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Abstract

This paper reflects on some developing pedagogical approaches for
introducing technical, ethical and critical engagement with gen-
erative artificial intelligence (GenAl) in interaction design (IxD)
education. As GenAl reshapes creative practice, students must
move beyond passive automation toward thoughtful and principled
design approaches. Drawing on curriculum development from first
year workshops in the Bachelors of Interaction Design at Auckland
University of Technology (AUT), the author reflects on Al as a
UX design paradigm, tool, and ethical subject. Case studies from
workshops include introductions to GenAl and “vibe coding”. In
these sessions, first-year students engage with Al tools and method-
ologies developing foundational Al fluency, and critically examine
concepts of authorship, bias in generative systems, and their own
ethical positioning. The approaches aim to support lifelong learn-
ing and positions design education as a space for process-oriented,
socially responsive, and critically engaged practice. This paper
reflects on how GenAl can be critically and ethically integrated
into first-year interaction design education through reflective and
experiential learning. The work also offers practical insights for
integrating generative Al into design curricula in ways that are
technically rigorous and ethically grounded.
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1 Introduction

Since the release of ChatGPT-3.5 in late 2022, generative Al has seen
widespread adoption across creative industries and education [Abr-
usci et al., 2025, Melker et al., 2025]. In design, it supports concept
generation, ideation, research and prototyping [Choudhury et al.,
2025, Sreenivasan and Suresh, 2024]. Interaction Design (IxD), with
its human-centred and systems-oriented focus, has integrated these
tools in ways that reshape creative workflows and introduce new
modes of human-computer interaction [Caschera et al., 2025, Koch
et al., 2025, Muehlhaus and Steimle, 2024]. Designers now create
UX for “intent-based outcome specification”, where natural lan-
guage prompts guide Al systems to produce desired results [Nielsen,
2023]. This shift raises questions around authorship, agency and the
evolving role of the IxD designer [Wiberg and Stolterman Bergqvist,
2023]. AT’s rapid development also brings socio-ecological concerns,
including the devaluation of design labour, cognitive atrophy, and
ethical issues around data use and environmental impact. These
tensions position Al not only as a tool, but as a subject of critical
inquiry in design education. To help design students navigate this
uncertain socio-technological moment, research suggests more em-
phasis is needed on foundational thinking and ethical positioning
in design [Omran Zailuddin et al., 2024]. Despite calls for more
focus on how to meaningfully integrate GenAl into IxD pedagogy
[Wu et al., 2024, York, 2023], there are a relative dearth of studies
in this area. At AUT, the IxD programme draws on experiential
and reflective learning theories [Boyd and Fales, 1983, Kolb, 2014],
where students learn through doing and critically analysing their
experiences. This approach builds on the author’s previous re-
search, including work on adaptive pedagogy during climate and
COVID-19 disruptions [Smith-Harvey and Chiappin, 2023], and
early experiments with Al in IxD education [Smith-Harvey, 2024].
This article extends these projects, detailing recent workshops and
curriculum development in AUT’s Bachelor of Interaction Design.
It explores broader implications for design education and outlines
challenges and opportunities as the programme evolves in response
to ongoing technological shifts.

2 Case Studies From Curriculum

The workshops discussed here were delivered as part of a three-
year Bachelor of Interaction Design degree in the School of Art and
Design at Auckland University of Technology (AUT). This major
provides a core pathway for students to specialise in interactive
systems, human-centred design, experience design, and methodolo-
gies such as design thinking, the double diamond, and speculative
frameworks. In the first year, students focus on creative problem
solving, UX research, conceptual ideation, and UI design, supported
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by project-based and studio learning. The bachelor’s programmes
across the school share the same assessment rubric which empha-
sises self-reflection, critical thinking, practical making, academic
writing as well as professional skill development. All courses re-
quire students to maintain a digital workbook to document their
critical thinking, methods in context and iterative process.

The case studies come from two 30-point, 13-week first year
studio courses that integrate design practice, technical skills, and
academic and critical writing. While students are introduced to
tools like Figma, the curriculum remains open to emerging tech-
nologies. Al integration is guided by AUT’s institutional strategy,
which highlights ethics, equity, and the need to prepare graduates
for Al-integrated workplaces through practical guidance and cur-
riculum integration (see: https://www.aut.ac.nz/about/ai-at-aut).

