
Project Summary
I designed an end-to-end iOS all-in-
one budgeting app to optimize the 
budgeting process with 48 mockups 
on Adobe XD.

Responsibilities

• Product Strategy 

• Qualitative and quantitative 
research study 

• Experience design 

• Prototype & usability testing

Research & Experience Design 
for All in One Banking and 
Budgeting App
Company: CareerFoundry

Timeline & Team
5 months start to finish as a solo 
project

Results
I delivered an MVP of the product 
that was ready for development 
along with a style guide for 
supporting and handing off to the 
developers.



Bonnie Lo

BudgetSpend is a mobile and web 
platform designed to connect banking and 
budgeting in one application. 

I noticed an interesting trend in Millennials 
and Gen Z.

PROJECT OVERVIEW

• One of the top 10 things that people share that 
school does not teach us is about saving money. 

• We live in a generation that is obsessed with 
efficiency. Batching tasks is one of the top 
productive skills shared virally on the internet.
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I saw an opportunity to drive efficiency in 
managing and learning finance through tracking 
expenses and budgeting in the same application.

PROJECT SUMMARY
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I completed this 5-month solo remote project from research through 
prototype along with mastering the research and experience design process 
and the design tool: Adobe XD.

PROCESS

Research & 
Discovery

Product 
Strategy

Prototype, Test, 
& Iterate

Experience 
Design

Planned and conducted 
market research, a survey 
and 3 remote 
interviews who are 
Millennials and Gen Z.

Created a 48-screen interactive 
prototype using Adobe XD.  

Conducted remote usability testing with 
5 participants and optimized key parts of 
the user flow that were problematic for 
users. 

Conducted remote design critique with 
6 designers and received feedback on 
design elements. 

Created personas and 
mapped out their user journey 
to focus on their pain points 
and identify opportunities. 

Mapped and designed key user flows 
of onboarding, transferring payments, 
tracking expenses and budgeting. 

MONTH 3MONTH 1 MONTH 2 MONTH 4 MONTH 5
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I performed a UX and competitive analysis to investigate the 
current offerings in the market.

RESEARCH

No options to limit the 
spending

Systems only focus on paying Expense tracking only focuses 
on the linked card transaction.

Research insights

BudgetSpend’s Opportunities 

Notification when spending is 
over a set amount

System focus on pay and save
Receipt scanning to track cash 
or card that is not linked in the 
app expense
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I planned and conducted a survey with 19 participants via 
Google Form and 3 remote interviews to understand their 

financial habits, opportunities, and problems.

RESEARCH

concern security and privacy84 %

want to set a monthly budget 
for online shopping.68 %

prefer to fill in credit card 
information by themselves32 %

concern about the security and privacy of 
banking, and experience with fraud 
transactions

3/3

has experience using an application to track 
expenses and stop after because of 
complexity and confusion with notes

2/3

has experience of impulsive buying 
because of the payment convenience2/3

Survey key results Interview key results
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RESEARCH

The Hypothesis: How might we streamline the 
banking, budgeting, and expense tracking 
processes to make them all-inclusive for a sense 
of accomplishment?

The findings revealed that  

• Budgeting is difficult. Participants believe they must struggle 
with it throughout the process and learn it the hard way.  

• Receipts are challenging to track without a system, which 
causes us to lose track of them.  

• It is also easy to engage in impulsive purchasing behaviour 
due to the convenience of easy payment. 

Why? 

I synthesized the survey and interview results into an 

affinity map. Please visit this link if you are interested in 

the research analysis.
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https://drive.google.com/file/d/1YPrFSjG3Xubq5jyEsyvQrUnM5En41T5x/view?usp=sharing
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Based on the research, I focused on three primary 
BudgetSpend users, Millennials and Gen Z, and built their 

financial habits in the following.

RESEARCH
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RESEARCH
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RESEARCH
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I mapped out each persona on a journey map to focus on their 
pain points and opportunities. 

RESEARCH
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RESEARCH
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RESEARCH
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I identified 3 key features that will help personas eliminate 
friction in transferring payments, tracking expenses and 

budgeting.

PRODUCT STRATEGY
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Before wireframing with the target user stories, I conducted card sorting to validate the 
sitemap. This helped me gain focus and clarity about the users' flow and the application-
based structure.

EXPERIENCE DESIGN
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First, I mapped out the experience of onboarding and how a transaction would 
be transferred in a low-fidelity wireframe.

EXPERIENCE DESIGN
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EXPERIENCE DESIGN

1. Transferring payment from the favourite list

017

1. Users log in to the account 
and select “Pay.”

2. Users choose the person 
who is on the favourite list to 
transfer payment. 

3. Users review the contact 
details and choose to send or 
ask for payment.
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EXPERIENCE DESIGN
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4. Users type the sent 
amount and categorize 
the payment right away.

