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Let's look at what we will learn today. 

Through Session 5, we defined the problem, understood our users, designed the screens, and crafted our 

final prompt. However, a prompt is just a blueprint. Just as an architect's work isn't done when the 

blueprints are drawn, MindWell’s true creation begins now. Today, we will transform that prompt into an 

actual web app, refine it through iterative testing and safety checks, and compile our journey into a 

comprehensive Web App Development Plan. 

1) Integrate data storage into MindWell using Google Apps Script. 

2) Evaluate Version 1 against three core criteria and enhance it with Remix. 

3) Identify real-world usability issues through hands-on user testing. 

4) Conduct essential safety checks, including crisis response, disclaimers, and privacy protocols. 

5) Consolidate all results into a final Web App Development Plan.< Session 6 Lecture Video > 

▶ Video Link: http://edu.e-icon.or.kr/courses/b03a7655-8fd1-4a34-8559-838e9e439b3f/lessons/5277c004-a2fd-4da9-bbb5-
c738003c2ab9 

 



 

 

 

Hello, everyone. We've finally reached the last session — Session 6. Up until last session, we wrote our 

prompt. But writing the prompt isn't the finish line. Just as an architect drawing a blueprint doesn't mean the 

building is complete, the prompt for MindWell is only the blueprint. 

The real completion starts now. Today we'll take that prompt and actually build it, then refine it through 

iteration, testing, and a safety review — until it's ready to share with a friend. We'll follow these five steps in 

order to complete MindWell. 

 



 

First, let's briefly recap what we've done to get here. 

In Session 1, we learned about the UN's Sustainable Development Goals (SDGs) and decided to focus on SDG 

3: Good Health and Well-being. In Session 2, we explored the factors related to teenage mental health. 

In Session 3, we defined the value MindWell would deliver—logging emotions, analyzing them, and receiving 

card-based feedback. In Session 4, we designed the three-screen structure: Home, Input, and Result. In 

Session 5, we applied the five prompt principles to write our complete prompt. 

Today, we'll turn that prompt into an actual web app and polish it into something safer and more usable. 

 

 

Today's lesson is structured in five steps. For each step, we'll look at why it's needed, how to do it, and what 

the outcome is. It's important not to skip a single step. 

First, STEP 1 is connecting a data store. We'll connect Google Apps Script so users' records can be saved. 

Second, STEP 2 is improvement. Rather than starting from scratch, we'll use Remix to edit only what needs 

changing and create Prototype v2. 



Third, STEP 3 is testing. We'll check whether someone who's never seen the app can use it — not just 

whether it looks good to us. 

Fourth, STEP 4 is the safety check. We'll make sure the crisis guidance, disclaimer, and privacy notice are 

properly included. 

Finally, STEP 5 is writing the application. We'll organize everything we've built into a web app development 

proposal. 

 

 

Now for the first step — connecting the data store. We'll keep the screens we built in Session 5 exactly as 

they are and add the ability to save data. Send Gemini this request: " Use Google Apps Script to connect and 

save data to Google Sheets." 

One thing to mention in advance: your Gemini screen may look slightly different from the instructor's. 

Button names or guidance steps may vary a little, so just follow the flow Gemini provides. 

When connecting the data store, Gemini may ask for permission. We'll create a spreadsheet in Google Drive 

and connect it so MindWell's records are saved to that sheet. 

 



 

First, go to Google Drive. In Google Drive, create a new Google Sheet. 

This sheet will be the space where MindWell's data is stored. When a user logs an emotion, that entry will be 

saved to this sheet. After creating the sheet, click Extensions in the top menu and select Apps Script. 

Creating the Google Sheet alone doesn't automatically connect the save function. You need to open the 

Apps Script window so you can paste in the save code Gemini provides. 

 

 

Now we'll copy the script Gemini provided and paste it in. In the Gemini chat window, click the button that 

says "Copy Google Apps Script." This copies the code for the save function. Paste the copied script into the 

Apps Script window you just opened. 