2.1 Case Study 1: Introduction to GenAl
(Foundational Knowledge)

In the first year of the Interaction Design degree at AUT, students
are introduced to GenAlI as a foundational topic. It is firstly framed
as a tool and medium that can support academic and design tasks
when used appropriately. Staff outline acceptable uses such as
ideation, instructional support and feedback, and students are re-
quired to cite their GenAl use in APA 7th style, including prompts.
AUT’s licensed version of Microsoft Co-Pilot is recommended to
safeguard intellectual property. Ethical considerations are also
addressed, including system bias, sensitivities around Maori and
indigenous knowledge, and restrictions on using GenAl for final
written submissions.

Lectures present Al as an interdisciplinary field, covering Large
Language Learning Models (LLMs), agentic systems and broader
machine learning contexts. Students share their experiences and
views through group discussions and forums, creating space for
open dialogue around ethical and appropriate use. These conversa-
tions also touch on AI's environmental impact, helping to demystify
its technical and ecological dimensions.

Further discipline-specific sessions introduce generative Al as
a new paradigm in UX and UI design. Students explore how Al
can generate images, text and prototypes, and are introduced to
relevant tools. Throughout, the focus remains on critical reflection,
encouraging students to consider their own values and positioning
without prescribing views of ‘right’ and ‘wrong’.

In initial workshops, students are introduced to practical tech-
niques for working with GenAl, focusing on prompting and itera-
tion. They explore styles such as zero-shot, few-shot, role-based and
contextual prompting, with prompt iteration compared to their iter-
ative design practice. Students experiment with tasks that require
thoughtful prompting input and clear parameters, with reflection on
their experiences and outputs generated through GenAlI. These ac-
tivities are linked to broader discussions about changing paradigms
in UX and interaction design, including the rise of agentic Al and
outcome specification.

Subsequent workshops position GenAlI as a tool for academic
and design research. Students work in groups to explore IxD top-
ics, using Al to assist with sourcing and analysis. Al is optional,
and its limitations, reliability and environmental impact are openly
discussed. Brainstorming begins as a non-digital social activity
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and is later extended to include iterative engagement with LLMs.
Students learn to ask targeted questions to generate diverse ideas,
recognising the importance of thoughtful input and iteration. Re-
flections in digital workbooks from these foundational workshops
show varied responses. Some students found GenAI useful for early
ideation, while others expressed concern about overreliance and
the need to retain human judgement.

2.2 Case Study 1 Insights: GenAl Fluency for
Ideation and Concerns for Cognitive and
Creative Processes

From the students’ reflections on the foundational GenAlI work-
shops in their digital workbooks, GenAls usefulness as an ideation
tool can be observed. One noted Al was “a good starting point
and can help point me in the right direction as to where to start re-
searching and ideating”. Another was surprised by AUT’s support
for its use but also acknowledged “how much it can help in terms of
ideation and that I think is what the uni supports” [see: Figure 1].
These reflections from the students indicate a perceived usefulness
of GenAl in relation to coming up with ideas and giving them a
place to start on design tasks and projects. This supports one of the
aims of the pedagogical approach, to develop foundational fluency
in terms of structured and iterative prompting to use GenAl as a
design tool.

While students saw the perceived value of GenAl for some use
cases, concerns were also highlighted over what they saw as risks
to their own cognitive and creative processes. One of the students
who saw the benefit for ideation, also made a comment in the
same reflection that they also did not think it would “satisfy me
in quality for it to be my final decisions. I think I will only use Al
when I really need to.” [see: Figure 1]. This reflection indicates
a position that although GenAlI can be useful for creating ideas,
human levels of discernment and cognitive rigour are needed to
come up with in-depth and quality work. Further to this, students
demonstrated anxieties around their use of GenAl, highlighting
worries that they may become overly reliant on the use of GenAl to
undertake cognitive tasks (e.g. “...im a little worried how reliant
im becoming when using this ngl”).

Another student reflected on their preference for manual re-
search over using GenAl They felt that GenAI's speed removed
the chance for accidental discoveries and learning through human
error. Their concern centred on the over-emphasis on efficiency,
and a fear that AI might diminish the raw, unpredictable aspects
of the creative design process that make it meaningful [see: Figure
2].

