder, Tinder Tantan & Tinder & Tinder,
Tantan, FB | Hinge, Bumble, Tantan, Hinge Bumble Bumble,
Bumble, Hinge Hinge, Hinge &
Tantan Bumble, Feeld
OK Cupid
Daily app use | every day 10 min & 30 min, 20-30 15 min - 1 30 min a 20 min a 15 min a
some- then forget | few times minutes a | hour, twice | day week week, 3-4
times an about it a3 week day a day times
hour/or

not at all

Tools & Equipment
The workshop sessions were held online. Participants were required
to use a laptop or computer to take part in the study. The
application Zoom was used and participants received a link for the
call before the session. Apart from Zoom, the platform Miro was

utilised. On the Miro board, three main assignments were displayed

where users were shown questions and could interact with the

content by moving and filling in sticky notes.

Procedure

Before the workshop officially started, the researcher briefly
explained the topic of the project. Users were then requested to fill in
a consent form and after receiving their approval, the session began.

The first section of the workshop consisted of providing
demographic-related information, such as the participant’s age,
gender and sexuality. This was then followed by answering four
questions related to app use. This was a warm-up exercise to make
users familiar with the topic and each other, as shown in Figure 5.1.
The first workshop session (out of four), included a short
well-being-related exercise, based on the Typology of Fundamental
Needs (Desmet & Fokkinga, 2020) where users had to ideate for a
simple object (in this case a fork) using the aspects affecting
well-being (for instance, how to create a fork that provides more
autonomy). However, since the workshop was considered too long by
participants and mentioned understanding the following assignments
without this segment, it was decided to leave this part out. An
outcome of this part is visualised in Figure 5.2.

Part 1: Introduction & warm-up exercise

Instructions:
+ Add whether you are P1, P2 or P3 to your comment
- For the question about dating experience, also add to the sticky note how you felt about it (emotions)

What dating app(s) have you used before/are you currently using? What was your reason for using a dating app?

How often/long did you use the app on a daily basis? How did you experience dating apps?

(negative & positive experiences)

Figure 5.1: Part 1: Introduction & warm-up exercise
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Figure 5.2: Well-being exercise based on Fundamental Needs Typology

Followed by the first segment, participants were presented a set of
well-being cards, visible in Figure 5.3. Each card contained an
aspect of well-being with a fitting image to represent its meaning.
These cards were accompanied by a description derived from the
literature research on well-being theories. The presented facets of
well-being on these cards are also present in the theoretical model.
Participants were assigned to place a specific well-being card
underneath the dating app features where they believed their
well-being was affected in a specific area (e.g. ‘autonomy’ was
affected by the feature ‘Likes Overview’).

Relevant features were selected from the comparative analysis and
visualised using screenshots, to support users with being aware of
what these looked like instead of having them rely on their
memories. These features were divided into the phases of dating app
usage: profile setup, filters, swiping/liking and online interaction. In
addition, functions were added which were believed to increase or
decrease well-being. These cards had to be placed on a map, similar
to the ones used for emotional user journey maps, which have a
division between positive, neutral and negative. This was valuable
for indicating what impact the features were expected to have on a
certain aspect of well-being. The placement of each card underneath
3 particular feature had to be discussed between the participants,
before making the decision.

Well-being cards

nnnnnnnn

Dating app features

PROFILE SET-UP L SWIPING/LIKING o .. COMMUNICATION § SELF-CARE OTHER

Figure 5.3: Part 2: Linking well-being to features
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The concluding part of the workshop involved looking back on the
previous task and choosing features to improve on (by removing,
adding or enhancing components they liked or disliked).
Participants were shown a set of blank wireframes (inspired by the
study of Freeman et al. (2023)) where they could add the features
they had analysed before and add descriptions for improvement or -
use different shapes to create their own features. While ideating,

they could voice out their thoughts, while others could add on and

stimulate creativity within each other. Lastly, users were asked one

last question related to how they would like the system to measure

their well-being. This was a short discussion where ideas were

typed out on sticky notes. The layout of this section is displayed in

Figure 5.4.

Figure 5.4: Part 3:

Part 3: Improving features for well-being

Example
Improve features for well-being

Nhile designing new features of roving them keep these questions in mind
« What features do you think |

Features asults of the previous 3ssgnment)
+ How vall you improve these features, think about removing existing parts, adding new
[ < or enhancing existing | ¢ aspects
+ How il the system know how you are feeling (positive or negative)
How tto A h th p
Feature: Feature:
XXX XXX
° ( —)
v - T
oo waske  Neanara]
D
O feature
o <1l
arsd that
w

HOW would you want your well-being to be measured?

a positive or negative impact on your wellbeing (based fron

Feature:
OO

a_____E

e.g. How would it know how you are feeling, whether your well-being is good at the moment.
You can think of questions it could ask you, input from the user etc,

Improving features for well-being

Toolbox:
Copy and move shapes to your
Interfaces, you can change the colours
and sizes and add text to them. You

can also use emojis

[,
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Data analysis

Before the official start of each workshop session, users were
asked for their permission to record the Zoom call. When this
recording was started, the researcher shared their screen to record
the Miro board and the users’ actions. During the workshop, the
researcher made notes on the remarkable actions of participants
and for taking in feedback to improve the sessions.

5.3 Results

From the outcomes of the workshop, an overview was made of
each section of a dating app (profile setup, filters, swiping/liking,
online interaction).

5.3.1 Profile setup

For profile creation, users found autonomy and self-acceptance to
be the most evident facets of well-being, as seen in Figure 5.5.
Features such as ‘Adding media’ allowed users to express
themselves by choosing pictures that showed their ‘good’ side. In
addition, it resulted in self-awareness by enabling users to reflect
on themselves as a person (by writing a 'Bio’ and choosing
interests) along with their past (through photos). However, while
these features contributed to increased well-being in some areas,
at the same time they created negative experiences. Participants
mentioned experiencing pressure to present themselves in a
desirable way. Rather than making decisions based on how they
truly felt about themselves, they chose options (e.q. interests) that
increased their chances of matching or omitted information due to
fear of being judged. This finding is in line with the study by Pidoux
(2022) who found similar effects with hiding information and
choosing more attractive interests during profile setup.

~

Self-representation &
(in)authenticity

~

-

o

Focusing on your good side

~

J

-

.

Feeling of overwhelm

~

J
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0OuU can Freedom to fill in n Fun and engagin |
Choosing what R e  ran acceptance acceptance B:f:ri:‘r’\;aa\f:e a0 sngagiog Feels like a
you show of you present sections. But, you Choosing Choosing the of your strengths information about hassle to
yourself to aditre can omit pictures you best pictures (and yourself) but yourself, but complete your
others Y Information orlie like of yourself of yourself not mentioning requires 3 lot of profile
others about it your flaws time
Autonomy 2wt Self- Self-
Choosing what acceptance
oeriaTion Vot Choosing not to acceptance acceptance
disclose to SWEB certain ‘:;'"9 Come to terms Focus on
th hat about yourse!
cat(; :rr;/;v 0aLJ a HeC R Joks Wt with your yourgelf, what
QorEsy to be accepted/not appearance you like/dislike

in

being truthful

Social pressure

Social connection

~

J

Self-awareness

Feeling of safety

Safety
Privacy concerns,
people taking
screenshots of
your profile,
included by
friends in pictures

Safety
You receive more
information about
others but are
exposed at the
same time

Social exclusion

Autonomy
Autqnomy T Relatedness Relatedness Self
Less likely to S Get to know more Feeling connected acceptance
choose bad : about the other kthose with 2 Allows you to
pictures/those similar
pictures of L Sent person (through face the facts
with higher pictures/interests) background {basic
yourself s info) about yourself
Positive
Self- ¢ Relatedness Relatedness -
t emotions Filling in [t
acc?p once Stress of information you e 0
Worries about > hope others also connection
presenting P |
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Autonomy
Worries about
whether others
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mastery
Information in
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used to exclude
others/yourself

Figure 5.5: User Profile
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Filters

With filters, users found that the feature provided a sense of choice
and control over what profiles they could view and therefore
experienced autonomy and environmental mastery (as displayed in
Figure 5.6). Users tended to use the filters to find people similar to
them (based on age, ethnicity, etc.) and as a result, could relate
more to the profiles (relatedness). Nevertheless, the downside was
that users noticed that they were potentially excluding others who
did not fit their preferences even though they could still be
compatible. This insight was also found in Hutson et al. (2018)
where filtering on certain characteristics resulted in exclusion.

( 3\ ( 3\ ( 4
Sense of control Social connection Social exclusion ] Negative emotions ]
. J . J . .
Relatedness Positive
Autonomy Relatedness Supports in Enyltonmentel emotions
Control over Autonomy Lower threshold | | ¢>or | mastery Paid filt
: : 5 : inding people Excluding others RG]
what profiles Restricted by in approaching e PR focused on
are paid features strangers due to by gl ded physical qualities
SN you/you can eing exclude 2 Hatead
recommended similarities due to filters R
relate to negatively

Environmental Po'sitive'
mastery relationships
Control over Excludes people,
hat kind of prevents
s Pe) I’e are bonding/finding
EEOR! other potential
shown to you raiches

Figure 5.6: Filters

Swiping/liking

Relatedness and positive/negative emotions were confirmed to be the
most affected well-being traits during the swiping phase (Figure 5.7).
When acquiring a match amidst the swiping, users tended to feel good
and experience a ‘dopamine hit". Nonetheless, rejecting users was
coupled with guilt. Since the emphasis of these dating apps is heavily
put on appearances, it also made users feel shallow. Other influencing
factors on emotions included the kind of profile they viewed. When
being presented with a profile they liked, users were likely to encounter
positive emotions while seeing less interesting profiles had an adverse
effect. Negative feelings such as worry were also present throughout
the swiping as users feared seeing and being seen by users they knew
personally.

/" N\ 3 { 3 {
Social connection [ Self-worth validation Negative emotions Superficial swiping
L J J . J L
Positive Positive Self- Positive Positive Positive Positive
Relatedness emotions emotions acceptance e emotions relationships emotions
Relate to other Satisfaction Excitement/ : T’f‘e . Th?r::i‘:m:::ut Worries about Emphasis s put Feeling guilty
people’s when you view dopamine hit ‘b;’l‘r“g“:\/vi)ee':j”lgeﬂ Db sgwipecl finding people °"r:t'$":f‘2;‘aa’:fe when swiping
profile a profile you are when you get may impact eft feels bad you know in real formifiaagentine left, feeling
interested in a match self-esteem life on the app bond shallow
4 '
Relatedness Positive Relying on own judgement Compulsive app use
"“’“"s . emotions L L
TS Dissatisfaction
QI sometine when not seeing
the opposite of
compatible profiles you like Autonomy En;\g:jgg:,eent
Control over SWiBIRA vou
swiping those fovg ok of
you like/dislike .
time

Figure 5.7: Swipe Screen
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The use of the likes overview (Figure 5.8) led to the experience of
positive and negative emotions depending on the amount of likes
received. Participants felt a confidence boost when seeing a large
number of likes, but the overview had a detrimental effect on
well-being when it was the opposite. When obtaining little to no
likes, users were left with a bad mood. In this situation, no
feedback was perceived as rejection as reported by Portingale et al.
(2022). Environmental mastery also played a role, as the feature
limited users through the lack of control over the amount of likes

Online interaction

The chat screen which allows online interaction between matches, was
investigated to cause a lack of engagement and relatedness, as shown
in Figure 5.9. Since the communication was done through chatting,
users found it sometimes hard to emphasise with the other party as it
was difficult to grasp their real personality through this feature.
However, some participants mentioned that chatting was the first step
in knowing more about the other party as they did not have to rely on
solely a picture anymore in order to create a connection. In addition,

received. users were often unsure of the person’s intention or the tone in which
they send a certain message, creating another barrier to understanding
Self-worth validation Lack of control Negative emotions ] (Support in decision-making) one another The Conversat|ons were |n most cases exper'enced as
bosttive o Erey™ | [ Eronmena bositive Positive I static (sometimes due to users not having many social skills), not
emotions er::I i:;’:s Tries to get your ;a:oersee emotions relnadvclgt?osn OIFS relationships . : 2 5 \
D e BECI Wb = erestrom | | o0 et your interactive with short responses and a long response time. This made
whenteceving | [ cenpanper | f et || yourwhat type | | WheR 2000 engagement (g [ | 1510 (paid e oy . :
' i s s i et ’ users feel like it was difficult to keep the conversation going.
acc::'tf;nce EHV::;'::; e
Either makes No control
you feel good over how
or bad about many likes you
yourself receive s N\ - ~\ - N

Figure 5.8: Likes Overview
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The overview of the other features (which were unique or related
to well-being) is located in Appendix C and is deemed as inspiration
for ideation when wanting to focus on designing with positive
stimulating elements (or avoiding those with negative effects).

|deation by participants

The ideas on improving features (Figure 5.10) created by the
participants were clustered to form potential design directions. An
overview was made and is presented in Figure 5.11. Ideation for
measuring well-being can be found in Appendix C and was utilised
for inspiration.
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Figure 5.10: Examples of created wireframes
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Most ideas concerned using the technology for assisting the user,
during the profile setup, swiping and chatting. Importance was also
placed on making the interaction between the app and other users
more entertaining. For the matching process, users wanted to find

potential

matches based on similarities between them, previous

experiences (e.g.) what type of pictures liked) and by focusing more on
content (personality, interests, etc.) rather than appearance. Lastly, as
many ideas involved the chat screen, users wanted communication
and online interaction to be improved.

