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13 A - AI Declaration Final Prototype
A.1 Development Process
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A.2 Example from prompt to Lovable output
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Researcher: Joppe Roorda
Interviewee: x
Goal: Explore how user customization and malleable software can be integrated in digital products.

Introduction (2–3 min)
•	 Could you tell me a bit about your role within D&DP and types of projects you usually work on?
•	 How long have you been working at Song?
•	 Introduction of thesis

Future of User Customization (6–7 min)
•	 How do you see user customization evolving in the next 1-5 years?
•	 What kinds of customization do you think users will find most valuable in the future (layout, 

automation, content control, data management or something else)?
•	 How do you think emerging technologies like AI or adaptive systems will influence customization 

and user agency?

Promising Use Cases (6–7 min)
•	 Which product areas do you think hold the most potential for deeper user customization? (e.g., 

mobile banking, productivity tools, retail, social platforms)
•	 Could you share an example of a product or situation where giving users more control could 

meaningfully improve their experience or engagement?

User Needs & Behaviors (5–6 min)
•	 From your experience, what motivates users to customize; is it efficiency, self-expression, 

accessibility or something else?
•	 Do you think most users actually use customization options when they’re available or do they 

stick with defaults? An why?

Barriers & Design Constraints (5–6 min)
•	 What are the biggest challenges in making digital products more malleable (technically, 

organizationally or from a design perspective)?
•	 How can designers balance user flexibility with maintaining a coherent, brand-consistent 

experience?

Wrap-Up (2–3 min)
•	 If you imagine an ideal future app, how much control would users have over how it looks and 

behaves?
•	 Are there any other projects or people I should look into who are exploring similar ideas?

B - General Research Discussion Guide
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C.1 Notes Exploratory Interviews

C - Results Exploratory Interviews
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C.2 - Coding Exploratory Interviews
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D - Clustering Contextual Research
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E - Interaction Principle Cards



Appendix E | 110



Appendix F | 111

F.1 Market Analysis

F - Exploring & Ideating
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F.2 Storyboard
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G - Synthetic User Interviews
G.1 Interview Guide

Intro (3 min)
1.	 Dit is een interview die gaat over het regelen van jouw financiën
2.	 Hoe zou jij jouw relatie met geld omschrijven? (Impulsief? Ben je er mee bezig? Geen zin om 

naar om te kijken?)
3.	 Wat betekent ‘financiën’ voor jou? Waar denk jij vooral aan bij financiën?

Dagelijks gedrag & routines (5 min)
1.	 Hoe regel jij je geldzaken op een gewone weekdag?

a.	 Welke apps gebruik je? Hoe vaak check je ze?
b.	 Wat doe je er precies mee?

2.	 Wanneer denk je actief na over geld?
a.	 Wat zijn triggers of momenten dat je over geld nadenkt?

3.	 Zijn er momenten dat je het juist negeert?
a.	 Waarom? Te druk? Stress? Geen zin?

Sociale context (3 min)
1.	 Waar praat je met vrienden over als het om geld gaat?
2.	 Met wie praat je er vooral over en waarom?

Uitgaven (3 min)
1.	 Waar geef je vooral geld aan uit? (En jouw vrienden?)
2.	 En ben je veel bezig met sparen, investeren of het plannen van financiën?

Zorgen & uitdagingen (4 min)
1.	 Wat vind je lastig aan geldzaken op dit moment?

a.	 Sparen? Overzicht? Discipline? Plannen? Onverwachte kosten?
2.	 Zijn er dingen waar je je zorgen over maakt voor de toekomst?

a.	 Wonen, studieschuld, inkomen, sparen, inflatie
3.	 Zijn er dingen die regelmatig misgaan met je geld?

a.	 (Impulsieve aankopen, te laat betalen, geen overzicht, etc.)
4.	 Wat zou je het liefst willen veranderen aan hoe je nu met geld omgaat?