These student reflections show a growing awareness of how and
when to use GenAl in their design practice. The more critical and
reflective analyses of their GenAl use support that the experiential
and reflective nature of the workshops encouraged students to think
critically about their engagement with these tools. Rather than
being told what is right or wrong, they were invited to explore the
complexities of GenAl through questioning and discussion, devel-
oping their own positions. These reflections align to the institution
and programmes emphasis on ethical and critical self-reflection,
and suggest that students are beginning to engage with ethical
dimensions of GenAlL
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I didn't expect uni to be so actively
supportive of us using Al I was never
someone that was heavily reliant on AL
so it probably won't make the biggest
difference in my work but having
experienced working with chatgpt last
semester, [ definitely noticed how much
it can help in terms of ideation and that
1think is what the uni supports. It helps
me open up new bubbles of thought I
hadn't considered but doesn't satisfy
me in quality for it to be my final
decisions. I think I will only use Al when
I really need to.

Figure 1: Student reflections on benefits and personal posi-
tion on Al use. Image supplied by author.

Using Al has its benefits, but I can quickly get overwhelmed by the amount of
superfluous information thrown my way when using Al for that reason I like to
search for my questions still in a more analogue style. I like the responsiveness
of getting to a search results page and scanning for what I think will best yield

the answer to the tonality behind my question. I will get it wrong sometimes,

quite often but there's no harm in backing out of that site and trying again, it
may take more time, but sometimes we all need to move a bit slower.

As Al continues to improve, its goal is to be efficient, to be correct with more
and more yielding percentage, in the not too distant future it will be extremely
good at not only what it was designed to do, but so much more than one person
can scope. It will lead to perfectionism, which I feel is not the human
experience, certainly not in my case.

As someone who claims to be quite in pursuit of perfectionism often throughout
my life, it seems ironic that I can look towards Al and say "you are giving me too
much, you are giving me all the other information as well, I was only here for
this one particular answer®”. I want to reject the perfectionist, instantaneous,
cold delivery of AL, the machine that seems to be driving forward at an ever
increasing pace.

Twould like to continue stumbling through webpages, reading human ideations,
what they have learned. AT cannot emulate the rawness of the human
experience, and I will still use it, but as a tool. I don't have to always enjoy it, but
I will still scrawl through webpages, listen, read, and learn in my own ways too.

Figure 2: Student reflections on limitation of Al in the re-
search and creative process. Image supplied by author.

2.3 Case Study 2: Vibe Coding & Vibe Design

A notable development in GenAl for interaction design is the rise
of ‘vibe coding’ and ‘vibe design’. Vibe coding, introduced by An-
drej Karpathy, involves using natural language to instruct chatbots
to generate code and build digital applications [Fawz et al., 2025]
Jakob Nielsen [Nielsen, 2025] later coined ‘vibe design’ to spec-
ulate how UX designers can use these tools, potentially shifting
from manual wireframing and UI design to Al-assisted prototyping.
Platforms like Figma, Framer, and Lovable now support these meth-
ods, enabling non-coding designers to quickly prototype complex
interfaces [Li et al., 2025, Ray, 2025].

To prepare students for this evolving space, vibe design is intro-
duced in first-year courses. Building on earlier lessons in prompting
and prototyping, students use Al tools to generate websites and
applications, while reflecting on ethical and creative implications.
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Class discussions explore how vibe design affects design prac-
tice, including trade-offs such as reduced control and spontaneity.
Students consider the skills needed to work effectively with these
tools and the human qualities that remain essential. The focus
remains on critical engagement, with students reflecting on AI’s
role in their process and how to balance the affordances of vibe
design with authenticity and intention.

The vibe design activity presented in class asks students to read
the blog post from Jakob Nielsen on Vibe Design [Nielsen, 2025] and
then explore natural language coding for ideas around their studio
project (a recipe website). This is followed by written reflections
to some select prompts centred on positives and negatives of the
approach, ethical issues, and skills needed. Student reflections
on the vibe design workshop revealed both appreciation for its
potential and concern about its limitations. A key topic of interest
for students that can be observed in their reflections are discussions
of authenticity and aesthetics.

2.4 Case Study 2 Insights: Design Authenticity,
Aesthetic Judgement, and Ethical Awareness

One student described the translation of natural language into code
as “very nifty”, but noted that Al-generated content often lacked
cohesive aesthetic choices. They observed that while Al may un-
derstand how to build something, it does not necessarily know how
to make it look good. This led to a reflection on the importance of
aesthetics in usability and user experience, suggesting that this will
remain a key area where human designers are needed [see: Figure
3]. The student also saw value in using Al for complex prototyping
tasks, but preferred it as a companion offering contextual advice,
rather than as a tool that takes over the entire process. These re-
flections echo previous insights which suggest some students are
developing technical nous for using GenAlI to achieve outcomes,
while simultaneously indicating an emerging critical and discerning
approach, aligning to the educational approaches core aims.