Figure 5.11: Overview Ideation
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5.4 Conclusion

The first aim of the research concerned investigating the effect of
dating app features on well-being. From the results, it was
determined that for each phase of the dating app, certain facets of
well-being were more prominent than others.

For the profile setup, autonomy and self-acceptance were the most
noticeable aspects. The features in this section allowed users to
reflect on themselves in a positive manner and allowed
self-expression. However, due to social pressure and the desire to
gain more likes and matches, participants are more likely to present
themselves in certain a way that attracted more users rather than
representing their true selves.

The next phase involved filters, where environmental mastery and
relatedness were mainly affected. Filters allowed control over the
profiles viewed and supported users in finding like-minded people.
Nevertheless, at the same time, this resulted in the exclusion of
other potential partners.

The swipe screen was associated with relatedness and an increase
in negative and/or positive emotions. Findings suggested that the
type of profiles presented to users affected their experience
(feeling connected to the profiles) along with their swiping
behaviour (rejecting users and receiving a match).

Similar to the swipe screen, viewing the likes overview was also
perceived to influence positive and negative emotions. Users who
received a large number of likes, experienced an ego boost while
the opposite happened to users with few likes (resulting in a
negative mood).

The mentioned facets of well-being during the workshop were also
found within the theoretical model. However, for the swiping screen,
specifically, relatedness was also found to affect well-being even
though this was not discovered during the literature research. This
adjustment, therefore needs to be added to the model. Positive
relationships and safety were also constructs of well-being that were
experienced by users, but the impact of the features in the case of the
participants, was less clear compared to the other wellbeing-related
aspects.

From the results of the ideation, it can be derived that users want Al to
support them in making difficult decisions (such as choosing pictures or
talking with strangers) while also placing importance on finding people
similar to them. In order to feel more connected to other users,
participants want to find users with similarities to them while
decreasing the focus on appearance. Furthermore, when it concerns
online interaction, wusers want more interactivity and clearer
communication.

By combining determined facets of well-being along with the results of
the ideation, promising design directions concern:
e Profile setup: Focusing on authentic self-representation
(autonomy & self-acceptance)
e Filters: Increasing relatedness while reducing social exclusion
(environmental mastery & relatedness)
e Swipe screen: Being supported in decision-making (autonomy,
relatedness & positive emotions)
e Likes overview: Increasing positivity when receiving likes (positive
emotions)
e (Chat screen: Stimulating communication by enhancing social
connection (engagement & relatedness)
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5.5 Discussion

Prior to the workshop, literature research was conducted on dating
apps and well-being. For this study, a maximum of 8 facets of
well-being were considered. Other facets that also could be
potentially influenced (like those related to financial well-being)
were, as a result, not measured and therefore were left out. For
future research, it could be valuable to also consider other
constructs of well-being such as financial and physical well-being.

In addition, as convenience sampling was applied, there was little
diversity among the participants as all participants were Asian. This
could have influenced the results as culture can affect the
experience of online dating. Furthermore, there was a gender
imbalance among the participants, where the number of female
participants exceeded the number of male participants. As men
experience dating apps differently from women (due to the success
rate), the representation of this group could be less accurate than
intended. Moreover, as minorities (LGBTQ+) were also not included
in this workshop, this study can only be considered a reflection of
heterosexuals rather than a complete representation of the whole
society.

Since the workshop sessions were held online, less interaction
occurred during the co-creation section where users had to ideate.
Physical sessions may have induced more creativity and interaction
and are therefore also recommended if future sessions were to take
place.
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6. Ideation

From the outcomes of the workshop, design directions were
defined to use as basis for idea generation. An ideation method
was selected that could facilitate the brainstorming of ideas while
also linking well-being to possibilities of Al technology. During the
idea generation phase, it was decided to narrow the design
directions derived from the workshop, to a single design goal that
allowed for the features of the concept to become more united (as
a whole system). By selecting ideas from the brainstorm sessions, a
concept was developed.

6.1 Al Ideation cards

With the aim of ideating solutions that could enhance well-being,
an appropriate method had to be selected. The Al ideation cards
incorporate the capabilities of Al by providing examples of possible
user interactions through the technology and allow the framing of
(well-being related) challenges. As this method enables the
development of ideas, with possibilities for integrating well-being
design directions (which were established previously), this
approach was selected.

The Al Ideation cards were developed by Al X DESIGN, a global and
self-organised community focused on Al-related research and
utilising it for design (AIXDESIGN Community, 2023). These cards
include 7 different categories related to the technology with many
examples of use cases, presented in Figure 6.1. The Al cards were
created to support designers in uncovering the opportunities of the
technology.

Context
awareness

Our machines can now make sense of how
our environment might influence our
needs and behavior. Context awareness
means the system can understand the
user’s current surroundings, both spatially
and socially, and adapt accordingly.

Figure 6.1:

Simulated
presence

Technology is no longer bound to the
dimensions of our screens as the line.
between the digital and physical is
blurring. New capabilities like

Uncovering
insight

Al Ideation cards

Intelligent
interfaces

\Value
el

cove ern:

ns to percei

Examples
Fraud + scam identification, pattern
P il - %

prediction

Tech Capabilities
Anomaly detection, object and character
recognition, image captioning, GANs

ros
Insights, nove! | discoveries,
scale, and speed

s
Misinterpretation, edge cases,
overfitting, and low transparency

°
How might machine intelligence help us
learn about the world around us?
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In order to use these cards, there are multiple steps to be followed:
framing the challenge, picking an Al ideation card, generating

ideas, plotting the ideas on an impact matrix and selecting ideas.

An overview of the method is visible in Figure 6.2.

eeeeeeeeeeee

AI Ideatif%iseSSiO“ P A

Welcome----=============-- ~Frame your challenge .

Figure 6.2: Al Ideation Steps Overview

While framing the challenge, relevant well-being aspects that were
derived from the workshop were included and combined with the
affected dating app feature that was to be redesigned. In addition,
ideas regarding measuring well-being were generated.

The design challenges involved:

How might we.. adapt the ‘Adding Media/Bio or Interests/Basics’
feature so that the user can experience more ‘self-acceptance’
How might we.. adapt the ‘Adding Media/Bio or Interests/Basics’
feature so that the user can experience more ‘autonomy’

How might we.. adapt the ‘Filters’ feature so that the user can
experience more ‘relatedness’

How might we.. adapt the ‘Filters’ feature so that the user will
not exclude other users/potential matches (environmental
mastery)

How might we.. adapt the '‘Swiping’ feature so that the user can
experience more ‘relatedness’

How might we.. adapt the ‘Likes Overview’ feature so that the
user can experience more ‘positive emotions’

How might we.. adapt the ‘Chat Screen’ feature so that the user
can experience more ‘relatedness’’

How might we.. adapt the 'Chat Screen’ feature so that the user
can experience more ‘engagement’

How might we.. measure ‘Well-being’ so that the system can
adapt/react to the user
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Additionally, the matrix on which the ideas were plotted was also
adapted by changing the axes from impact-focused to
psychological well-being constructs such as self-acceptance and

relatedness. Snippets of the ideation process can be found in Figure

6.3. An overview of the ideation results is located in Appendix C.

How might we adapt the
function of 'Adding media’' so
that the user can achieve
more 'self-acceptance'?

we adapt 'Filters' so that the
user will experience more
'relatedness' with other users

ENGAGEMENT

a. Copy or move your card here, b. Brainstorm as many ideas as you can. 1 idea per post-it!

How might

Practice
conversation
with chatbot
and then the

match

Solve a difficult
problem together
(game?)/guessing
game about what

the other likes

Suggestions to
keep the
conversation
going when it
is going silent

...............................................................................................................

"This user is
currently offline
but might be on

again around
XX:XX PM"

Detect similar
body language,
"You both just
scratched your
head" (creepy)

A 4

RELATEDNESS

Figure 6.3: Features Ideation (top) and Matrix (bottom)

Following the steps of idea generation and matrix plotting, ideas were
selected which were assumed to be most impactful on the
well-being-related axes. These ideas were combined to form three
concepts (displayed in Appendix D). Nonetheless, since these ideas
were later on found to be incoherent due to the lack of one concrete
design goal, the concepts were omitted. Elements of the concepts
were used for developing one concept after a design direction was
developed.

6.2 Design Direction

From the workshop one direction for each feature was determined.
However, this resulted in a diverse amount of solutions with little
coherence. Therefore, a single design goal was formulated, with a
focus on relatedness and autonomy as they were recurring themes
from the workshop and the desktop research. In order to define the
direction, autonomy and relatedness had to be revised in the context
of dating platforms, using previous and new insights.

Autonomy

Previously, it was established that autonomy regards the option to
have a choice over own decisions, to rely on own judgement and not
feel pressured by others (see Chapter 4.2). In the context of a dating
app, this includes self-representation (what one chooses to disclose of
themselves to others) and authenticity (making decisions that are in
line with their true self (Knee et al.,, 2013)). From the workshop and
literature research, it was determined that dating app users tended to
choose desirable qualities and craft an ideal image of themselves to
increase their chances of matching, therefore resulting in a lack of
autonomy.



Relatedness

According to the self-determination theory (SDT), relatedness can
be defined as having a sense of belonging and wanting to feel
connected to others. Attachment, felt security and intimacy with
others were also found to be part of relatedness (Deci & Ryan,
2000). Desktop research (from Chapter 3.3) indicated that features
such as filters enabled users to seek profiles which they could
relate to or contained characteristics (such as ethnicity and
interests) that were similar to them. Apart from similarity,
relatedness also includes the feeling of being understood, for
instance, when emotional self-disclosure occurs. In this case,
emotional disclosure (showing parts of one’s core self) is more
important than factual disclosure and can lead to increased
intimacy and security (Knee et al.,, 2013). This aligns with the
outcomes of the workshops, where users reported that a lack of
relatedness was experienced when the interaction with other users
did not feel ‘authentic’ as they did not get to know the ‘real person’
behind the screen.

The impact of sautonomy & relatedness

Both of these aspects (autonomy and relatedness) are intertwined.
This, in the sense that tension between the need for relatedness
and autonomy can occur (Deci & Ryan, 2000). One can desire the
need to feel connected to others or to be part of a group
(relatedness) while wanting to differentiate themselves from others
and be unique (autonomy) (Blijlevens & Hekkert, 2019). When there
is 3 need or relatedness, the need for autonomy also needs to be
fulfilled and vice versa. Depending on the sense of security either
of the well-being facets is prioritised. In the context of dating apps,
for autonomy to be fulfilled, relatedness should be present first (in
the form of creating a sense of belonging through similarities)
before users can be encouraged to be more autonomous (unique).

Balancing these two facets of well-being can lead to a positive effect
on relationships. When one expresses their true and authentic selves to
others and they are understood and supported by the other party (and
vice versa), it can support the development of intimacy and foster
genuine and lasting relationships (Knee et al., 2013).

With these insights, it is concluded that a valuable direction for design
would be:

Enhancing social connection through individuality within similarity.

6.3 Initial Concept

Within the concept, elements of the previous five design directions of
each feature (defined in the workshop) were subtly integrated into the
design, along with the Al interactions selected from the Al ideation
cards. The main goal of achieving individuality within similarity was
also incorporated. In the design this is presented in the form of
highlighting unique and shared interests/traits, to evoke connectedness
with others while stimulating users to show their unique side.
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6.3.1 System Overview

An overview of the system of the design is presented below in
Figure 6.1. The black arrows represent the flow of the app while red
arrows indicate the data collected by the app and influence a
feature based on it. The design of the app is split into six sections:
account creation, user profile, filters, swipe screen, likes overview
and chat screen.

Account Creation Filters
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Figure 6.4: System Overview

RIS

In the following section, new features within each dating app phase are
discussed. The features are explained in three parts, each discussing
the User Interface (Ul), the actions undertaken by the Al system (Al)
and the expected impact on well-being (WB).

