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The Eerlijke Geldwijzer evaluates banks 
based on the following themes

 Animal welfare: Policies regarding animal 
rights and welfare

 Taxes: Transparency and responsibility 
in tax policies

 Gender equality: Policies promoting 
equality between men and women

 Climate change: Efforts to combat 
climate change

 Human rights: Respecting and promoting 
human rights

 Nature: Protection of biodiversity and 
ecosystems

 Weapons: Investments in or exclusion of 
the arms industry.



These themes are assessed at both the 
policy level and in terms of practical 
implementation.



The Good Shopping Guide evaluates banks 
on their ethical impact on people, animals, 
and the environment, using criteria such as

 Environmental report: Availability and 
quality of environmental reporting

 Environmental destruction: Involvement 
in environmentally destructive activities

 Carbon disclosure & reduction targets: 
Transparency and targets for CO₂ 
reduction

 Irresponsible lending: Financing of 
controversial or harmful industries

 Political donations: Donations to political 
parties or campaigns

 Responsible investment Policy: Policies 
for ethical and responsible investments

 Mutual status: The bank's structure and 
ownership model

 Other criticisms: Other ethical issues 
and controversies.


Appendix A

In 2025, significant changes are expected in 
the physical presence of banks. According 
to a recent article on Banken.nl, Volksbank 
(the parent company of SNS and Regiobank) 
plans to close nearly 300 branches as part 
of a reorganization.

(Binks, 2024)



The history of the creditcard

If you were a shopkeeper, you’d only trust 
someone you knew personally to repay a 
debt—a simple system in small 
communities. But as cities grew, it became 
impractical for large stores to recognize 
every customer. To solve this, retailers 
began issuing tokens to trusted customers, 
including coins, key-rings, and, in 1928, 
"charga-plates" resembling dog tags. 
(Harford, 2017) This was the beginning of 
the creditcard.



In 1950, the Diners Club card became the 
first widely-used charge card, inspired 
when founder Frank McNamara forgot his 
wallet during a meal. Together with partner 
Ralph Schneider, they launched the Diners 
Club card, allowing cardholders to charge 
meals at participating restaurants. The 
restaurants would then send the bill to 
Diners Club, which would pay the restaurant 
and take a small commission. Cardholders 
had to pay their balance in full each month. 
By the end of its first year, Diners Club had 
expanded to 40,000 members across major 
U.S. cities. In the 1950s then came the 
American Express charge card, and credit 
cards set up by banks. 

But BankAmericard (now Visa) and Master 
Charge (now MasterCard) faced a challenge 
in the adoption of the creditcard: retailers 
were unwilling to accept the cards without 
strong consumer demand, while many 
customers weren’t interested in signing up 
unless a large number of retailers accepted 
them. 



Until Bank of America’s Fresno Drop in 1958, 
where 60,000 unsolicited credit cards were 
mailed to consumers, stimulating 
widespread use of creditcards. 



However, having easy, impersonal access to 
credit affects our psychology. Consumers 
can borrow and spend more freely, often 
without realizing the long-term financial 
risks, such as high-interest debt. Research 
shows that credit cards encourage people 
to spend more than they would with cash. 
This is called the credit card effect: credit 
cards increase spending behaviour as 
measured by the willingness to pay (WTP) 
or basket value. (Liu & Dewitte, 2021). 

Appendix B



The first session focused on the broader 
picture: the future. The goal of this game is 
to immerse participants in a creative 
exploration of future possibilities, helping 
them create their visions of the future while 
drawing on their personal experiences and 
values. Prior to the group session, 
participants went through the sensitizing 
phase. By the time the session started, 
participants were well-prepared but 
maintained an open mind. To facilitate this, 
a set of homework exercises were given

 Activity 1: Then opposite day

Participants identify something that 
frustrates them today, then imagine a future 
where the opposite is true. They describe 
what that future looks and feels like.  
(Carey, 2024

 Activity 2: More of / less of

Participants reflect on what exists in excess 
today that there will be less of in an ideal 
future, and conversely, what is lacking 
today that there will be more of in the 
future. This exercise draws inspiration from 
the Three Horizons framework (Sharpe et al. 
2016), simplified to encourage broader 
thinking.