Another student indicates how vibe design could help with
ideation for structure of digital product design and other inter-
active approaches, but states “the rest of the design is very bad in
terms of visual and functionality” [see: Figure 4]. The same stu-
dent says that prompting is an important skill to develop to create
more detailed and controlled prototypes using the “vibe” method.
These statements further highlight that the developing approach
for teaching GenAl is influencing students fostering more technical
fluency and understanding of what is needed to successfully utilise
these approaches (such as prompting), as well as burgeoning critical
positions in identifying where these methods are currently lacking
(such as the visual aesthetics).

Furthermore, other students raised ethical concerns about vibe
design, suggesting it could undermine creative integrity and remove
the human touch from the design process; “this could cause issues
for creative integrity as it is made by Al this also takes away
the human touch of designing a website” [see: Figure 5]. They
emphasised the importance of fostering human-centred skills to
counter the impersonal feel of Al-generated outputs.
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Lovable made this. It doesn't look bad, it also doesn't look good. It looks

like something that a year 7 ui designer would proudly upload to Behance.

[ also feel like with AI generating content, there's a lack of
cohesive/good aesthetic choice in the background. I feel like even if
the Al technically 'knows' how to make something, it doesn't
necessarily know how to make it look good.
+ Talso think that aesthetic choice and aesthetic usability will
become a big sticking point for staying with human designers.
It feels like the advanced step from importing templates into

James Smith-Harvey

your design

Figure 3: Student 1 reflections on vibe design workshop. Image supplied by author.

step by step process of ingredients for our spell to work!

making the recipe with
storytelling of a nana

Nana says:
alnever made @ First, we need to gather all our ingredients. Baking is like magic - we need all the right
website but more of a !

teaching a little

What do we need, Nana?

chef/grandchild [ @ Little Chef says:

The storytelling approach
worked well and actually

seems quite good for an

£ What to do:

Let's see what ingredients we need!

idea, however the rest of
the design is very bad in
terms of visual and
functionality

Figure 4: Student 2 reflections on vibe design workshop. Image supplied by author.

Positives and negatives of this approach. What works and what
doesn't?

+ The positive outcome of this is that you can spend more time on
what you want in your website, the negative aspects is the Al can
get the wring impression of what you want your website to look
like and how you want your idea portrayed.

Ethical issues? What problems could there be for people, non-
humans, society, rights and protections?

- this could cause issues for creative integrity as it is made by Al this
also takes away the human touch of designing a webiste

What skills you need to improve on/foster for this approach to
design?

+ Iwould need to have more targeted prompts so that the website is
more what I wanted it to look like

What human skills do you need to "lean into"?
- the human skills that need leaned into would be the use of user
feedback and user flow, without having this feedback and human
knowledge there would be no flow in the webiste

Figure 5: Student 3 reflections on vibe design workshop. Im-
age supplied by author.

These student reflections on the vibe design workshop reveal
some sentiments about this emerging approach. Through expe-
rience and reflection, students begin to understand their own re-
sponses and develop a sense of when, how, or whether to use the
technique. These nuanced sentiments indicate a more distanced,
reflective, and ethical stance developing for some students, pro-
voked in part by the workshop’s emphasis on critical reflection on

experiences. This ethical positioning could be strengthened further
by integration of more structured debates or reflective writing tasks
into curriculum to deepen this engagement across the board and
assist them to articulate their ethical stance.

3 DISCUSSION & CONCLUSION

The reflections presented here suggest that the in-development
experiential and reflective approaches by the author and staff at
AUT are starting to help students with engaging with GenAI on
technical as well as ethical and critical levels. This is evident in the
digital workbook reflections which highlight that some students
are beginning to evidence understanding of what skills are needed
to use GenAl for design (such as prompting and iteration), as well
as growing awareness of their own ethical positioning and critical
issues for IxD. These include the concerns around cognitive and
creative processes being affected by an over reliance on GenAl,
along with questions about design authenticity and importance of
human aesthetic taste in GenAl processes.

