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“I'the professor] wants us to feel
exhausted and suffocated by the
way ‘we think’ design work is
done”
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“what will design mess up?”

The context of this study was an introductory design
course in interaction design. Students came from a
wide variety of fields, and almost none had any for-
Mal design training. One sketch was completed at
the conclusion of each project. In addition, students
were asked to post a reflection to a course blog once
oer week throughout the semester.

“Oh, there will be blood on
room 150 by the end.” She
also noted the difficulty in
“killling] the babies,” or let-
ting design concepts go.
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thinking how | felt mattered.”