6.3.2 Account Creation

My sexual I am Activities : I can be
preference is.. interested in.. || [ at ) medication | described as..
Men Activities 1 l Camping Tennis ‘ Romantic Clever
Women Places Dancing Partying Serious Confident
Othar — Foodie Photography Caring Socially aware
Soccer Singing Funny Creative
Movies/TV Series
Reading Active
Next - Next - Confirm Next -

Figure 6.5: Account creation

Ul:When opening the app for the first time, the user has to provide
personal information about themselves such as name, age and sexual
preference. Apart from this, interests and hobbies are asked. An
addition to this phase is the personality section, where users are
requested to describe themselves by selecting keywords.

Al: The data collected in this section is used for the Photo & Bio
suggestions feature (explained in the next section) and for the Filters.

WB: This part allows users to reflect on their likes and dislikes and to
think about what kind of person they are, creating self-awareness.
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6.3.3 User Profile
Photo Suqggestions & Bio Sugqgestions

12:30

d : New!
/ Suggestions

Shiba Inu lover *

My Bio

Dog lover with a soft spot for Shiba Inu
dogs . Exploring the great outdoors
one step at a time. Always up for a good
L/ 's‘ laugh and quirky adventures. Currently

unraveling the exciting world of
Cosplay * SpyxFamily ®. Seeking someone to share

AR T thesP™™ yiaybe also add create our own
= § stof thatyoulike dogememes & knack for witty
C :,«h humor and an appreciation for the
W "* unconventional, let's connect! @E"
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also like this!

Nature-orlented

You have new
2 suggestions!
My Bio
Dog lover with a soft spot for Shiba Inu
dogs %. Exploring the great outdoors
one step at a time. Always up for a good
laugh and quirky adventures. Currently
unraveling the exciting world of
SpyxFamily %. Seeking someone to Sporty
share these moments and create our own
stories. If you've got a knack for witty
humor and an appreciation for the
unconventional, let's connect! @ " i
L
IIII} ,
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2 ® Q9O o ®©@, a & O 06

Figure 6.6: User profile (left), Photo suggestions (centre). Bio suggestions (right)

Ul:

After creating an account, users have the option to verify their
account which can be done through photo verification. When
opening up the photo library to add photos, users can choose
pictures on their own or utilise the Photo Suggestions feature. With
the Photo suggestions, the user can select pictures from a set of
categories. They can pick a combination of photos that make them
feel connected to others and pictures which show what they are
specifically interested in (and could make them stand out from
other profiles). For writing the bio, suggestions will appear related
to their interests to support them in writing. The Bio suggestion
feature can also be applied to prompts.

Al: Data collected in the previous section such as interests and
personality are used for sorting pictures into categories. Through
photo verification, the system can compare the picture with the
ones found in the photo library and recognise the user before
sorting. These categories such as ‘Shiba Inu’ are compared with
other users. Popular categories will be Iabelled as “"Others are also
interested in this” while interests or hobbies that are less common
will be highlighted as “This makes you stand out!”. The chosen
pictures are rearranged on the profile when viewed by other users.
The order of the pictures depend on what picture the viewer has on

their profile.

Similarly to the Photo Suggestions, suggestions for the bio will be
provided based on the interests and pictures the user has chosen
before. The keywords will be extracted from the bio, be used for
filtering and will be highlighted on their profile for other users.

WB: This feature allows users to see what common interests they
share with others (to create a sense of relatedness) while also
becoming aware of their unique traits that can be used to their
advantage to stand out (autonomy). In addition, by providing
suggestions, users will experience a sense of support from the
system.
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6.3.4 Filters
Highlights & Highlight Suggestions

Ul: With the filters, users can adjust the recommendations to their
preferences such as age and distance. With the ‘Highlights’ feature,
users can prioritise seeing certain profiles based on keywords (that

all ¥ ==

20 28

Distance

Current highlights:

1. Shiba Inu

2. Spy x Family

are either common interests or something different). Users are
limited to choosing five filters. Highlight suggestions enables users
to adjust their filters through the recommendations of other search
filters they might like.

Al: Based on the data from the profile, the user’s swiping
behaviour and the received likes, Highlight suggestions are
presented to the user. Chosen highlights will appear on
recommended profiles. The extent to how specific the typed

3. Funn s
100 km y keywords are, affect the results of the highlights and thus also the
filter. Keywords such as ‘sports’ will therefore result in broader
Highlights of Interests 4. Tennis searches while ‘basketball’ will be more definite.
Look up keywords and prioritise what kind
of profiles you want to see based on
interests 5, Caritig WB: Users are not limited to static filters (factual information) such

Based on who

as distance and age (or for paid filters like height and education)

1. Shiba In ikl and can receive recommendations on specific interests or

ytioe AL You might also like: s . . SO

2. Spy x Family characteristics from a person. By using a ranking to prioritise what

3- ';_U“"‘Y Cosplay users want to view and by limiting the highlights to five keywords,

5. Cg?irr]\g users are encouraged to keep adjusting their filters. In this way,
Garilng they can keep seeing new people and reduce te possibility of

excluding people who do not fit their preferences.
Search for Interests.. Cafes
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Figure 6.7: Highlights (left) and Highlight suggestions (right)
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6.3.5 Swipe Screen

Figure 6.8: User profile (left), Photo suggestions (centre). Bio suggestions (right)

Basic Info

@Delft ' 183 cm
3 Graphic Designer
About Me

Adventurer with a Furry sidekick ', a
Shiba Inu. | enjoy exploring the world,
with one pawprint at a time.

Interests & Hobbies

B Anime | ( ®Caring | | <*Jogging

« Creative = & Cafes

Snuggling up together, dimmed
lights, and watching Spy x Family,
the best mix of coziness and fun.

o]
')

Ul: While scrolling through the profiles, keywords that were chosen
in the ‘Highlights’ section will contain a solid colour and will be
displayed at the top of the profile. Shared interests will be
highlighted throughout the profile and be visible in as bold
keywords in prompts and the bio. In case of an uncommon trait,
this will be presented in a noticeable gradient with a pop-up
mentioning that it is an unique characteristic of both users.

Al: Shared interests, hobbies or personality traits are highlighted by
the system in a solid colour. The data is retrieved from pictures, bio
and prompts. Characteristics of the user that are found to be
unique, are highlighted in a gradient colour. The gradient highlight
will show up regardless of whether they filled this in the Highlights
section. Common or unique interests will be used in the chat screen
after matching.

WB: Highlighting shared and unique characteristics is done to
catch the user’s attention and make them reconsider swiping left
before looking at the content of the profile. Furthermore, it can
lead to a feeling of connection when users see that others have the
same interests. By distinguishing between common and unique
traits, users become encouraged to show a different side to them
since the feature allows them to find other users that share the
same specific passion (which can result in a sense of belonging).
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6.3.6 Measuring well-being

How did you Do you want What did you
feel about the to adjust the like about the
past profiles? filters? past profiles?

Keywords..

«® ©- «® ©-

A [+ Q ® A O Q ® A o Q ®
Figure 6.9: User profile (left), Photo suggestions (centre). Bio suggestions (right)

Ul: When users swipe a certain amount of profiles to the right
(like), a pop-up will appear. This pop-up contains a question
regarding what the user liked about the past profiles. As a
response, users can type this in, in the form of keywords. Swiping
many profiles to the left (dislike) will result in another message. If
users are dissatisfied with the recommendations, they are advised
to adapt the filters again. The filter section will contain new
Highlight Suggestions based on the profiles that were liked.

Al: The system will measure the direction of swipes as a form of
relatedness (feeling satisfaction or connected to the profiles they
view). With the right swipes, the system will analyse the users
preferences and use the provided keywords for recommending new
Highlight Suggestions that were not activated by the user yet. Left
swipes are utilised for reminding the user of adjusting filters to
match their preferences more accurately.

WB: By measuring the level of relatedness, users will inform the
system when they experience a lack of relatedness. The system will
adapt to their experience, resulting in better recommendations that
might increase the feeling of relatedness.
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6.3.7 Likes Overview
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Figure 6.10: User profile (left), Photo suggestions (centre). Bio suggestions (right)

Ul: Instead of seeing a number and blurred profile photos in the
likes overview, likes from other users are cateqgorised based on
matching interests. When receiving little likes, they are advised to
adjust their profile.

Al: Users who gave out a like are sorted into categories in the likes
overview. This is based on the data of their profiles (their selected
interests or hobbies) and is used for comparison with the profile of
the user obtaining the like. Shared interests are categorised, with
the more uncommon ones at the top.

WB: Instead of a numerical value, users are provided with more
information on what type of users like them and whether they
match on interests. In this way, users can gain awareness on what
interests are shared among others and potentially experience more
relatedness.
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6.3.8 Chat Screen
Conversation starters

You both share a special bond — a mutual
fascination for a certain animation:
Spy x Family

Your Messages

Is there a particular Spy x Family moment
Miguel Sanchez that never fails to brighten your day?

Hey, how you doin'?

Oh, absolutely! That scene
where Anya and Loid team up for
the First time - the dynamic
between them is pure gold. <

Edward Totally agree! Anya's witty

; . , _ remarks and Loid's spy skills
That sounds incredible. What kind.. make for some hilarious yet
heartwarming moments. By the
way, have you read the latest
chapter?

Yes, and that unexpected plot
twist had me hooked! The
creators really know how to keep
us on the edge of our seats.

Send message.. Q

o) Q @ =~ & )

o)
N

Figure 6.11: Match overview (left) and Chat (right)

Ul: After matching, users can start interacting with their match.
When clicking on their profile icon, a conversation is started.
Pop-ups will show up automatically and contain messages about
what the two users have in common. After pinpointing the unique
trait, @ message with a conversation starter related to the shared
interest will appear.

Al: A conversation starter is based on the trait, interest or hobby
that both users share. This information was extracted from the
user profiles.

WB: With this feature, users can bond over a topic they both are
interested in which can result in a sense of belonging or feeling of
connectedness as it is an uncommon topic to discuss about. In
addition, it reduces the pressure of coming up with an original
opener as the message is sent instantly.
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7. Concept
Evaluation

A concept was developed from the ideation phase. Since the design
is primarily built on the concept of autonomy and relatedness, it is
necessary to evaluate whether these facets of well-being are
indeed experienced by users as intended. In order to measure this,
3 user study was executed for testing the prototype with dating
app users and measuring well-being, specifically for autonomy and
relatedness.

7.1 Research aim

Prior research focused on which aspects of well-being were most
prominent and were affected in the context of dating platforms. In
accordance with the literature research and previously conducted
workshop, autonomy and relatedness were found to be impacted
both negatively and positively during dating app usage. Thus, it is
relevant for this research to measure whether the concept
enhances well-being, particularly in this area, while mitigating
undesirable consequences of dating app usage. Moreover, since
usability affects the overall product experience, this was evaluated
along with the desirability of the design to find out whether the
user’s needs are fulfilled.

Therefore, the objectives of this user study were to measure the
extent of autonomy and relatedness experienced by users while
also assessing the usability and desirability of the concept.

As a result, three research questions were formulated:
e To what extent do the designed features affect a dating app
user’'s experience of autonomy and relatedness?
e To what extent are the designed features understood by
dating app users?
e What is the level of desirability achieved with the designed
features?

Pilot Study

Before the user test was conducted, a pilot study was performed
with a user who had briefly used dating apps. Following this test,
adjustments were made to the scenarios presented in the survey
and the number of questions was reduced. Questions that were not
relevant to specific features (related to autonomy or relatedness)
were removed.

44



7.2 Method

Participants

For this study, 5 participants were recruited (2 male and 3 female
participants). Participants were selected based on whether they
had any dating app experience (current users and those who have
used dating apps before) and whether they fit in the age range of
18-34 years old (who were found to make up the majority of the
current dating app user base). For the recruitment of users,
convenience sampling was applied to find test subjects within a
short time frame. Most of the participants also participated in the
workshop.

Tools & Equipment

The user test sessions were held offline and online (through Zoom).
During the offline sessions, a laptop was available to users,
containing a survey. The survey consisted of three sections. The
first part required basic information (age and gender) to be filled in
by the participants, including providing consent for participation.

In order to introduce the designed features and to communicate
effectively to users how these can be utilised, a scenario-based
design method was applied (Rosson & Carroll, 2002) and a short
scenario was prepared in the second section of the survey. Lastly,
Likert scales regarding autonomy and relatedness were presented
to users for rating their experiences with the designed interface.
These Likert scales (TENS-Interface) were derived from the METUX
(Motivation, Engagement & Thriving in User Experience) model
developed by (Peters et al. (2018) which is utilised for measuring
the impact of the technology, in this case, the designed features,
on well-being (precisely the three psychological needs, autonomy,
competence and relatedness). In this model, autonomy concerns,
having options and a sense of control. However, since in the

Figure 7.1: Participants

context of dating apps, autonomy also regards a form of
competence and relatedness). In this model, autonomy concerns,
having options and a sense of control. However, since in the
context of dating apps, autonomy also regards a form of
self-disclosure to others (Knee et al.,, 2013) (the extent to which
one shows their authentic self to others and is understood), the
authentic & inauthentic expression scale (Al-Khouja et al., 2022)
was adapted and applied to measure the designs possible influence
on it.