Both workshops encouraged hands-on engagement with new
tools, supported by reflection to help students assess their experi-
ences, form positions, and decide how these techniques might fit
into their future practice. Across the introduction to GenAI and
vibe design workshops, students generally responded well to provo-
cations and practical experimentation. Many reflected critically,
especially on issues of authorship, voice and authenticity, though
few considered bias in Al systems from the student work sampled.
Given AUT’s post-colonial context in Aotearoa New Zealand, this
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gap highlights the need to better support students in identifying
and questioning bias. More discussions of GenAI’s implications for
non-western and indigenous knowledge, as well as the founding
constitutional agreement of New Zealand (Te Tiriti o Waitangi/The
Treaty of Waitangi) signed between the British Crown and Maori
chiefs needs further emphasis. Al education in Aotearoa needs to
consider these context-specific ethical considerations, alongside
more general conversations.

The curriculum’s flexibility, with no pre-specified Al technolo-
gies, enabled rapid integration of emerging tools such as vibe coding
and vibe design. This adaptability supports experiential learning
with fast-changing Al technologies, although conversely, does lead
to issues of plannability and lack of ability to go deep with specific
technical skills. Future directions could explore co-learning models
where students and educators engage with new systems together,
and a shift towards process-led, open-ended problem solving in the
curriculum.

A key challenge is balancing technical skill development with
critical reflection. Students need to learn prompting, iteration and
context engineering, while also considering when and why to use
Al responsibly. Clear messaging is essential to help students de-
velop their own ethical frameworks. Supporting this requires staff
development in ethical theory, and collaboration across the School
of Art and Design to develop frameworks to guide students through
these complex discussions. Such examples could include debates
in class, along with more structured pieces of writing required for
assessment such as ethical positioning statements.

Other challenges include concerns around cognitive atrophy and
over-reliance on GenAl, and the lack of clarity around appropriate
use in academic and design contexts. More work is needed to define
these boundaries with staff and students. Currently, there is expo-
sure and introduction to GenAlI alongside critical questioning, but
the line between what is ethical or ‘good’ use is somewhat unclear.
Enhancements in this space could be through providing students
with exemplars of what ethical use looks like in practice, alongside
the aforementioned ethical positioning statement framework. An-
other issue tied to this lack of clarity is that although some students
are engaging critically and reflectively with GenAlI (as shown in
the student examples here), this is not indicative across all students.
Many are simply documenting their use of GenAl, without the
reflective or critical questioning required to show true depth of
thinking. There is scope to help scaffold these reflective approaches
in future classes through more structured reflective written, spoken,
or debated methods.

There is strong potential to build on this first-year work in later
stages of the programme. By developing students’ technical GenAI
skills alongside intentional, reflective practice, educators can help
shape a design philosophy grounded in skill, responsibility, and
adaptability. Systems thinking and ethical deployment of Al, includ-
ing training bespoke GPT models, open new creative possibilities,
while IxD/UX specific methods such as user research with synthetic
users could be fruitful and necessary skills for students to explore.
It is also important to address student anxiety around automation.
Many students worry about being replaced or left behind by GenAl,
so it is vital to reinforce the value of human skills such as empathy,
judgement, aesthetic taste, communication and leadership.
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Going forward, the staff in interaction design at AUT are look-
ing to adapt with Al, and develop more established pedagogical
approaches for engaging with GenAl now and in future including
languaging for prompting, critical thinking, and ethics. There is
scope for IxD researchers to undertake more rigorous scholarship
including comparative quantitative research to gather and anal-
yse data on students’ GenAl application proficiencies and critical
thinking before and after these types of teaching approaches, lon-
gitudinal studies, and empirical research with student participants
to more fully investigate how GenAl is being used and understood
in IxD education.

References

Luca Abrusci, Karma Dabaghi, Stefano D’Urso, and Filippo Sciarrone. 2025. AI4Design:
A generative Al-based system to improve creativity in design-A field evaluation.
Computers and Education: Artificial Intelligence, 8, 100401.

Evelyn M. Boyd and Ann W. Fales. 1983. Reflective learning: Key to learning from
experience. Journal of humanistic psychology, 23(2), 99-117.

Maria Chiara Caschera, Patrizia Grifoni and Francesca Cordella. 2025. Human-centered
artificial intelligence in interaction processes. Frontiers in Artificial Intelligence, 8,
1597763.

Mohammad Mohiuddin Choudhury, Boris Eisenbart, and Blair Kuys. 2025. Artificial
intelligence (AI) in the design process - a review and analysis on generative Al per-
spectives. Proceedings of the Design Society, 5, 631-640. doi:10.1017/pds.2025.10077

Ahmed Fawz, Amjed Tahir, and Kelly Blincoe. 2025. Vibe Coding in Practice: Motiva-
tions, Challenges, and a Future Outlook-a Grey Literature Review. arXiv preprint
arXiv:2510.00328.