But we're not done yet. Just pasting it doesn't make it available in the MindWell app. After pasting the script, 

you must go through the deployment process. We'll handle that in the next step. 

 



 

Once you've pasted the Apps Script, it's time to deploy. Click the “Deploy” button in the upper right. Then 

select “New Deployment”.You must select “New Deployment” here. Simply saving or clicking the Run button 

won't make this script available to the MindWell app. To save MindWell's data to Google Sheets, the Apps 

Script needs to be deployed in a form that can be accessed externally. 

 

When the deployment settings screen appears, type "Mind App Connection" in the description field. Execute 

as should be set to Me. This ensures that the script I created can save data to my Google Sheet. 

For access, select Anyone. This setting ensures the save function works when someone else opens MindWell. 

Once you've completed the permission settings, click “Deploy”. If a Google authorization screen appears, 

follow the steps Gemini guides you through to approve. 



 

When deployment is complete, a long URL is generated. This URL is the address that connects the MindWell 

app to your Google Sheet — think of it as the channel through which the app sends data to the sheet. Copy 

this URL. Then, in the MindWell Preview window in Gemini, switch to the Code view. 

Find the part in the code that says scriptUrl, and paste the URL you just copied. If even one character of the 

URL is missing, the save function may not work — so make sure the entire address is entered correctly. The 

main flow of connecting the data store is now complete. 

 

 

Now that the data store is connected, let's evaluate Version 1. Evaluation isn't about "good" or "bad" — it's 

time to look at "what's different." We'll use three criteria. 

First is Intended Design. Check whether the three-screen structure I wanted is there, whether the flow from 

emotion selection to input to result feels natural, and whether the colors and tone are appropriate. 

Second is Ease of Use. Check whether it's immediately clear what to do on the first screen, whether the 

buttons are large enough, and whether the text is easy to read. 



Third is Safety. Check whether there's a crisis keyword guide, whether the "not a medical diagnosis" notice is 

included, and whether there's a privacy notice. 

These three criteria alone will make it clear what needs to be fixed in Version 1. 

 

 

The second step is iterative improvement. The key word is Remix. Remix doesn't mean starting over from 

scratch. It means keeping the context you've already built and targeting only what needs to change. 

If you start over every time, you have to write a new prompt each time and lose the previous context. It's 

easy to repeat the same mistakes, and it takes much longer. 

With Remix, the previous context is preserved. Since you only need to give precise instructions for what you 

want to change, you can make gradual, targeted improvements — and what changed is clearly recorded. 

Great results don't come all at once. Small edits accumulate into a great app. 

 

 

This screen shows what actually changed after running Remix. Find the area where instructional text was 



added directly on the screen. Check that guidance telling users what to do has been properly inserted. 

After a Remix, you must always verify two things: that the requested change was applied, and that parts you 

didn't request remain unchanged. Remix isn't complete until you've confirmed the result — not just sent the 

request. 

 

 

When giving feedback to AI, you need to be specific about what to change, how to change it, and by how 

much. Vague adjectives produce vague results. For example, instead of "Make it prettier," say: "Change the 

button color to #B7C9A8 (light olive), set the text to white, 16pt, bold." 

Instead of "Make it friendlier," say: "Change the guidance text on the emotion selection screen to: How are 

you feeling today?" Instead of "The result screen looks off," say: "Add the text 'AI analysis is for reference 

only' in small gray font to the result card." 

Instead of "Make the button more visible," say: "Resize the Start button on the home screen to 280px wide 

and 56px tall." Remember: specific instructions produce specific results. 

 



 

Trying to fix multiple issues at once can confuse the AI. It's better to fix the biggest problem first, one at a 

time in order.  

Priority 1 is safety and essential functions. If the app fails to provide proper guidance in dangerous situations 

or core functions aren't working, fix those first. 

Priority 2 is ease of use. If users can't tell what to tap or the text is hard to read, they won't be able to keep 

using the app.  

Priority 3 is design and tone, and Priority 4 is additional features. 