 Activity 3: Everyday Experiences

In their envisioned better future, 
participants are asked to imagine new 
societal elements that have emerged.  
These could include new roles, jobs, rituals, 
institutions, policies, communities, or even 
myths, wars, and relationships. (Carey, 
2024)



These exercises lay the groundwork for the 
creative session, called “The future is in the 
air”.
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Appendix E

A set of homework exercises was given before the in-depth interview

 Tell me about yourself!: This exercise serves as a warm-up, helping participants get 
comfortable sharing information and familiarising themselves with FigJam. 




 Money diary: First, the participant is asked to describe steps that occurred when spending 
or receiving money. This forms ‘the layer of facts’. When that has been done, I asked to 
explain which of these activities they enjoyed or hated, forming a layer of valence. In the 
third step, the participant is asked to indicate why he or she had that feeling. Their 
explanations about why reveal the layer of needs and values. (Sanders & Stappers, 2012)



 Expense timeline: A timeline is a common sensitising exercise. I asked the participants to 
choose a large or meaningful expense from the past three months (e.g., buying a phone, 
paying rent, booking a trip). They had to create a timeline of events leading up to the 
purchase and afterward and include when they first thought about the expense, steps they 
took to decide on the purchase (e.g., research, comparison, saving up), the day of the 
transaction and any follow-up actions. 


 Cost of convenience: A global study by Accenture shows that 58% of Gen Z from thirteen 
different countries are willing to pay a few extra euros for one-hour delivery. (Accenture, 
2017) I wanted to have a deeper understanding of situations where Gen Z choose 
convenience over control or cost. 



 Your savings patterns: Finally, I wanted to explore the saving behaviour through some in-
depth questions about this topic. This includes information about the methods they use, 
specific saving goals, the feeling of control and other factors that influence saving. 
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Come up with a plausible future of power

The preferable future of money 
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The preferable future of community

The probable future of communication



The plausible future of technology The probable future of nature

Possible

Plausible

Probable

Preferable



The goal of a pilot session is to test the 
game in a smaller setting to identify what 
works well and what might need 
improvement. It helps refine the structure, 
instructions, and flow of the game before 
running it with the actual participants, 
ensuring a smoother and more effective 
experience.



In the pilot session, I gave participants 
tasks without using the Futures Cone 
model. (Vores, 2017) This meant that the 
participants could imagine any future 
scenario, without being guided by 
categories. After envisioning futures,I asked 
them to place their ideas in the Futures 
Cone. However, during the pilot, it became 
clear that participants felt a bit lost without  
guidance. Having all of the possible futures 
open to them was overwhelming, as they 
felt they had too many options to choose 
from. They needed more structure to focus 
their ideas.

For the main sessions, I decided to provide 
more guidance by narrowing down the 
options and incorporating a specific task 
using the futures cone. I removed the 
"possible" category from the tasks, leaving 
only the probable, plausible and preferable 
futures. This approach helped participants 
focus on futures they find more likely or 
realistic, which is more relevant to my 
research.


I also tested whether the game should be 
played as a physical version (with printed 
cards) or a digital one (using FigJam). To 
compare, one participant used the physical 
cards, while the other used the digital 
format. The results showed that maintaining 
an overview was challenging with the 
physical cards, whereas the digital version 
allowed for easy scrolling and better 
overview.



The randomness of picking physical cards 
could lead to surprising future scenarios, 
but since my research aims to uncover the 
futures that Gen Z truly envisions, the 
structured and clear overview provided by 
the digital format aligns better with my 
goals.
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Social context factors



Social context factors Economic context factors



Economic context factors



Economic context factors



Environmental context factors



Technological context factors



Cultural context factors



Political context factors



Demographic context factors
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Chapter Artificial Intelligence used

1 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

2 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

3 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

4 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

5 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

ChatGPT to support me with coding themes

GoodTape.io to transcribe recordings

MidJourney to visualize the envisioned futures during 
the game

6 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

7 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

ChatGPT to support me with coming up with clusters 
and axes

Midjourney to visualize the four future scenarios

8 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

GoodTape.io to transcribe recordings

9 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

10 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences

11 ChatGPT to rephrase sentences and check grammar

ChatGPT to translate sentences
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