Ervaring met financiële apps/tools (4 min)
1.	 Welke apps gebruik je voor je geld? En waarom juist deze?
2.	 Zijn er bepaalde aspecten die je onhandig of irritant vindt aan deze apps?
3.	 Welke features mis je echt?
4.	 Hoe zou jouw ideale financiële app eruitzien?

a.	 Visueel? coachend? gepersonaliseerd? alleen essentials?

Afronding (1 min)
1.	 Is er iets wat je nog kwijt wilt over geld, apps of stress die je ermee ervaart?
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G.2 Results Synthetic User Interviews
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H.1 Description

Ik wil graag begrijpen hoe jij omgaat met jouw financiën. Kun jij 5 dagen een dagboek bijhouden 
die inzicht geeft in jouw dagelijkse routine met betrekking tot financiële interacties? Dit houdt in 
het openen van jouw mobiel bankieren app of andere apps die te maken hebben met financiën 
zoals investeringsplatformen of spaaraccounts etc. 

De opdracht is als volgt:
•	 Noteer elke keer wanneer je een financiële app opent en omschrijf je emotie die je op dat 

moment voelt met de reden.
•	 Beschrijf momenten waarop je financiële apps opent en waarom je op dat moment de app 

opent en waarvoor je het gebruikt.
•	 Schrijf het op als je iets zou willen aanpassen tijdens het gebruik van de financiële app.
•	 Maak screenshots van niet-financiële apps waarvan je de interface/layout geweldig vindt 

(mogen ook widgets zijn). Noteer wat je hiervan zou willen meenemen naar financiële apps en 
waarom.

H.2 Input Diaries

H - Diary Study
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I.1 First Low-Fidelity Prototype

I - Low-Fidelity Prototype
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I.2 Testing Plan

Lo-fi interface prototyping
Testing plan

Intro we tell the user
“Thanks for participating in our device test.
What you do can’t be wrong: we test the interface, not you.
Please think out loud.”

Imagine you: 

[have an impulsive and stressful relationship with money. It looks like your money disappears as 
fast as you receive it. You really like doing spontaneous activities, which also cost a lot of money. 
Some expenses are probably expensive, like subscriptions, tickets for parties, clothing and holidays. 
However, you don’t really know what all your expenses are every month and why it continuously 
looks like you don’t have any money left. 

You use your mobile banking app daily. A problem with your banking app is that it is difficult to get a 
personalized overview of your expenses. This does not help with understanding why you don’t have 
any money left every month. Also, you cannot customize this mobile banking app tailored to your 
needs currently. 

The lo-fi interface cards represent a new mobile banking app. Try to use it and please think out loud 
when you are using the lo-fi interface cards. Pick the cards one-by-one and describe how you would 
use the app.]

Data collection
What was clear, unclear?
….

What did the user do well, wrong, …?
….

What did (s)he think and say?
…

What else?
..

Suggestions for improvement
1.	 …
2.	 …
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I.3 Set-up First Testing Round
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I.4 Annotated Prototype
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I.5 Iteration Low-Fidelity Prototype



Appendix I | 124



Appendix I | 125



Appendix I | 126



Appendix I | 127

I.6 Insights Low-Fidelity User Testing
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J - Mid-Fidelity Prototype
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K.1 Miro Board Hackathon

K - Co-Creation Session
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K.2 Persona Hackathon



Appendix K | 133

K.3 Pictures Hackathon
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K.4 Prototype Development Hackathon

Ideation - Team: Balance User Customization
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Prompt created for Lovable - Team: Balance User Customization

Project overview 
Project name: Trackie 

Goal: Design a malleable banking app extension for Gen Z that helps users understand and gently 
shape their spending behavior, similar to an activity tracker, without judgment or heavy budgeting. 

Context: This is a hackathon prototype, imagining full access to banking data. The product lives 
inside an existing banking app as a widget + contextual pop-ups. 