The Remix cycle is simple: select the single highest-priority issue, give specific instructions on what to change 

and how, run Remix, then review the result — checking that parts you didn't request remain unchanged. 

Repeat this cycle and the app will keep getting better. 

 

The third step is user testing. Looking good to your own eyes isn't enough. A real app is one that anyone 

using it for the first time can use with ease. Today's core question is: "Can someone seeing my app for the 

first time use the key feature within 30 seconds?" 



Start with a self-test. Take another look at the app as if you were a first-time user. You can also have family 

members try it — parents or siblings can surface friction points you missed. 

Finally, test again the next day. Coming back after some time often reveals problems that weren't visible 

right after you finished. 

 

 

A self user test only takes 5 minutes. What matters is shifting your perspective from "the person who built 

this" to "a first-time user." 

First, spend 30 seconds shifting your mindset. Tell yourself: "I am a user seeing this app for the first time." 

Consciously set aside your familiarity with it. 

Second, actually use the app for 2 minutes. Tap buttons, select an emotion, enter text, and follow all the way 

through to the result screen. 

Third, note where you got stuck. Write down where you stopped, where you tapped twice, and which screen 

confused you. 

Fourth, in the final minute, write a one-line review: "What did you like most?" and "What was hardest?" Just 

these two questions will show you the direction for improvement. 

The trap of self-testing is thinking "I built it, so I know it." You have to intentionally step into the first-time 

user's perspective to see the real problems. 

 



 

There are issues that come up often in user testing. If you spot even one of these five, make it your top 

priority and Remix it right away using Gemini. 

First: The first screen is unclear. If it's not obvious what to do, add a large instruction at the top of the 

screen, like "How are you feeling today?" 

Second: Buttons aren't visible. If the buttons have only an outline and the color is too light, users may not 

recognize them as buttons. Make them more distinct with a filled color and darker background. 

Third: Instructions are missing. If users don't know why they need to enter text, add a prompt above the 

input field, such as "What happened today?" 

Fourth: The result is vague. If the AI response is too generic, specify a concrete format like "3 short 

comforting messages." 

Fifth: There's no next step. If users don't know what to do after seeing the result, add a "Log Again" or "My 

Records" button. 

Finding problems isn't failure. It means you've found a point to improve. 

 



 

The fourth step is the safety and ethics review. MindWell is a mental health app for teenagers. That means 

"building it safely" takes priority over "building it well." 

First is crisis response. The app must detect dangerous keywords and immediately display help guidance. It 

should direct users to real support resources like the Youth Counseling Hotline, 1388. 

Second is the medical disclaimer. The app must not claim to provide diagnosis or treatment. It should 

recommend professional counseling and make clear that AI responses have limitations. 

Third is privacy. The app must not ask for personal information like name or school, and must inform users 

where their records are stored. 

In a mental health app, safety is not optional — it's essential. 

 

 

Crisis keywords must be handled with special care. When a user inputs a dangerous word, you must not 

show a standard AI response as-is. At that moment, the prompt must specify in advance that a help guidance 

message appears instead of the AI response. 



For example, the guidance could read: "You're going through something really difficult right now. Please 

don't face this alone. There's somewhere you can get help right now. Youth Counseling Hotline: 1388. You 

can also chat anonymously with a professional counselor through the KakaoTalk channel '청소년상담1388.'" 

The key to this message is not judging the user. Instead of frightening or scolding language, the message 

should calmly communicate that help is available right now. 

 

 

The disclaimer and privacy notice don't need to be complicated. Write them short and clear so a user reads 

them and immediately understands. 

The disclaimer can go at the bottom of the app or on the start screen. For example: "This app is a friendly 

mentor — not a doctor or counselor. AI responses are for reference only. If you're really struggling or in an 

urgent situation, please reach out to an adult or professional counselor for help." 

The privacy notice could read: "This app doesn't ask for your name, school, or where you live. The things you 

share about your feelings are kept private and are never sent anywhere." 