Lastly, questions related to competence, derived from the METUX
model, were asked to measure the overall usability of the app. In
addition, questions concerning desirability were also presented. The

45


https://www.zotero.org/google-docs/?qRGSea
https://www.zotero.org/google-docs/?Hm7nm6
https://www.zotero.org/google-docs/?KTUY6p
https://www.zotero.org/google-docs/?BERTCU

prototype was created in Figma and contained wireframes that
followed a controlled path to fit each scenario. The prototype could
be used on the phone and was handed over to participants before
the user test. The test setup is visible in Figure 7.2 and the survey
questions and scenarios can be found in Appendix D.

Figure 7.2: Test setup

The online sessions were carried out in a8 similar manner. The
survey containing the scenarios was sent to the participants along
with a link to the prototype which users could access on their
laptop or computer.

Procedure

The offline user tests took place in a quiet and isolated space.

The reason for doing both offline and online sessions was due to
the availability of the participants. Since the only difference
between the offline and online environment was that a laptop had
to be used instead of a phone for the prototype, it was assumed
that this would not have a significant impact on the outcomes.

At the start of the user study, the subjects were informed of the
project’s brief and the content of the test. In addition, permission
was sought regarding the recording of the sessions and taking
pictures. When starting the test, participants were requested to
read the scenarios carefully before using the app and also to voice
out their thoughts (about why they were taking a specific action
and what their opinions were on the features) while doing so.
Questions were asked when users were seen struggling, to pinpoint
possible areas for improvement. After finishing one scenario, users
were assigned to fill in the survey and moved on to the next section
where the process was repeated for a different feature with a
different scenario. The user test was finished upon the completion
of the survey.

Data Analysis

The survey was one of the tools for collecting data on measuring
the impact of the features on well-being. In addition, each test was
voice recorded in the offline sessions while pictures were also taken
to document the participants’ actions. Online evaluations were
executed similarly. The Zoom calls were recorded and included the
shared screens of the participants which showed them using the
designed interface.
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7.3 Results 7.3.2 Photo & Bio Suggestions

Privacy

Viewing this feature, some participants were concerned about
privacy. Since the Al would have to scan through their photo library
to sort their pictures, they were unsure what would happen with
that particular data.

Likert scale questions in the survey were displayed as ‘normal’ and
inverted questions. The scores of the reversed questions were
inverted and rephrased to ensure coherence.

The results are presented in a bar chart where the x-axis
represents the frequency of the chosen answers ((strongly)
disagree/agree and neutral). The mean and standard deviation (SD)
were calculated and can be found in Appendix E.

7.3.1 Account Creation “It sounds useful (the feature), when I have to choose profile pictures I have
Before the new features were introduced, users had to select to look for very old pictures and scroll for a long time to find one, but when I
interests and personality traits (as the options influenced the new consider privacy Iwould not want to use it." - Participant 3

features). The manner in which these questions were presented in

the app was found to affect the user experience. Most users found

the provided options limiting while others felt that the question

regarding personality was rather confronting. “I think that you have to add a section about consent before the sorting
occurs as it otherwise might feel not legal. Since my photo verification will
be used for sorting pictures, I am not so sure whether I would use such a
feature (without thinking it through).” - Participant 4

“The question ‘I can be described as.. is limiting as it refers to characteristics
of a person, and you only have a few options now, so if there is one missing
that might fit you, you might want to describe yourself in your own way.
The list is too limiting as of now.” - Participant 1

“It is difficult to describe yourself (in terms of personality) and feels a bit
awkward to write about yourself. This is a step where you really have to
think about what kind of person you are. Maybe I would prefer a Skip
button, but I would still fill in this section.” - Participant 5



7.3.2 Photo & Bio Suggestions

The Photo & Bio Suggestions feature was measured on autonomy
(sense of control & choice, and self-expression) and relatedness
(sense of belonging and connection) as seen in Figure 7.3. In the
case of autonomy, all users found the feature to provide ‘useful
options and choices’ but some experienced the feature as
‘controlling’, giving it an average rating of 4.4 and 3.2 respectively.
The latter resulted in an SD of 1.3, indicating that the opinions were
mixed.

“Wow, the app is smart if it can filter the pictures for me, maybe a bit
controlling but not necessarily in a negative way.” - Participant 2

In terms of self-expression, results indicate that it supported users
in ‘expressing their true self’ (rating it 8 4 on average) but still
caused some of them (SD 1.30) to act in a certain way to appeal to
others (resulting in @ mean of 2.2). Users were found to feel more
encouraged to choose photos containing unique interests since
they believed that with this feature they could find people with
similar (unique) interests. Furthermore, it increased their
self-awareness in terms of who they are as a person.

“When I choose a picture, for instance with Shiba Inu, I can already filter
out people who do not have the same interest. If I find cosplay important,
then I would choose a picture of that, as I will not come across users who
have a judgement towards it.” - Participant 2

“I think it would allow self-expression as the Al would remove the bias and
detect patterns about what kRind of person you are, which you might not
have noticed yourself. But, I do think it would cause a conflict between
wanting to be unique and being similar to others. Therefore, I would choose
a blend of pictures, to show what makes me unique but also to let others
know I am still a normal person.” - Participant 5

Photo & Bio Suggestions

m Strongly Disagree Disagree Neutral Agree Strongly Agree
-4 -3 -2 -1 0 1 2 3 4 5 6

1. This feature provides me with useful
options and choices.

2. This feature doesn't feel controlling. (-)

3.With this feature, | express my true self
to others.

4. With this feature, | don't express
myself a certain way that others will... ]

5. This feature helps me to feel part of a
larger community.

6. This feature makes me feel connected
to other people.

7. | feel close to other users when using
this feature. (-)

8. This feature supports meaningful
connections to others. (-)

Figure 7.3: Bar chart - Photo & Bio Suggestions

The feeling of ‘being part of a larger community’ was rated 2.6 on
average with an SD of 0.89 and this particular feeling was,
therefore, less evident during the app use.

Regarding ‘feeling connected to others’, the feature scored quite
positively for both the direct and inverted questions, specifically 3.6
and 4.2. However, for the former (question 6), the SD was only 1.14
therefore indicating some variability, while for the latter (question
8), it resulted in a low SD (0.45).

“Yes, I think it would help with feeling more connected because of the same
interests. It will also make it easier to talk with one another when you have
matched. - Participant 2
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7.3.3 Highlights

All participants rated the Highlights feature mostly positively when
it concerned autonomy (sense of choice and control) and
relatedness. All questions were rated a 4 or higher with a low SD
(indicating they agreed with the statements), with the exception of
the statement ‘the feature helps with forming or sustaining
relationships that are fulfilling” which scored slightly lower, with a
mean of 3.8.

Participants voiced that the highlights on the user profiles affected
their decision-making, it allowed them to focus a bit longer on the
content and the profile and experience less relatedness when
seeing few shared interests.

“I am intrigued when I see a highlight on a profile and may spend a bit more
time on the profile (instead of immediately swiping left).” - Participant 1

“I do think the feature would help with feeling close to others because of the
highlighted similarities I see. If I did not see them, I would not feel close and
feel a bit sad.” - Participant 2

“When you have less in common (see fewer/no Highlights and coloured
interests), you get less stimulation and are less likely to like the profile.” -
Participant 5

Highlights
W Strongly Disagree Disagree Neutral Agree Strongly Agree
-2 -~ © 1 2 3 4 5 6
9. This feature provides me with useful
options and choices.
10. With this feature, | can get it to do
the things | want it to.

11. This feature doesn't feel intrusive. (-)

12. This feature doesn't feel controlling. (-

)

13. This feature helps me to form or
sustain relationships that are fulfilling.

14. This feature makes me feel connected
to other people.

15. | feel close to other users when using
this feature. (-)

16. This feature supports meaningful
connections to others. (-)

Figure 7.4: Bar chart - Highlights

Although the majority of participants valued finding users similar to
them, one participant mentioned the importance of not only

searching for those who are identical to them (in terms of interests)
but also that the uniqueness of the individual should still be present.

‘I am not looking for a copy of myself, but it is nice if you can have a
common ground with one another. Sometimes you want to share the same
hobbies and sometimes you don't so it is nice if you both have your unique
attribute.” - Participant 3
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7.3.4 Highlight Suggestions

Similar to the Highlights feature, the Highlights Suggestions feature

was overall rated positively in terms of relatedness. The survey
questions related to ‘feeling connected to other users’ scored an
average of 4 and 4.4. However, when it concerned autonomy,
although it provided the users with ‘enough options and choices’,
and allowed users to ‘get the feature to fulfil their needs’ which all
received a mean of 4 or higher, the Highlights Suggestions feature
was still experienced as ‘controlling’ by some of the participants,
resulting in a score of 3.4. The standard deviation of this question
was quite high, signifying that the opinions are varied. Some
participants found that the feature made them doubt their own
choices.

“Cool that it can provide suggestions, but it does make me wonder whether
that means I do not know myself well enough to be aware of my own
interests.” - Participant 3

Nevertheless, one participant saw the feature from a more positive
standpoint.

“It stimulates you to adapt your preferences, but it is not controlling.”
- Participant 1

Highlights Suggestions

B Strongly Disagree Disagree

17. This feature provides me with useful
options and choices.

18. With this feature, | can get it to do
the things | want it to.

19. This feature doesn't feel intrusive. (-)

20. This feature doesn't feel controlling.
(-)
21. This feature makes me feel
connected to other people.

22. This feature supports meaningful
connections to others. (-)

Figure 7.5: Bar chart - Highlights Suggestions
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7.3.5 Categorised Likes

The Categorised Likes were perceived quite positively for both
autonomy (sense of control and choice) and relatedness but overall
were not rated high. All statements received a mean between 3
and 4. When summarising the participants’ reactions, the
responses were mostly ‘neutral’ while some leaned towards ‘agree’.

The questions regarding ‘feeling part of a larger community’ and
‘feeling close to others’ were scored slightly more neutral compared
to the other questions, receiving a score of 3.4 and 3.2. These
numbers indicated that these features did not have a significant
positive effect in these specific areas.

Participants reasoned that the lack of community feeling was due
to the limitation of possible actions with the provided information
(the cateqories) and the fact that users could not see who those
interests belonged to (because they are blurred).

"l find it unclear what the user can do with this feature as it does not allow
many options (such as interaction). You cannot see the person’s pictures
which affects its usefulness. The information doesn’t say a lot, in my
opinion.” - Participant 1

“You can't really do much with it except for receiving information. It would
be more valuable 1if you can view the profile and judge it (by
liking /disliking)” - Participant 5

Categorised Likes

m Strongly Disagree Disagree Neutral Agree Strongly Agree

-3 -2 -1 © 1 2 3 4 5 6

23. This feature provides me with useful
options and choices.

24. This feature doesn't feel intrusive. (-)

25. This feature helps me to feel part of
a larger community.

26. This feature makes me feel
connected to other people.

27. 1 feel close to other users when using
this feature. (-)

28. This feature supports meaningful
connections to others. (-)

Figure 7.6: Bar chart - Categorised Likes

Other participants, however, did find it helpful when considering
‘support for forming connections’ as they rated it an average of 3.8.

“Amusing to see what kind of people like me, provides me with an
alternative.” - Participant 3

“I think it could support fulfilling/sustaining relationships because of the
focus on categories instead of only pictures. It seems more valuable if you
are looking for a serious relationship compared to when you don't” -
Participant 2

51



7.3.6 Conversation Starters Conversation starters

For the feature, Conversation Starters, autonomy-related (sense of mStrongly Disagree @ Disagree  Neutral Agree M Strongly Agree

control and choice, and self-expression) statements obtained more
negative responses compared to the relatedness questions. Users
found that the feature provided ‘useful options and choices’ and did
not find it very ‘intrusive’ to some extent but only rated these
questions with 3.6. Participants mentioned that this was due to not
having the option to choose (whether they receive a Conversation
starter), therefore affecting their autonomy. In addition, it did not
evidently support ‘not expressing yourself in a certain way that
others will like’ as it only received a score of 3.2, therefore
indicating a more neutral opinion. The statements ‘helps the
forming of relationships’ and ‘feeling close to others’, users rated
the features with 3.8 and 4.2 on average. As for ‘feeling
connected’, it received a 4 and 4.2 on both questions. Both these
types of questions (nr. 33 to 36) gained a relatively low SD between
0.45 and 0.84).

Overall comments on the feature, were quite positive, in the sense
that it supports users before the actual interaction starts.