Janin Koch, Wendy E. Mackay, and Albrecht Schmidt. 2025, August. The Role of
Design in the Future of Human-Al Interaction. In Adjunct Proceedings of the Sixth
Decennial Aarhus Conference: Computing X Crisis (pp. 1-3).

David A. Kolb. 2014. Experiential learning: Experience as the source of learning and
development. FT press.

Tianyi Li, Tanay Maheshwari, and Alex Voelker. 2025. User-Centered Design with
Al in the Loop: A Case Study of Rapid User Interface Prototyping with” Vibe
Coding”. arXiv preprint arXiv:2507.21012.

Susanne Melker, Emma Gabrils, Victor Villavicencio, Montathar Faraon, and Kari
Ronkko. 2025. Artificial intelligence for design education: a conceptual approach
to enhance students’ divergent and convergent thinking in ideation processes.
International Journal of Technology and Design Education, 1-29.

Marie Muehlhaus and Jiirgen Steimle. 2024. Interaction design with generative Al:
An empirical study of emerging strategies across the four phases of design. arXiv
preprint arXiv:2411.02662.

Jakob Nielsen. 2023. Al First new Ul paradigm in 60 years. Nielsen Norman
Group, 18(06), 2023.

Jakob Nielsen. 2025. Vibe coding and vibe design. https://jakobnielsenphd.substack.
com/p/vibe-coding-vibe-design

Mohd Firdaus Naif Omran Zailuddin, Nik Ashri Nik Harun, Haris Abadi Abdul Rahim,
Azmul Fadhli Kamaruzaman, Muhammad Hawari Berahim, Mohd Hilmi Harun,
and Yuhanis Ibrahim. 2024. Redefining creative education: a case study analysis of
Al in design courses. Journal of Research in Innovative Teaching & Learning, 17(2),
282-296.

Partha Pratim Ray. 2025. A Review on Vibe Coding: Fundamentals, State-of-the-art,
Challenges and Future Directions. Authorea Preprints.

James Smith-Harvey and Anthony Chiappin. 2023, September. Flux, uncertainty, flu-
idity: Design pedagogy in unstable times [Conference presentation]. Te Manawa
Reka: Curiosity Symposium, Toi Ohomai | Te Pukenga, Tauranga, New Zealand

James Smith-Harvey. 2024, September 11. A creative black box? Exploring generative
Al in interaction design education [Conference presentation]. Artificial Intelli-
gence & Communication Symposium: Al in Professional Practice: Tool, Threat, or
Teammate?, Auckland University of Technology.

Aswathy Sreenivasan and M. Suresh. 2024. Design thinking and artificial intelligence: A
systematic literature review exploring synergies. International Journal of Innovation
Studies, 8(3), 297-312.

Mikael Wiberg and Erik Stolterman Bergqvist. 2023. Automation of interaction—
interaction design at the crossroads of user experience (UX) and artificial intelli-
gence (Al). Personal and Ubiquitous Computing, 27(6), 2281-2290.

Yanan Wu, Xiaoping Zeng, & Qibei Lin. 2024, November. Generative Al Integrated
Educational Model for User-Centered Design. In Proceedings of the 2024 3rd Inter-
national Conference on Artificial Intelligence and Education (pp. 129-135).

Eric York. 2023, October. Evaluating chatgpt: Generative ai in ux design and web
development pedagogy. In Proceedings of the 41st ACM international conference
on design of communication (pp. 197-201).


arXiv:2510.00328
arXiv:2507.21012
arXiv:2411.02662
https://jakobnielsenphd.substack.com/p/vibe-coding-vibe-design
https://jakobnielsenphd.substack.com/p/vibe-coding-vibe-design

	Abstract
	1 Introduction
	2 Case Studies From Curriculum
	2.1 Case Study 1: Introduction to GenAI (Foundational Knowledge)
	2.2 Case Study 1 Insights: GenAI Fluency for Ideation and Concerns for Cognitive and Creative Processes
	2.3 Case Study 2: Vibe Coding & Vibe Design
	2.4 Case Study 2 Insights: Design Authenticity, Aesthetic Judgement, and Ethical Awareness

	3 DISCUSSION & CONCLUSION
	References