For users to feel comfortable using the app, they need to know clearly what won't be asked and how what 

they enter will be handled. 

 



 

Now for the final step — writing the application. Here's the good news: what you built from STEP 1 through 

STEP 4 maps directly to the six sections of the application. You don't need to create everything from scratch. 

Section 1, App Summary: use the persona, scenario, and complete prompt from Session 5.  

Section 2, Problem Statement and Background: draw from the SDG 3 definition and teenage mental health 

statistics covered in Sessions 1 and 2. 

Section 3, Core Features and Screen Design: use Version 1 built in STEP 1 and Version 2 improved in STEP 2. 

Section 4, User Flow: connect the three-screen structure diagram from Session 4 with the scenarios from 

Session 5. 

Section 5, Development Plan: list the tools and platforms used, and note that AI was used.  

Section 6, Expected Impact: reflect the findings from STEP 3 testing and STEP 4 safety review. 

 

Sections 1 and 2 explain what the app is and why the problem matters. 

First, Section 1: Summary of Web App. Write 5 to 7 concise lines describing what the app is. Answer: what it 

is, who the target user is, and what problem it solves. 



For MindWell, you could write: "A web-based emotion diary app for Korean teenagers. Users log their 

emotions daily, receive empathetic AI feedback, and can access professional help resources during a crisis." 

Next, Section 2: Problem Statement and Background. Explain why teenage mental health issues matter and 

why a web app is a useful solution. 

Cite the statistics from Session 2, and include concrete evidence such as the shortage of school counselors or 

the barriers to visiting a clinic. Rather than vaguely writing "this will help," specify what problem it can 

reduce and how. 

 

 

Sections 3 and 4 show how the app actually works.  

In Section 3, Main Functions and UI/UX, select only 2 to 3 core features. It's important not to list every 

feature. 

MindWell can be summarized in three: First, Emotion Logging — start on Home, select an emotion, free-

form input. Second, AI Empathy Response — the input is analyzed and a comfort message is delivered as a 

card. Third, Crisis Detection and Safety Guidance — when a dangerous keyword is detected, help 

information such as 1388 or 1393 is displayed. 

For Section 4, User Flow of your Web App, you must include a flowchart or diagram. Reuse the screen 

structure diagram from Session 4, and connect the Session 5 scenario with arrows. A visual is far easier to 

understand than text alone. 



 

Sections 5 and 6 explain how you built it and what impact you expect. 

In Section 5, Development Plan, list the tools and platforms you used. For example, you can write that you 

used Gemini's Canvas feature and built the prototype using vibe coding — a prompt-based development 

approach. Include any supporting tools you used as well. 

Also specify the 3 core features that must be included in the prototype: emotion logging, AI empathy 

response, and crisis detection with safety guidance. 

In Section 6, Expected Impact, express the expected impact using a specific template: identify whose 

problem it is, how it will be solved, which SDG goal it contributes to, and the expected level of impact, in that 

exact order. 

For example: the problem of teenagers struggling to express their emotions is alleviated through anonymous 

logging and AI feedback, contributing to SDG 3's mental health and well-being goals. 

 

 

Finally, let's review the submission requirements. These five points are absolutely non-negotiable. 



First, it must be written in English. Second, it must be uploaded as a PDF. 

Third, AI use must be disclosed honestly. Don't hide the fact that you used AI — explain what tool you used 

and how. 

Fourth, the deliverable must be a web app. It must be accessible on the web, not an installable program. 

Fifth, one proposal is submitted per team. 

Before submitting, go through these five points like a checklist. 

 

 

This is the end of Session 6.  

But it's not an ending — it's a beginning. A wider world is waiting for your ideas. 

Through today, you have experienced the full development process: identifying a problem, understanding 

users, designing a solution, and refining it safely. You didn't just build an app — you learned how to solve 

problems. 

The problem you identified, the idea you created, and the web app you completed together with AI can 

make a real difference to someone. Plan it yourself with your own brilliant idea, and bring an amazing web 

app to life. Great work, everyone. 