"Fun prompt! It stimulates people to say something if they don’t know what
to say. | would find it very nice.” - Participant 1

“I think it is a very good feature, better than just a hey or hi, you get more of
a conversation.” - Participant 2

“Personally, I don’t have any issues with starting a conversation, but others
might need this feature.” - Participant 3

29. This feature provides me with useful options
and choices.

30. This feature doesn't feel intrusive. (-)
31. With this feature, | express my true self to

others.

32. With this feature, | don't express myself a
certain way that others will like. (-)

33. This feature helps me to form or sustain
relationships that are fulfilling.

34. This feature makes me feel connected to
other people.

35. | feel close to other users when using this
feature. (-)

36. This feature supports meaningful connections
to others. (-)

Figure 7.7: Bar chart - Conversation Starters
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7.3.7 Overall App Use

The scale for competence was used to determine the usability of
the app’s features. In addition, the desirability was measured. In
general, participants found the features desirable as they rated the
questions with a mean of 4.4 on both the direct and inverted
questions and a low SD of 0.55. However, when taking the scores
of usability into account, it was determined that in terms of ease of
use, it received mixed reactions. Some users experienced confusion
when trying out the features while others had no problems. The
first two questions (37 and 38) had a mean of 3 (and were rated
negatively by the majority of users) while question 39 scored
slightly higher with a 3.6.

The lack of interactivity of the prototype contributed to this result,

as it left no room for making mistakes (since they had to follow a
designated path).

"Some features were less straightforward as you could not press on certain
buttons/interact with them.” - Participant 4

Others found the phrasing of certain features unclear. Sentences

such as ‘Users who liked you also like’, were interpreted as, the users

who liked the user had a certain interest, which was not necessarily
shared by the liked user.

“Sometimes I found the interface confusing due to a different interpretation
of the questions and icons.” - Participant 5

Overall App Use

B Strongly Disagree Disagree Neutral Agree Strongly Agree
-4 -3 -2 -1 0 1 2 3 4 5 6

37. Learning how to use the app wasn't
difficult. (-)

38. 1 didn't find the interface and controls
confusing. (-)

39. It was easy to use the app. (-)

40. | want these features to be
integrated in the dating apps | have used.

41. | think adding these features to
existing dating apps would be valuable....

Figure 7.8: Bar chart - Overall App Use
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7.3.8 Pop-ups

The pop-ups were not measured on well-being as they were not
designed with a facet of well-being in mind (even though it can be
applied). Therefore, the users’ opinion on the measuring method

(swiping and pop-ups) was prioritised. From the comments on the
pop-ups it was derived that:

"The pop-ups are kind of sudden, | would like to see an explanation of why |
get to see this and what the value is of filling this in.” - Participant 4

In addition, if it concerned ‘giving a reason for liking the profiles’,
users preferred options presented by the system (extracted from
previous profiles) rather than filling in their own. However, some

participants also wanted an option to type out their own reasons.

“I prefer options so you don't have to think as much, but I do want an option
where I can add my own input. Also since I see this as a moment to reflect, I
do not mind clicking instead of swiping.” - Participant 5

When it concerned the frequency of pop-ups, participants found 3 to
5 right swipes (likes) a good balance as they were less likely to swipe
right. This mainly applied to female participants.

54



7.4 Conclusion

The aim of the user study was to measure well-being (specifically
for autonomy and relatedness), usability and desirability.

In particular, for the profile setup (choosing pictures and writing a
bio), autonomy concerning self-disclosure and authenticity, and
relatedness (feeling connected) were the most relevant facets of
well-being to be measured. The results indicate that while the
Photo Suggestions feature allowed users to express their true
selves (with quite a positive impact though not strong), participants
were also more likely to choose options that were popular among
others and would make them feel connected, therefore reducing
autonomy. However, since the design’s purpose was to provide a
balance between relatedness and autonomy, to a certain degree it
can be concluded that this was fulfilled.

The Highlights feature was in general received very positively. It
enabled users to pay more attention to the content of the profiles
and allowed them to easily view the shared interests with a user.
Similarly, the Highlight Suggestions were rated positively on
relatedness. Only autonomy was affected somewhat negatively
when it comes to ‘feeling controlled’.

For the Categorised Likes, there was potential for increasing the
experience of connectedness, but this was limited due to the lack
of interactions with the pictures. Conversation starters were found
to positively influence relatedness (through providing support for
starting a proper conversation) but impacted autonomy (sense of
choice) in some cases. The primary reason for this was the absence
of an option to hide the pop-ups. Thus, it is relevant for these
features, in particular, that the level of autonomy should be
increased through providing more options.

Overall, usability was rated negatively by most users. During the
user tests, it was noticeable that some parts of the interface were
experienced as confusing due to the lack of interactive buttons,
phrasing of certain sentences and the fact that their actions
(choosing certain options) had little influence on the results (what
suggestions were presented). For this reason, it is important to
make changes to the descriptions of the features (to provide
clarity) while clearly presenting the effect of a chosen option (like
the interests or highlighted keywords).

In terms of desirability, most features were considered useful and
were found to provide enough options and choices. Features such
as Cateqgorised Likes and Conversation Starters were overall
regarded as valuable to some extent but with a minority
disagreeing. Some iterations therefore need to be made to these
features, mainly concerning the interactivity of the cateqorised
likes and the option to remove the conversation prompts for users
who can easily converse with strangers. When asking users
whether they would want such features integrated into other
dating apps and use them, all participants responded positively
indicating that the features are, in general, desirable.
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7.5 Discussion

Since only one pilot study was performed, scenarios created for the
user test were also only reviewed once. This could have influenced
the results regarding usability as some participants may not have
understood the features properly due to the provided scenarios.
The scenarios should therefore have been judged by more people,
to ensure that participants during the study would fully understand
the situation.

Other aspects that contributed to the low results in terms of
usability, were due to the limitations of the Figma prototype. As
users experienced a lack of interactivity with the prototype,
mistakes could not be made as the prototypes followed a restrictive
path where going back was not an option. This, therefore, did not
allow them to learn from the errors and fully understand how the
app interface was intended to work.

To measure self-expression, the authentic and inauthentic
expression scale was used. This scale reflected the self-expression
and representation aspect that was found to be part of autonomy
from previous desktop research. However, a Likert scale could not
be found in the context of an online environment, therefore this
scale was used and adapted to fit the user test. Since this
measurement tool was not validated for online contexts, the results
are only an indication of the possible impact rather than factually
supporting it.

Also, since the user test consisted of only one trial of the app, the
measured results only apply in the short term. To determine
long-term effects on well-being, the prototype would need a
working system and involve dating app profiles from real users.
Furthermore, since the sample size consisted of five participants,

it frequently resulted in high standard deviations. For a more
accurate depiction of the measured impact on autonomy and
relatedness, more users should be recruited if a follow-up study
were to be conducted.
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7.6 Concept Iteration

Based on the results of the user test, adjustments were made to
the concept. These changes affected all the features.

Account Creation

The personality section from the Account Creation phase was
considered limiting and confronting. Therefore, a ‘skip’ button and
an option to add their own keywords were added to increase the
feeling of autonomy.

Photo & Bio Suggestions

Since some participants mentioned feeling concerned about their
privacy, a pop-up message was added before the Photo
Suggestions feature was activated. This message informs the user
of what the data is used for and requests consent before
proceeding to the next step. In addition, the descriptions regarding
the unique and common categories (when pressing on the
star/circle symbol) were considered vague or misunderstood.
Therefore, these descriptions were also adapted.

Highlights

In order to adapt the level of specificity on filtering profiles,
suggestions are provided when typing in keywords. This varies from
broad categories such as ‘sports’ to more detailed search terms like
‘ball sports’ and ‘tennis’.

Pop-ups (Measuring well-being)

For the pop-ups, users wanted an option where they could provide
their input if it concerned the reason for liking the profiles.
Furthermore, usability issues were detected when participants
pressed on the emoticons instead of swiping them in a certain
direction. The smileys were thus decreased in size while more
descriptive text was added to increase understandability.

Categorised Likes

Instead of only showing the categorised users under each type of
interest, the option to view the picture of the user was included.
This was decided to increase the feeling of relatedness, by enabling
the user to reconsider a profile during swiping when having
encountered it before (in the likes overview).

Conversation Starters

Although most users reported the feature as being supportive for
starting conversations, one participant revealed that they did not
need such a feature. They implied that wusers with good
communication skills would find such features less useful.
Therefore, the possibility to remove the pop-up prompts was
implemented. For participants, who wanted the feature to be
present also during the conversation, a button was included for
supplying new conversational prompts.
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8. Final Concept:
mihue.

MiHue is a dating app that incorporates aspects of well-being into
its system. While most dating platforms put emphasis on profile
pictures and therefore attractiveness, people who are
disadvantaged also shy away from showcasing less desirable
qualities in fear of reducing their chances of matching even more.
MiHue sets itself apart by accentuating this individuality and
actively encourages users to portray a more authentic self-image.
In addition, the app ensures that users can still foster connections
by highlighting unique similarities.
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mihue

To be unique
in a blended space

My name is..

Sign In

|
Account creation

MiHue follows the usual steps of a dating app. During account
creation, the user is asked questions related to their sexual
preference, interests & hobbies and their personality. Options for
interests and hobbies include: places users like to visit, sports,
preferred type of vacations etc. This category provides users with a
variety of choices.

Create Account

Self-reflection

Most dating apps tend to cluster personality-related options along
with the interests and hobbies, MiHue highlights this by prompting
users to think about their personality in a separate question. Users
can choose from a set of personality traits and also have the ability
to add in their own input. This section facilitates self-reflection
within the user, as it allows them to ponder about what type of
person they are, before they present themselves to others. For
users who find such questions confronting, a 'skip’ button is
present where this part can be disregarded.

I can be
described as..

Choose max. 3 personality traits

I like..

Press on the topics to view interests
& hobbies. Choose a maximum of 8

I am
interested in..

d" Men B, Activities Places Adventurous Easygoing

< Travel ) Food Calm Curious

Q@ Women f3Music Creative

& Both & Sports O Books | | ¢ Pets Optimistic Playful Quirky

Other & Arts B Movies/TV Series 8 Sense of humour | | Add.. °

Bt ade 2t
SRS
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Photo Suggestions

In order to complete the user profile, users have to perform certain
tasks such as choosing media, answering prompt questions and
writing a bio. MiHue has special features which support the users in
carrying out these activities. For instance, when users are
struggling with selecting photos, the Photo Suggestions feature is
available to provide assistance on decision-making.

Transparency on privacy

To activate this feature, users are requested to allow access to their
photo library. Users will receive a pop-up informing them on what
the authorization on their gallery signifies, and how the analysed
data will be used. Photo verification is then required for the system
to recognise the user within the pictures. When these steps are
fulfilled, a variety of categorised pictures are suggested.

Unique vs. popular interests

At the beginning of the app, users were asked to pick from a
diverse amount of options (regarding interests, hobbies and
personality), these choices are reflected in the suggested
categories. Through image recognition, photos of the user are
sorted into topics (either interest, hobby or personality-related).
With this feature, users are able to view pictures that convey their
passions and personality within a quick glance. In addition these
cateqories are labelled with either a star or heart.

The star |nd|cates Whether % partlcular mterest derlved either from
the selected mterests/hobbles or from the photo album itself, are an
unique attribute of the user Th|s aIIows users to identify their unique
qualities and feel encouraged to pICk certain pictures as it can help in
differentiating themselves from other users (and therefore stand
out). The heart symbol signifies interests or traits that are frequently
selected by other users (and are therefore popular). Through this
feature users are ensured that they can find people with commonalit
by opting for popular interests while also maintaining individuality
when choosing less common attributes.
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My Bio

Write a fun and catchy intro

You can..
Talk about your favorite

celestial objects or
events.

Bio Suggestions

Based on your selected interests,
personality and photos.

% Black Cats AAstronom

‘@ Cafes ) (© Adventurous )
( & Baking ) (© Tennis:f

:@ Quirky; Save
2 @ O O

12:30 all ¥ @m)

:—E Filters Q_ Suggestions

Highlights
Choose up to 8 keywords that you want to have
highlighted on profiles. Profiles containing these
keywords will be shown first to the user.

Did you mean:
@ Character: Pikachu
QO All: Pokémon
(¢ Game: Pokémon
@ Movie/TV Serie: Pokémon
() Game:RPG
() Gaming

Pokemon|
Age
— @ ®—

25 32

Distance

100 km

>

12:30 all ¥ @m)
& My Profile

My Pictures

Pick photos that show you the best

“-_—_y |

My Bio

Write a fun and catchy intro

I'm a passionate stargazer and an
active member of the ‘Celestial
Explorers Society’. When I'm not
exploring the cosmos, you'll find
me at home, whipping up the best
cheesecakes you've ever tasted.
I'm also a proud black cat parent..