Target user 
Persona: Noa Jansen 
•	 20 years old 
•	 Student + freelance income 
•	 Lives in Amsterdam 
•	 Feels stressed about money but also spends impulsively 
•	 Uses multiple finance apps (banking, investing, split payments) 

User needs: 
•	 More grip & control 
•	 Stress reduction 
•	 Transparency 
•	 Gentle guidance, not rules 

Design principles (IMPORTANT) 
Design according to Balance User Customization: 
•	 The system adapts incrementally 
•	 The user always has final say 
•	 No sudden changes 
•	 No hard limits or shame-based feedback 

Think: calm coach, not strict accountant. 

Tone & vibe 
•	 Calm 
•	 Friendly 
•	 Non-judgmental 
•	 Minimal 
•	 Slightly playful (Gen Z friendly) 
•	 Feels like a wellbeing tool, not a finance tool 

Structure to build 
Create the following screens/components: 
1.	 Onboarding pop-up 
2.	 Short questionnaire 
3.	 Home widget (collapsed) 
4.	 Widget expanded view 
5.	 Contextual pop-ups 

a.	 Before online payments 
b.	 After physical payments 

6.	 Deep-dive “patterns” screen 
7.	 Customization screen (“Tune Trackie”) 
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Core metaphor 
Use an activity tracker metaphor: 
•	 Rings 
•	 Daily progress 
•	 Patterns over time 
•	 “Moments” instead of “mistakes” 
•	 Avoid: Budgets Red warning colors 
•	 Guilt language 

Visual style 
•	 Soft gradients (purple / blue) 
•	 Rounded cards 
•	 Clear white space 
•	 Simple icons 
•	 No dense charts 

Rules 
•	 No more than one suggestion at a time 
•	 All nudges must be dismissible 
•	 Language must never imply failure 
•	 Adaptation happens slowly over time 

BUILD STEP 1 — ONBOARDING & QUESTIONNAIRE 
Screen: Small modal pop-up 
Copy: “Hey 👋 Want a  lightweight way to keep track of your money habits — without spreadsheets?” 
Buttons: “Let’s try it” “Maybe later” 

Questionnaire (5 swipe questions) 
Design as cards, one question per screen. 
Questions: 
•	 “What stresses you most about money right now?” 
•	 “How hands-on do you want Trackie to be?” Chill / Medium / Active 
•	 “What do you want to improve first?” Awareness / Control / Future 
•	 “When should Trackie check in?” Before spending / After spending / Daily 
•	 “Pick your vibe” Coach / Neutral / Playful Store answers as preferences, not rules. 

BUILD STEP 2 — HOME WIDGET (DEFAULT STATE) 
Widget name: “Today’s Balance” 
Layout: Circular activity rings 
•	 Awareness ring 
•	 Control ring 
•	 Future ring 

Short supportive text below 
Example copy: “You’re on track today 👍” 
Interactions: 
•	 Tap expanded widget 
•	 Long press customization 

BUILD STEP 3 — EXPANDED WIDGET 
Section 1: “Today in motion” “€34 spent today” “2 spontaneous moments” “1 conscious choice” 
Section 2: Gentle insight 
Example: “Spending usually peaks for you in the afternoon ☕ Want Trackie to keep an eye on this?” 
Buttons: “Yes, gently” “No thanks” 
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BUILD STEP 4 — CONTEXTUAL POP-UPS 
A. Before online payment 
Small, non-blocking pop-up. 
Copy: “Quick check 👀 This fits your ‘fun spending’ today — all good?” 
Buttons: Continue Adjust today Don’t ask again today 

B. After physical spending 
Copy: “Was this planned or spontaneous?” 
Buttons: Planned Spontaneous Use this to train the system, not to judge. 

BUILD STEP 5 — DEEP-DIVE: “Your Patterns” 
This is optional, not forced. 
Sections: 
-	 Spending rhythm (time-based) 
-	 Impulse moments (visual clusters) 
-	 What helps you most (based on past nudges) 
-	 End with: “Want to tweak what Trackie focuses on?” 