5. Users select their 
payment method.

6. Users confirm all the 
payment details.

7. A pop-up confirms the 
payment has been sent.

Users who do not know how to categorize can enable smart notes 
to select the relevant keywords.
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Second, I mapped out the experience of how receipt and expenses would be 
tracked.

EXPERIENCE DESIGN
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EXPERIENCE DESIGN
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2. Scanning receipt to track expenses
1. Users want to track 
expenses and go to “Expense.”

2. Users can track expenses by 
scanning receipts.

3. Users choose to track the 
whole receipt or specific items.
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EXPERIENCE DESIGN
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5. Users confirm track expense 
amount and categorize.

6. A pop-up confirms the 
expense has been saved.
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Third, I mapped out the experience of how budget goal would be created and 
saved.

EXPERIENCE DESIGN
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EXPERIENCE DESIGN
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3. Set up a budgeting goal
1. Users set up a budgeting goal. 2. Users note down the product 

amount and categorize it.
3. Users set up notifications to keep 
informed of the progress of savings 
and prevent overspending.
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EXPERIENCE DESIGN
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4. Users confirm the budgeting 
goals and save. 

5. A pop-up confirms the goal 
has been saved.

6. The budgeting goal shows 
under spending goal. 
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PROTOTYPE, TEST, & ITERATE

I created an interactive prototype on Adobe XD. I conducted a series of 
moderate, remote usability testing sessions to assess the learnability and 
convenience of new users interacting with the virtual wallet application for 

the first time on mobile.
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After testings with 6 participants, I summarized the result with an affinity map and 
rainbow spreadsheet with comments and suggestions. It helps prioritize the urgent 
errors and features to refine the design.

PROTOTYPE, TEST, & ITERATE
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PROTOTYPE, TEST, & ITERATE

Clarification with titles 
• I added titles under all icons to eliminate users' 

hesitation about each action and confusion.

Before After

1. Confusion with icons and sections 
• 6/6 Participants hesitate to select the "send icon." One 

participant mentioned lacking titles made him need to 
guess what the numbers and graphics represent.
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PROTOTYPE, TEST, & ITERATE

Renaming sections to “Budget” and 
“Wishlist” 
• I renamed "saving goal" and "spending goal" to 

"Budget" and "Wishlist" to avoid confusion.

Before After

2. Confusion with saving and spending goals 
• 6/6 Participants are confused and not sure what the 

difference is. 
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PROTOTYPE, TEST, & ITERATE

Showing the relevant notification choices 
• I combined the notification section with the 

details screen so that users could quickly 
manage their actions. In addition, I only included 
relevant notification options.

Before After

3. Overwhelming notification settings 
• 3/6 Participants thought they would just skip. One of 

the participants mentioned he would like to receive it 
when the budget is reached.
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PROTOTYPE, TEST, & ITERATE

A/B testing insights 
• Surprisingly, 88% of participants preferred Option A. 
• In the onboarding trend, I would think that the social media 

sign-up list is more straightforward for users to sign up. 
• However, most participants prefer option A since it is a 

budgeting app, and users will be more careful with their 
account information registration.

To dig deeper into users' preferences on design, I 
performed an A/B Testing through UsabilityHub. The 
preference test aims to understand which design users 
prefer to create an account.

030



Bonnie Lo

PROTOTYPE, TEST, & ITERATE

I asked 6 designers for feedback to keep iterating and achieve a better design.
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PROTOTYPE, TEST, & ITERATE

I narrowed it down to three aspects to 
focus on redefining after summarizing 
all comments and feedback.

Minimizing the use of colors

Increasing the size of the font, 
spacing, and call-to-action 
icons

Adding gestures and current 
trend elements
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I increased the font size and added swipe gesture features to allow users to quickly 
swipe left or right to take action and make it easy to navigate.

PROTOTYPE, TEST, & ITERATE
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1. Users swipe to the left for unpin and pinning the 
ongoing budget item to stay on the top of the list

2. Users swipe to the right for editing, setting alert, 
and delete the ongoing budget on the home screen.
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PROTOTYPE, TEST, & ITERATE
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I integrated a modal for the pay feature and a glassmorphic design for the welcome card on the 
home screen. Users can quickly minimize the modal by swiping down and continue to search for 
information in other tabs.

1. Users click “Pay” to open 
up the modal

2. Users choose stored card 
to make payment

3. Users minimize modal for 
swiping down.
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Delivered an MVP of the product that is 
ready for development along with a 
style guide for supporting and handing 
off to the developers and other designers 
to rebuild or redesign.

PROTOTYPE, TEST, & ITERATE
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A better design can only be achieved through 
continuous iteration, but I must learn how to make 
my own judgments based on the research findings 

rather than following everyone else's feedback.

OUTCOMES & LESSONS

What’s next? 

• Conduct usability testing to validate that the UI elements 
will not affect the user experience 

• Integrating a virtual card system 

• Integrating In-app communication and status state on the 
favourite list

What I Learned

• Focus on the problem and process 

• Keep asking why for each steps 

• Take the time to research 
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