2 O) V. ®

12:30 all ¥ @
3= Filters
Current Highlights

1. % Black Cats —

2. ® Adventurous s

3. Cafes a

4. O Harry Potter —

5, © Basketball —

You might also like:
Based on you swiping behaviour, you might also be
interested in users with these interests or traits.

® Tennis
B, Cooking
YD Pasta

< Rome

2B Gaming @

~_ 9 9 O

Bio Suggestions

Similarly to the Photo Suggestions feature, bio suggestions are
provided based on the data that was collected previously during the
account creation phase. If the Photo Suggestions feature has already
been activated, then suggestions regarding unique traits will also be
displayed. These suggestions are shown beneath the text field, in the
form of buttons. Pressing on these buttons will show prompts related
to the chosen topic. In this way, users can integrate their interests,
hobbies or personality into their bio through inspiring prompts.

Highlights

Enabling the search for relatedness

In addition to the typical filters found in dating apps, MiHue allows soft
filtering on profiles based on the keywords that are typed in. Depending
on the level of specificity the user searches on, the amount of profiles
recommended is also affected. Users can filter on broad categories to
very niche subjects such as a favourite movie title or dog breed. These
search terms can be used to find like-minded people or if desired,
people that are the totally opposite. Profiles containing these keywords
in the form of pictures or text are prioritised and shown to the user
first. The keywords are highlighted on the user profiles through a pink
colour. Unique shared interests or traits are displayed in vivid hues to
notify the user of their special connection with one another. These
gradient highlights will pop-up even if they are not selected in the
Highlights feature.

Reducing exclusion

Based on the user’s swiping activity, new Highlight Suggestions are
derived (explained in the next paragraph). By frequently presenting
users with different types of search terms, users will be stimulated to
filter on a more diverse group of people, reducing the possibility of
excluding others.
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Measuring well-being

The app also measures your swiping activity. After liking a certain
number of profiles, the system will show a pop-up asking users
what they liked about the profiles they swiped right. Users can
choose from options that were identified by the system, but also
add their own input if a particular reason is not available. The
responses are used to improve the recommendations but also for
formulating new suggestions on filtering, which can consist of
certain interests or traits they have liked which they may not have
been aware of.

However, when the user experiences a lack of connectedness with
the profiles, by swiping many profiles to the right, the app will
advise the user to adjust their filters and will provide suggestions
based on previous reasons for liking a profile, to broaden the user’s
search scope.
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Users who liked you and share the same interests
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i
P
“E

«

o Creative Cafes
efll = e
m S
% Cats < City trips

-

. .-b’

ﬁ* It’'s a
Match!ﬁw

Send message.. Q

i
/

1 Yo
Q
.
®

e

| 2\
: ) Edward
| That sounds incredible. What kind..
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| Miguel Sanchez
: Hey, how you doin?

=" Charles
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Matching Interests
Users who liked you and share the same interests
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You both share a special bond - a mutual
passion for a certain interest:
Astrononomy
This message is visible to the both of you.

What's your most unforgettable moment
kunder the night sky that left you in awe?)

My most unforgettable night sky
moment was during a camping trip
with friends. We lay on the grass, and
all of sudden it felt like meteors were
raining down on us.

That sounds incredible! | had a similar
experience when | visited a desert.
The sky was so clear, and | saw the
Milky Way like never before. It felt like
| was surrounded by stars, and |
couldn't help but feel a profound
connection to the cosmos.

Wow, stargazing in the desert sounds
amazing! The night sky has a way of
making us feel both small and connected
to something vast. It's a humbling
experience that leaves you in awe.

Send message.. Q

2 ® O e

Categorised Likes

Relating to likes

Compared to other dating apps, where the number of likes is
shown, MiHue presents likes from other users in a different format.
Instead of showing a number, likes from users are sorted based on
the interest you share with them. You can view these users by
clicking on their blurred picture and give the profile a3 more
thorough consideration when coming across it during the swiping.
By removing the numbers, the focus shifts from gaining a large
number of likes to sparking interest on what kind of people have
liked the users and what they have in common.

Conversation Starters

Enhances social connection

To ease the pressure of making a great first impression, users
receive conversation prompts related to their shared interests at
the start of each chat. With this feature, users can talk about topics
that genuinely interest both parties and thus feel more connected
to each other. In case the user runs out of topics to talk about, a
Conversation Prompt button is present in the top right corner.
Pressing on this, will result in another conversation starter
concerning another subject. Users who do not feel the need to rely
on prompts can remove the pop-up message after it has appeared
by pressing on the cross.
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Conclusion

The aim of this project was to design interventions on the existing
Al system within dating apps that could enhance well-being.

During this project, a design direction integrating two aspects of
well-being, autonomy and relatedness, was formulated and used
as basis for improvement:

Enhancing social connection through individuality within
similarity.

Following this design direction, the MiHue app was created. This
app focuses on individuality through showcasing unique attributes
of the userand using this for highlighting a shared connection with
others.

The app was prototyped and autonomy & relatedness were
measured during an user study. The outcomes of the user test
revealed that autonomy and relatedness were indeed experienced
through these features, though in some cases, the effect was more
positive for certain features than others.

Desirability

During the concept evaluation, desirability was measured. The
overall outcomes indicated that the designed features provided
useful options and were able to support the user during their app
use. Participants (dating app users) also confirmed that they would
want such features integrated in existing dating apps.

Viability

With the rapid integration of Al in daily settings, it will only be a
short amount of time, before Al is used in dating platforms for
another purpose than solely as a recommendation system.

Therefore, investing into other potential directions of utilising Al
could be valuable for the future in the long run. Although MiHue is
presented as an individual app, its features can also be transferred
to existing apps as the infrastructure of the system (on which it
was based upon) is similar to most apps, therefore requiring no
major changes to the current systems (with the exception of
adapting the current privacy policies). However, viability should still
be investigated further in terms of finding the right balance
between sustaining revenue from paid subscriptions and its
adverse effects on well-being, as this aspect was less prioritised
during the study but still relevant for the research.

Feasibility

The Al ideation cards highlighted the possibilities of the technology
and were integrated into the design. In this design, relevant
capabilities of the features concerned image recognition, pattern
recognition, similarity analysis and personalised content (these
were showcased in the ideation cards but not mentioned explicitly).
Though this was not explored extensively in this project, for future
studies, the accuracy of sorting pictures should be investigated. In
terms of providing suggestions, this project already has proved its
ability to come up with interest-related prompts as the examples
presented in the design were formulated by ChatGPT.

o
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9. Recommendations:

Next Cycle

From the literature research on dating apps and well-being, a
theoretical model of well-being was created. This model included
multiple facets of well-being and these aspects of well-being were
validated through a participatory workshop. Through gained
insights from the workshop, the model was narrowed down to two
main components of well-being: autonomy and relatedness. Other
aspects of well-being such as self-acceptance, environmental
mastery, positive relationships and engagement were still included
in the design but were shifted to a lower priority to maintain a
coherent design. In Figure 9.1, the final theoretical model for this
project is displayed.

Greyed-out areas indicate the well-being aspects of the original
theoretical model that were not included in the research after
obtaining the results of the workshop. While the workshop’s
outcomes did not indicate that these facets are as prominent as
the selected ones during dating app use, these can still be
considered relevant for future research.

Excluded facets of well-being

Seeking self-validation was considered one of the key motivators
for dating app use and was found to affect the user’s autonomy
through inauthenticity and a lack of self-disclosure. However,
self-worth validation was also found to impact other aspects of
well-being which were not covered in the concept. When the need
for self-validation is not fulfilled, negative effects on well-being

User Profile

Filters

Swipe Screen

[ Likes Overview ]

Autonomy

Autonomy

Autonomy

Chat Screen

Positive
relationships

Relatedness

Relatedness

Relatedness

Relatedness

Relatedness

Self-acceptance

Environmental
mastery

Self-representation/
expression

Social exclusion

Engagement

Inauthenticity

Control over digital
environment

Social connection

Social pressure

Search on similarity

Social connection

Relying on own
judgement

Social connection

Social comparison

Figure 9.1: Updated theoretical model

can occur such as decreased self-esteem, feelings of rejection and

an unhealthy body image, which as result can impact
self-acceptance, positive emotions and even physical health.
Incorporating these facets of well-being could therefore be an
interesting direction to pursue for the next cycle.

Another component of well-being which was not considered during
the project, concerned safety. This includes both online and
physical safety as desktop research indicated that harassment can
occur both in an online environment and a physical setting.
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9. Recommendations:

Next Cycle

For minorities in particular, it was found that these unsafe
conditions happen more frequently (Albury et al., 2019).
Furthermore, since this study has only targeted heterosexuals (due
to convenience sampling and them being part of the majority of
the user base), an affected user group was left out. Future
investigations should therefore also take members of the LGBTQ+
community into account.

Limitations

As mentioned before, for the past workshop and user study, a
similar sample of participants was recruited. This group lacked
diversity in terms of cultural background and gender, which could
possibly have influenced the results. During the research, gender
differences in the experience of dating apps and their effect on
well-being were briefly covered. Men were more likely to
experience dating apps negatively due to the gender imbalance
within these apps (by receiving fewer likes). Since the majority of
participants were female in this research, the opinions and
experiences of male users were less reflected in the design. For the
following cycle, this difference demands a more thorough
investigation (and more male participants should be recruited for
validation), to create a design intervention that can be beneficial to
both groups.

As for the final design itself, although the design stressed the
importance of balancing autonomy and relatedness to foster

positive relationships, ‘positive relationships’ itself was not
measured during this study. If the design interventions were to be
implemented and the effects on well-being would be measured in
the long-term with real users, this aspect should also be integrated.
Overall, the measured experience of autonomy and relatedness
were mostly positive but did not result in a strong measured
impact. Conducting the study with more participants could result in
more significant results and provide a clearer perspective on the
design’s influence.

Privacy and data collection within dating platforms were explored
in the research to a certain degree. However, as a few participants
were hesitant in granting access to their photo libraries, changes
have to be made to the photo suggestions feature. Possible
solutions could include providing more transparency regarding the
data analysed through privacy policies, which is currently partly
integrated in the concept (through the consent pop-up). Other
options could consist of enabling the user to choose from specific
picture folders (composed by themselves) where photos with
sensitive data are withheld. Another approach could include
changing the categories to prompts where users have to pick or
take pictures for a selected interest (e.g. "choose a picture where
you are hiking”). Even though privacy concerns were not explored
in detail in this particular project, it is advisable to prioritise this
when designing for the next cycle if it involves sensitive data such
as pictures.
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10. Personal
Reflection

Before researching the topic, | had always viewed well-being as
simply the experience of negative emotions or states such as stress
and anxiety. Through this project, | gradually became more
informed on what well-being actually included. To my surprise, as |
was starting, | found the topic to be quite challenging as it was
much broader than | had expected. This often resulted in moments
where my progress was hindered due to my slow understanding of
the subject. As research is not one my greatest strengths, | felt that
by being continuously involved in this task, | was able to improve
my research skills to some extent.

In addition, this project allowed me to learn a variety of design
methods such as the Positive Al Design method and Al ideation
cards, but also on how to facilitate a workshop to gain valuable
insights. As an IPD student, | did not have the opportunity to
perform such a user-centred study before, where the user was
deeply involved. Through this study, | feel that | gained a better
understanding on how effective and insightful user tests can be
performed.

Apart from this, | was also able to achieve some of my learning
goals. At the start of the project, | had defined that | wanted to
learn new programs such as Figma (as this was a common required
skill for most UI/UX design agencies/companies) or be involved in
making slightly more complex prototypes through coding.

Even though | was unable to create a working and interactive
prototype (where certain input of the user could result in different
outcomes/reactions), being able to master the Figma program was
still an useful experience to me.

When looking back on my own work and progress, | would say it
sometimes was a rough journey. While learning a lot about doing
research, | realised that | could easily get lost in a certain task. This
resulted in some parts of the project being explored too extensively
while less attention was paid to other components (even though
this was also relevant). However, since | have gone through this
once, | believe that for the next time | will do better and not make
the same mistake again.

Overall, | want to say that this was a valuable learning experience
for me. | am thankful towards my supervisory team, Paul and
Willem, for guiding me in my journey and by showing patience
during the moments | experienced setbacks.

Though at the start | found it slightly embarrassing to talk about
dating apps (or even mention them at all), throughout the project |
was slowly able to grow out of it. By hearing about other people’s
experiences and diving deep into the research, | learned a lot about
people and that, in particular, was an enjoyable moment for me.
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DESIGN
FOR OV

Enhancing well-being through positive Al on dating platforms project title

Please state the title of your graduation project (above) and the start date and end date (below). Keep the title compact and simple.
Do not use abbreviations. The remainder of this document allows you to define and clarify your graduation project.