BUILD STEP 6 — CUSTOMIZATION (KEY PRINCIPLE) 
Screen name: “Tune Trackie” 
Use sliders, not toggles. 
Controls: 
-	 Nudge frequency 
-	 Focus area 
-	 Widget style 
-	 Rings Bars 

Single score Message: “Trackie adjusts slowly — you’re always in control.” 
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Outcome - Team: Balance User Customization
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Ideation - Team: Navigation in Interface
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Prompt created for Lovable - Team: Navigation in Interface

Adaptive Gen Z Financial App with Preference-Based Onboarding
Create an adaptive digital financial product for Generation Z that improves financial wellbeing 
using malleable software principles.
The app is designed for Noa Jansen, a 20-year-old student in Amsterdam with student loans and 
fluctuating freelance income. She experiences financial stress, impulsive spending, and uses 
multiple financial apps.
The product should balance system-driven adaptation and user-driven customization, starting 
from onboarding, where Noa teaches the app how she wants to be supported.

🎯 Product Scope
•	 Type: Mobile financial / mobile banking app
•	 Market: Netherlands
•	 Language: English
•	 Audience: Gen Z (18–25)
•	 Goal: Reduce stress, increase control, transparency, and learning

🧠 Core Concept: Malleable Interface
The interface adapts with the user, not to the user.
•	 System adapts based on behavior and context
•	 User controls priorities, tone, and strictness
•	 All adaptations are visible, explainable, and reversible

🚀 Onboarding: Learning Noa’s Preferences (Key Requirement)
Design an onboarding flow that:
•	 Feels short, human, and non-intrusive
•	 Clearly explains why questions are being asked
•	 Lets Noa define how the app should behave

Onboarding should capture:
•	 Financial goals (e.g. stability, saving, investing, stress reduction)
•	 Spending comfort level (hands-off → supportive → strict)
•	 Preferred tone (silent, calm coach, proactive companion)
•	 What causes stress (low balance, subscriptions, social spending)
•	 Willingness to receive nudges and learning tips
•	 What she wants visible on her home screen

Onboarding outcome:
•	 Creates an initial adaptive dashboard setup
•	 Sets default nudge intensity
•	 Establishes trust through transparency
•	 Makes Noa feel in control from the start

📱 Required Screens & Features
1. Adaptive Home Dashboard
•	 Large balance
•	 “Available today” and “Safe to spend”
•	 Quick actions: Pay, Request, iDEAL, Freeze
•	 Modular blocks that adapt and can be manually rearranged

2. Spending Awareness
•	 Gentle, contextual nudges
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•	 Future impact previews
•	 User-adjustable strictness

3. Payments & iDEAL
•	 Fast, low-friction flow
•	 Spending impact preview before confirmation
•	 Swipe/tap to confirm

4. SCA / Security
•	 Calm bottom-sheet confirmation
•	 Biometric or PIN

5. Insights & Learning
•	 Monthly overview
•	 Subscriptions
•	 Social spending
•	 Short, adaptive learning cards based on onboarding preferences

6. Financial Companion Mode
•	 Optional conversational interface
•	 Explains trends and choices
•	 Tone based on onboarding selection

7. Cards & Controls
•	 Virtual card
•	 Freeze/unfreeze
•	 Adjustable spending limits with overrides

8. Profile & Transparency
•	 IBAN
•	 Fees
•	 Student loan context
•	 Deposit guarantee (€100,000)
•	 Easy support and exit

🎨 Visual & Interaction Style
•	 Dark-mode first
•	 Calm, modern, Gen Z-friendly
•	 Soft neumorphism + glassmorphism
•	 Smooth transitions
•	 Conversational, supportive microcopy

🧠 Overall Experience
•	 The user is onboarded into control, not surveillance
•	 Adaptation feels earned, not imposed
•	 The app grows smarter because Noa teaches it how to help her
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Outcome - Team: Navigation in Interface
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Ideation - Team: Easy & Conversational Interaction
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Prompt created for Lovable - Team: Easy & Conversational Interaction

Part 1: App Structure & Screens
 
Based on the sticky notes, here are the four core screens you need:

1. The “Pulse” Home Screen (Dashboard)

Goal: Instant clarity on “How much can I spend right now?” (The “Noa struggles to get a clear 
overview” solver).