IDE MaSter Graduation #y, startdate 20 - 03 - 2023 28 - 08 - 2023 end date

Project team, Procedural checks and personal Project brief

INTRODUCTION **

Please describe, the context of your project, and address the main stakeholders (interests) within this context in a concise yet
complete manner. Who are involved, what do they value and how do they currently operate within the given context? What are the
main opportunities and limitations you are currently aware of (cultural- and social norms, resources (time, money,...), technology, ...).

This document contains the agreements made between student and supervisory team about the student’s IDE Master
Graduation Project. This document can also include the involvement of an external organisation, however, it does not cover any
legal employment relationship that the student and the client (might) agree upon. Next to that, this document facilitates the
required procedural checks. In this document:

+  The student defines the team, what he/she is going to do/deliver and how that will come about.

« SSC EQSA (Shared Service Center, Education & Student Affairs) reports on the student’s registration and study progress.
+ IDE's Board of Examiners confirms if the student is allowed to start the Graduation Project.

In the past decade, the internet and social media have significantly changed how people form and have social
relations, especially for casual or romantic relationships (Bryant & Sheldon, 2017). Platforms have been introduced to
create a shift from offline dating to apps for mobile devices and are widely used all over the world. Well-known dating
applications such as Tinder, Bumble and Badoo have accumulated around 118 million users in 2022 (Ceci, 2023), with
Generation Z and Millenials making up the biggest user base, ranging from the age 18-35. These apps have created a
space where meeting a large number of potential partners is much faster and easier. The use of these platforms has
resulted in an increasing number of long-term relationships that have started online (Holtzhausen et al., 2020) and it is
predicted that in 2040 approximately 70% of relationships will begin online (eHarmony, 2015). Within these apps,
artificial intelligence (Al) is used, where users are recommended to other users who are geographically nearby (Datey
et al, 2022) and have similar interests. Although Al has supporting applications in dating platforms, negative
implications on well-being also have been found (Pew Research Center, 2020).

@) USE ADOBE ACROBAT READER TO OPEN, EDIT AND SAVE THIS DOCUMENT

Download again and reopen in case you tried other software, such as Preview (Mac) or a webbrowser

STUDENT DATA & MASTER PROGRAMME
Save this form according the format “IDE Master Graduation Project Brief_familyname_firstname_studentnumber_dd-mm-yyyy”.

Complete all blue parts of the form and include the approved Project Brief in your Graduation Report as Appendix 1 ! (D
The systems of dating platforms are currently designed in such a way (through gamification elements (Garda &

Karhulahti, 2021)) that the user keeps swiping (to approve or reject another user’s profile), where the user has a chance

family name  Wang Your master programme (only select the options that apply to youl: to gair} a match with each swipe.‘ similqrto a slot game. Due to thg fear of possibly missing out on finding ’the ‘dream
o ] o match’, users are kept engaged in continuous use of the app (Harris, 2016). Moreover, due to access to a high number
initials G givenname Gigi IDE master(s): (g IPD ) of) ()se) of profiles and the algorithm classifying them based on categories such as height, sexuality and race, users portray a
4656563 TR . more attractive image to appe‘:al to more users. Along wi_th the algorithm sorting them bgsed on the nL_meer of
student number & e |UE st swipes, the focus ends up shifting from finding a potential date to filtering out the undesirable ones (Pidoux, 2022).
street & no. individual programme: . (give date of approval)
zipcode & city honours programme: ( ) Honours Programme Master ) Petrie (2017), swipe-based dating apps put emphasis on the users’ profile images, enhancing sexual objectification
country specialisation / annotation: ( ) Medisign ) while also putting.users in a vulnerable pqsition to thers’ acceptance or rejectiqn. This, depending on the outcome,
promotes a negative body image and social comparison, resulting in psychological distress. In addition, it was
phone ( ) Tech. in Sustainable Design ) measured that dating app users were more likely to experience anxiety, depression and distress compared to
. : non-users (Holtzhausen et al., 2020). As of now, dating apps are found to have a detrimental effect on well-being.
email ( ) Entrepeneurship )

Currently, few actions have been taken by these platforms to tackle this issue. Most solutions to supporting well-being
have resulted in more reactive measures rather than preventive ones (Datey et al,, 2022). At present, examples of
well-being in apps consisted of providing well-being guides, (Bumble, 2022) and in some cases, collaborations with
mental health institutes in a limited amount of countries (Tinder, 2022). However, this approach still requires users to
be aware of their own state and to take action following this. Improvements should therefore be made to the current
system, for dating platforms to become a space for building meaningful and close connections rather than negatively

SUPERVISORY TEAM **
Fill in the required data for the supervisory team members. Please check the instructions on the right !

Chair should request the IDE

** chair  P.P. M. Hekkert dept. / section: HCD/DA Board of Examiners for app.rovaL influencing well-being. This is important, since the purpose of dating apps, in the first place, is to provide a place to
of a non-IDE mentor, including a find love.
**mentor  W.van der Maden dept. / section: _HCD/DA © motivation letter and c.v..
2" mentor 0 Second mentor only

applies in case the
assignment is hosted by
city: country: an external organisation

organisation:

. One of the key motivations of dating app users is seeking self-validation (Sumter et al,, 2017). According to Strubel &

comments Ensure a heterogeneous team. space available for images / figures on next page

i This project will be part of Willem's PhD project and contribute to his research @ :
(optional) " regarding Positive Al. Prof. Paul was asked since he has a lot of knowledge in In case you wish to include two

i design for well-being and has done similar graduation projects in the past. team members from the same ) ) . .
' section, please explain why. IDE TU Delft - E&SA Department /// Graduation project brief & study overview /// 2018-01 v30 Page 3 of 7
Initials & Name G Wang Student number 4656563
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introduction (continued): space for images

45% of current or recent users of dating sites or apps
say using these platforms made them feel frustrated

Among those who have used a dating site or app in the past year, % who say
it made them feel more ...

Frustrated i3 pisyd Hopeful
Pessimistic Jis ricd Optimistic m
Insecure s ¥4 Confident m

Note: Online dating users refers to respondents who say they have ever used an online
dating site or app. Those who did not give an answer are not shown.

Source: Survey of U.S. adults conducted Oct. 16-28, 2019.

“The Virtues and Downsides of Online Dating”
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PROBLEM DEFINITION **
Limit and define the scope and solution space of your project to one that is manageable within one Master Graduation Project of 30
EC (= 20 full time weeks or 100 working days) and clearly indicate what issue(s) should be addressed in this project.

Current research has focused on the negative effects of technology (such as Al) on interactive systems, but little on
how to improve these systems to enhance the well-being of their users (Gaggioli et al., 2017). This, while Al has the
potential to support individuals when it concerns well-being (D'Alfonso, 2020). In order to progress in Al technology
positively, human well-being should be considered the main objective (Ozmen Garibay et al., 2023).

As of now, Al has few use cases and examples of being integrated for it to contribute to well-being. In this particular
case, the chosen context consists of dating platforms where barely any attention has been paid to well-being even
though it causes negative experiences among users in the form of ghosting, harassment and addiction (Stoicescu,
2020). Nonetheless, even though it is necessary to detect the harmful effects of the current system, it is also relevant to
focus on the beneficial influences it has on well-being, as the intention of dating apps is originally also positive: to
contribute to finding love.

In order to assess and support well-being in dating apps, the project has to tackle how well-being can be measured in
the first place. Unlike with behaviour for which multiple standards of measurement exist, there is still no consensus
over such an instrument when it concerns well-being (Cooke et al., 2016). Therefore, a form of metrics will be
established in the research and used to optimise well-being in dating platforms. Following that, suitable actions for the
Al system will be identified and designed. For this, it is important that this system meets the needs of the user and that
rather than be autonomous, works together with the user (van der Maden et al., 2023). By following the Positive Al
method (which is being validated), it will be explored how the system within dating apps could positively contribute
to well-being.

ASSIGNMENT **

State in 2 or 3 sentences what you are going to research, design, create and / or generate, that will solve (part of) the issue(s) pointed
out in “problem definition”. Then illustrate this assignment by indicating what kind of solution you expect and / or aim to deliver, for
instance: a product, a product-service combination, a strategy illustrated through product or product-service combination ideas, ... . In
case of a Specialisation and/or Annotation, make sure the assignment reflects this/these.

- : 5 oo fFact] ified i
Moreover, a design intervention will be created to leverage dating platforms and as result enhance well-being. In order

’ "

The research will answer the following questions:

- What is well-being and how is this currently included in the context?

- How will Al measure well-being in this particular context?

- What part of the system will Al intervene in?

- What will Al do with the measurements?

- How will the design intervention optimise well-being in the chosen context?

The expected outcome:
- A plugin or a (new) third-party app which will intervene in existing apps & support well-being (showcased in a video)

- Research knowledge on the research questions
- Recommendations on how to improve the design
- Poster summarizing the project

image / figure 2: __ Well-being guides (Bumble, 2022)
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PLANNING AND APPROACH **

Include a Gantt Chart (replace the example below - more examples can be found in Manual 2) that shows the different phases of your
project, deliverables you have in mind, meetings, and how you plan to spend your time. Please note that all activities should fit within

the given net time of 30 EC = 20 full time weeks or 100 working days, and your planning should include a kick-off meeting, mid-term
meeting, green light meeting and graduation ceremony. lllustrate your Gantt Chart by, for instance, explaining your approach, and
please indicate periods of part-time activities and/or periods of not spending time on your graduation project, if any, for instance
because of holidays or parallel activities.

Month March  Aprit May June wly
oDate 1397 2024 2731 (37 neM 1921 24-26,23 |15 812 1599 2226 [30-2 59 1216 19-23 2630 |37 W04 172 2428 (244 911 518 2124 28
Project week o 1 2| 3 4 5 5 7 a 9 10| n 17 " " 15} ® 17 " Bl 2 2 ES)

s 5 s H 4 3 4 s 5 5 s 4 5 s 5 s B s 5 s 3 3 4 4 1

startdate 20 -3 - 2023 28- 8 - 2023 end date

Important
Meetings

kot [March20
Micterm VI
Green ght a0 ]

Step.
Contextis
chosen

Research

‘ielbeing gosl
aitial mode!
vrelibeing

Test welbeing
moded ang
develop
metrics

Design
wirllbeing
interventions
Measure

el

Conceptusisetion

impact

Analyze survey
resuts

Propose
direction for
new cycle
Showcose
prep for
defense

Paster
it report

Deliverables

For this project, a total of 110 working days are planned with around 10 days of holiday. The reason for extending the
project to 110 instead of 100 is to also take into account a few days of delay due to for instance illness, lack of
productivity and the chair and mentor being unavailable due to summer break. The graduation date will therefore
preferably be around the end of August.

In the weeks before the midterm, the focus will be on literature research to understand well-being itself and how it is
affected in the context. Furthermore, a (theoretical) model of the expected influencing factors on well-being will be
developed and validated through user studies, which will result in metrics for measuring well-being. These outcomes
will be presented during the midterm presentation.

Following this, until the defence, there will be constant ideation on designing interventions and these will be further
developed. These design interventions will be assessed by the users and the impact of these on well-being will be
measured. These results will then be analysed, and the gained insights will be presented during the green light.

Lastly, the deliverables will be finished in the remaining time and a proposal for a future focus will be introduced.

Design
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MOTIVATION AND PERSONAL AMBITIONS

Explain why you set up this project, what competences you want to prove and learn. For example: acquired competences from your
MSc programme, the elective semester, extra-curricular activities (etc.) and point out the competences you have yet developed.
Optionally, describe which personal learning ambitions you explicitly want to address in this project, on top of the learning objectives
of the Graduation Project, such as: in depth knowledge a on specific subject, broadening your competences or experimenting with a
specific tool and/or methodology, ... . Stick to no more than five ambitions.

As my final project | wanted to do something related to well-being since | believe that in my future occupation, the
chances of dealing with this topic will be lower when | focus solely on product development in product design
consultancies. Furthermore, | wanted to use this as an opportunity to understand more about well-being and the way |
myself am dealing with it. In addition, as artificial intelligence is a fast-growing technology, | thought that it would be a
relevant subject to explore. The reason for specifically choosing dating platforms as the context was due to the fact |
noticed people in my surroundings in some way or another also have been affected by the use of such apps.
Therefore, | am interested in diving deeper into this topic and finding out what could be improved.

As an IPD student, | have dealt with several topics from culture, ergonomics and technology to project management.
In most of my projects such as ACD and AED, | had to test with users for a designed interface and enjoyed focusing on
product experience the most. For this project, | would like to improve my user testing skills (possibly through the use
of new methods such as Context Mapping), by facilitating workshops and design with more focus on the user rather
than only the product as | believe that through this | can gain the most insights to create a positive experience. During
my electives, | already gained some expertise in digital product design through the elective eHealth (where the
purpose was to improve an app in a specific design direction), and | am interested in developing this further.