Key UI Elements: 

•	 “Safe to Spend” Indicator: A large, friendly number (not total balance, but 
disposable daily/weekly allowance). https://cdn.dribbble.com/userupload/45393567/
file/244d56bd8b182d378f9fe4f9ba4ec4ba.jpg?resize=752x&…

•	 Visual “Potjes” (Jars): Small cards for categories (Groceries, Social, Rent).
•	 Feed: A simple timeline of recent transactions and splits.
 
2. The Context Mode (The “Retail/Restaurant” Scenario)
 
Goal: This triggers when the user enters a specific location (Store/Restaurant).
 
Key UI Elements:
•	 Location Card: “I see you are at De Pijp Bar.”
•	 Budget Advice: “You have €45 left in your ‘Social’ jar for this week.”
•	 Action Button: Big button for “I’m paying now.”
 
3. The “Split It” Screen (Social Finance)
 
Goal: Painless bill splitting (The “painpoint: uit eten en op dat splitsen” solver).
 
Key UI Elements:
•	 Conversational Input: A chat interface where you can say “Split the bill at De Pijp with Sophie 

and Mark.”
•	 Tap to Share: Uses NFC or a QR code to instantly send split requests (Tikkie integration style).
 
4. The Assistant/Chat Overlay
 
Goal: Easy interaction (Speech/Text).
 
Key UI Elements:
•	 A floating action button (FAB) that opens a voice/text interface to ask, “Can I afford these 

sneakers?” or “Move €20 from Savings to Groceries.”
 
Part 2: The Vibe Coding Prompt
 
Copy and paste the text below into your AI coding tool.
 
System/Role: Expert Product Designer & Frontend Engineer (React Native/Expo or Next.js Mobile).
 
Context: We are building a mobile web app prototype called “Ole”. It is a financial companion for 
Gen Z students in Amsterdam. The vibe is “Financial duality”: it needs to be serious enough to trust 
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with money, but playful, impulsive, and social enough for a 20-year-old student.
 
Design Aesthetic (The Vibe):
 
Style: Neo-Brutalism meets Soft UI. Big bold typography, high contrast, but with rounded, friendly 
corners.
 
Palette: Background off-white/cream. Primary accents in “Gen Z Purple” and “Acid Green” (for 
money/positive actions). Warning states in soft coral.
 
Interaction: Highly conversational and card-based.
 
Font: Inter or Space Grotesk (clean but trendy).
 
Requirements - Please build a prototype with these 3 specific views:
 
1. The “Contextual Home” View:
•	 At the top, display a “Safe to Spend” number for the day (e.g., “€18.50”).
•	 Below that, show a “Location Detected” card (simulate that the user is at a restaurant called 

“Mama Kelly”).
•	 Inside this card, show a notification: “You have €60 left in your ‘Eating Out’ Potje (Jar).”
•	 Include a prominent button: “Pay & Split.”

2. The “Smart Split” Modal:
•	 When “Pay & Split” is clicked, open a sheet.
•	 Show the total estimated amount (e.g., €80).
•	 Show a conversational input field: “Who is eating with you?”
•	 Display a list of “Recent Friends” (Sophie, Bram, Eva) as tappable avatars to instantly split the 

bill.
•	 Show a final calculation: “You pay €20, requesting €20 from Sophie, Bram, and Eva.”
 
3. The “Conversational” Tab:
•	 A chat interface where the user (Noa) is asking the AI finance assistant.
•	 User message: “Can I buy these shoes?”
•	 AI Response: “That depends. You’re tight on rent, but if you skip drinks on Friday, you can afford 

them.”
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Outcome - Team: Easy & Conversational Interaction
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L - Assessment List of Requirements
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M.1 20-year-old student

M - Personas
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M.2 17-year-old pupil



Appendix M | 150

M.3 26-year-old freelancer
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N - Example Iteration Process
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O - Project Brief
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