Moreover, | want to broaden my skillset (to the direction of UX/UI designers) by learning a new program such as Figma
or Adobe XD to create interface prototypes. Furthermore, if there is enough space and time, | would like to improve in
prototyping whether it is physical or digital by perhaps learning basic coding in, for instance, Javascript to test out a
small part of the interface or Al algorithm.

FINAL COMMENTS
In case your project brief needs final comments, please add any information you think is relevant.
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Appendix . B: Overview Dating App Features

Profile setup
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Profile verification
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Appendix B: Overview Dating App Features

Swipe screen & App use

¢ tinder wbadoo| Hinge | % haoppn.| Grindr HER
Filters V < V v v 4 v
Swiping/Liking v v v v ¥ v v
Profiles Map
Missed Match V 4
Rewind v v
Lookalikes
Standouts v v
Popularity Meter
Most Compatible
People Nearby v
I'm free to.. (activity)
Share your Mood
Likes Overview v v
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verview Dating App Features

Online interaction
@ tinder wbadoo| Hinge |4 happn |  Grindr
Chatting v v 4 V4 4
Message instantly V

4

Send Compliment

Communities/Group
chats

Events

Match Queue

Ice Breakers

Audio Notes

Video call

Albums
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Appendix C: Workshop - Additional Results

Reasons for dating app use

Socialising, meeting new and more people (to increase their
chances for finding a match), entertainment (out of boredom) and
curiosity were found to be the biggest motivators as seen in the
figure on the right.

Dating app experience

Positive experiences included meeting new people along with the
funny interactions either through chatting or profile elements. In
addition, Some users gained more confidence when they received
positive attention (likes from others) and in some cases ended up
with a long-term (romantic) relationship.

Negative experiences concern worries about how one was
perceived by others, and whether they would come across profiles
of people they know in real life (who do not know the user also
uses dating apps). Other negative situations involved interactions
with other users where they were ghosted, received little or
lacklustre responses or felt incompatible with the profile
recommendations or matches. Overview of the good and bad
experiences can be found on the next page.

Reasons for dating app use

Belonginess

Flirting skills

Travelling

Curiosity

Socialising

Entertainment
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Appendix C: Workshop - Additional Results

Good experiences

Bad experiences

Meeting new people (interesting/exciting) (P1, P4, P7)

Funny interactions (P1, P2, P3) (e.q. opening lines, funny profile
pictures, interesting hobbies)

Gaining confidence from receiving a lot of positive attention (P3,
P6)

No creepy people (P5)

Easy to stop online contact (P6)

Resulted in a good outcome (found a lasting relationship) (P6)
Supports in finding out what you like/dislike/better understanding of
oneself (P6)

Ease of use (go through profiles/using filters) (P6)

Improves understanding of what kind of people use dating apps
(P6)

Resulted in relationships (but never long-term) (P8)

Resulted in (long-term) friendships/relationships (P6, P7, P8)

Need to keep checking messages (P1)

Other users boasting about themselves (P2)

Boring dates (P1)

Finding people you already know (awkward feeling) (P2, P6)
Disturbing content on profiles (e.q. creepy voice prompts, users
without/with little clothing) (P2)

Racist comments (P1)

Realisation of fear for social interactions (P3)

Rejection (P3)

Online harassment (on other platforms) (P3)

Disappointing real-life meetups (different physically and
personality-wise) (P1)

Differing intentions between yourself and others (e.g. wanting a
serious relationship vs. not) (P4)

Ghosting (P4, P7)

Not getting any matches (discouraging) (P4)

Dull conversations, little interactions, difficulty with holding a
proper conversation due to speed in response (P4, P5)

Not experiencing a ‘click’” with a match (P5)

Not finding any interesting people (P6, P7)

Worrying about how other users react on my profile (like or dislike)
(P6)

Wondering about how many other people your match is talking with
(P6)

Unclear tone behind texts (self-doubting) (P6)

Feels forced to buy premium features (P7)

Feelings of guilt from push notifications (P8)

More than 90% of swipes are not matches (P8)
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Appendix C: Workshop - Additional Results

Dating app features linked to well-being (unique & well-being related features)
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Appendix C: Workshop - Additional Results

Possibilities for measuring well-being

Speed of swiping
Interactions with others/negative tone of texting
HP bar based on interactions between two people (decreases
when little interactions, or bad responses/insults)
Choosing emojis during chat
Questions
o “What's on your mind?” when it measures a certain
behaviour (swiping)
Analysing your mood based on questions
o Pop-ups on how a user is feeling, e.g. emojis (or PREMO
chart) or keywords like ‘happy’
m With a reward system to encourage users to answer
the questions
o Catching up: "How did you feel about this person?”—
answer in emojis (once a week?)
m Do you like your matches, are the recommended
profiles users you really want to see?
m  Why did you not continue talking with this
person/How did you like the people you talked to?
o Asking too personal questions might be a turn-off to
users
o Low threshold to conveying user’s feelings
It might feel like that providing information does not
feel rewarding as the app’s purpose is only to
recommend profiles to you

Difference between genders

Women get more likes, men give more likes/are more on
dating apps (more users)
Men really notice the imbalance in gender distribution
In some apps, the women have to send a message first which
can be nice but also provides the men with less control, so
they cannot attempt to win a person over because the other
has to respond first

o “When women initiated, the relationship lasted longer” -

P8

Filter feature was experienced as not nice by men as they felt
it excluded others while women liked the feature due to
convenience

Additional comments

Al causes them to be at the bottom of the stack due to lack of
likes/matches and lack of exposure makes it worse

o Idea: people with similar exposure are shown to each

other

Users like the filter feature
Some users dislike the likes overview (& recent crossings)
P7 liked the profile setup as you can show who you are and
what you like
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Appendix D: Ideation - HMW: Profile Setup
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Appendix D: Ideation - HMW: Filters

How might we modify
'Filters' so that the user
will not exclude other
potential matches/users

How might
we substitute 'Filters' so that
the user will not exclude
other potential
matches/users

How might
we adapt 'Filters' so that the
user will experience more
'relatedness' with other users

a. Copy or move your card here.

b. Brainstorm as many ideas as you can. 1 idea per post-it!
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Appendix D: Ideation - HMW: Swipe Screen

How might we modify
'Swiping' so that the
user will feel assured

on their choices

How might
we adapt 'Swiping' so that
the user will feel more
'relatedness' with other users

T

How might we substitute
the 'Likes overview' so that
the user experience will
more 'positive emotions'

R

a. Copy or move your card here.
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Appendix D: Ideation - HMW: Chatting

a. Copy or move your card here.

b. Brainstorm as many ideas as you can. 1 idea per post-it!
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Appendix D: Ideation - HMW: Swipe Screen

a. Copy or move your card here.

b. Brainstorm as many ideas as you can. 1 idea per post-it!
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Appendix D: Ideation - Concept Ideas
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Appendix E: User
Test

You have been out of the dating scene for a few years and are
currently looking for a serious relationship. While creating your
account, you are not sure what kind of information to include in
your profile and how to convey who you are. Furthermore, you feel
3 bit hesitant to choose pictures that show your interests and
personality, for fear of being judged while at the same time, you
want to stand out from the crowd on the dating app.

While looking through your photo library, you see a feature 'Photo
Suggestions and press on it. The feature shows you your
categorised pictures.

Highlights

You come across the 'Filters' section and want to use the
'Highlights' feature to find potential matches who share similar
interests and values, but more specifically. In addition, you want to
find people who live nearby and are around the same age as you.
When you have adjusted the filters, you start swiping and see the
'‘Highlights' on user profiles.

While swiping, you see highlighted keywords on the user profiles
which include those you put into the filters along with special
keywords (which have a different colour). These highlights indicate
what makes you and the other user unique. These special keywords
were derived from what you filled in your bio, chose to highlight
and the content of your chosen pictures.

Swipe Screen

While swiping a few profiles to the right, you suddenly receive a
pop-up asking you about your reason for liking the previous
profiles. You answer the question and continue swiping thereafter.
After a while, you notice that the recommendations do not align
with your preferences resulting in you swiping many users to the
left. You suddenly get another pop-up, this time asking you about
your satisfaction on the recommended profiles. When indicating
your dissatisfaction to the app, you are directed to the filters again.
This time, you see you have new suggestions for filtering.

Likes Overview

After having swiped through some profiles for a while, you close
the app. During the day, you receive a few notifications from the
dating app. Thinking that you received plenty of likes, you open the
app in excitement only to see that you only received a scarce
amount of likes. You see another pop-up advicing you to adjust
your profile to gain more likes. After making changes to your profile
according to the new suggestions provided, you leave the app for a
while. A few days later, you check your app again and see that the
likes have increased.

Matches Screen/Chats

While swiping, you see one profile that catches your attention and
swipe right. You receive a message that it is @ match. You are
excited to start a conversation with them, but you are not sure
what to say. When you press on their profile icon, the chat opens
along with a pop-up from the app.
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Appendix E: User
Mtﬁons

1. This feature provides me with useful options and choices.
2. With this feature, | can get it to do the things | want it to.
3. This feature feels intrusive. (-)

4. This feature feels controlling. (-)

(In)authenticity
5. With this feature, | express my true self to others.
6. With this feature, | express myself a certain way that others

will like. (-)

Relatedness

7. This feature helps me to form or sustain relationships that are
fulfilling.

8. This feature helps me to feel part of a larger community.
9. This feature makes me feel connected to other people.
10. | don't feel close to other users when using this feature. (-)
11.  This feature doesn’t support meaningful connections to
others. (-)

Competence

12. Learning how to use the app was difficult. (-)
13. | found the interface and controls confusing. (-)
14. It wasn’t easy to use the app. (-)

Desirability

15. | want these features to be integrated in the dating apps |
have used.

16. | think adding these features to existing dating apps would not
be valuable.

Photo & Bio Suggestions

Mean Standard Deviation

1. This feature provides me with 4.4 0.55
useful options and choices.
2. This feature doesn't feel 3.2 1.30
controlling. (-)
3. With this feature, | express my | 4 1.22
true self to others.
4. With this feature, | don't 2.2 1.30
express myself a certain way that
others will like. (-)
5. This feature helps me to feel 2.6 0.89
part of a larger community.
6. This feature makes me feel 3.6 1.14
connected to other people.
7. | feel close to other users when | 3.4 0.89
using this feature. (-)
8. This feature supports 4.2 0.45
meaningful connections to others.
(-)

Highlights

Mean Standard Deviation

9. This feature provides me with 4.2 0.45
useful options and choices.
10. With this feature, | can get it 4 0.71
to do the things | want it to.
11. This feature doesn't feel 4.4 0.55
intrusive. (-)
12. This feature doesn't feel 4 1.00
controlling. (-)
13. This feature helps me to form | 3.8 0.45
or sustain relationships that are
fulfilling.
14. This feature makes me feel 4.2 0.45
connected to other people.
15. | feel close to other users 4 0.71
when using this feature. (-)
16. This feature supports 4.4 0.55
meaningful connections to others.
(-)
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Appendix E: User

Highlights Suggestions

Likes Overview

Mean Standard Deviation Mean Standard Deviation
17. This feature provides me with useful 4 0.71 23. This feature provides me with 3.6 0.55
options and choices. useful options and choices.
18. With this feature, | can get it to do the | 4.2 0.84 24. This feature doesn't feel intrusive. 4 0.00
things | want it to. (-)
19. This feature doesn't feel intrusive. (-) | 4.2 0.45 25. This feature helps me to feel part of | 3.4 0.89
a larger community.
20. This feature doesn't feel controlling. 3.4 1.34 26. This feature makes me feel 3.8 0.45
(-) connected to other people.
21. This feature makes me feel connected | 4 0.71 27. | feel close to other users when 3.2 0.84
to other people. using this feature. (-)
22. This feature supports meaningful 4.4 0.55 28. This feature supports meaningful 3.8 0.45
connections to others. (-) connections to others. (-)
Conversation Starters Overall App Use
Mean Standard Deviation
Mean Standard Deviation
29. This feature provides me with useful 3.6 1.67
options and choices.
37. Learning how to use the app wasn't | 3 1.41
30. This feature doesn't feel intrusive. (-) | 3.6 0.89 difficult. (-)
31. With this feature, | express my true 4.2 0.45 38. | found the interface and controls 3 0.71
self to others. confusing. (-)
32. With this feature, | don't express 3.2 0.84
myself a certain way that others will like.
(-) 39. It wasn’t easy to use the app. (-) 3.6 0.89
33. This feature helps me to form or 3.8 0.84
sustain relationships that are fulfilling.
40. | want these features to be 4.4 0.55
integrated in the dating apps | have
34. This feature makes me feel connected | 4 0.71 used.
to other people.
35. | feel close to other users when using | 4.2 0.84
this feature. (-) 41. | think adding these features to 4.4 0.55
existing dating apps would not be
36. This feature supports meaningful 4.2 0.45 valuable. (-)
connections to others. (-)
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