7 THINGS YOU SHOULD KNOW ABOUT ...

VIBE DESIGN

SCENARIO

At a public university in Ghana, Professor Harry
Barton Essel introduces vibe design to a final-
year entrepreneurship class made up of students
from computer science, business, communication
design, and industrial art. Many of the students
have viable business ideas but struggle to move
from concept notes to convincing product
demonstrations. Rather than beginning with static
wireframes or lengthy specification documents,
Essel asks the class to describe the users they want
to serve, the emotions they want their products to
evoke, the constraints of the local market, and the
outcomes they hope to achieve. Using Al-enabled
design tools, students then translate those high-
level intentions into interface concepts, service
flows, branding directions, and rapid prototypes.

One student team developing a campus food-
delivery venture quickly generates several mobile
app layouts, tests different onboarding flows,
and compares alternatives for trust, accessibility,
and payment clarity. Another team, building an
agribusiness marketplace, explores dashboard
designs for farmers and buyers in parallel, revising
the concepts after peer review. Essel emphasises
that the value of vibe design lies not in automating
judgment but in accelerating design exploration.
Students still conduct user inquiry, evaluate
usability, defend their decisions, and refine
prototypes against entrepreneurial goals. By the
end of the semester, the class will have stronger
portfolios, sharper product thinking, and more
credible venture concepts to show employers,
incubators, and potential investors.

1 What is it?

Vibe design is an emerging Al-mediated design
approach in which designers specify intent, mood, user
outcomes, domain constraints, and examples, and an
intelligent system generates interface, experience, or
service concepts in response. In contrast to traditional
screen-by-screen drafting, the designer begins with
a description of the desired experience - what the
product should help users accomplish, how it should
feel, and what conditions it must satisfy. The result is

not simply aesthetic styling; itis a form of guided design
exploration in which prompting, critique, and iterative
refinement become central. Although the language
around vibe design is still evolving, recent Al-native
tools have made the approach visible by allowing high-
fidelity Ul generation from natural language, images,
and design rules.

2. How does it work?

A typical workflow begins with a brief that combines
entrepreneurial and design inputs: the target users,
the business problem, the context of use, the desired
emotional tone, and any technical or brand constraints.
The designer then prompts an Al system with this
intent and may add reference screens, sketches,
URLs, or design-system guidelines. The tool returns
one or more candidate layouts, flows, and interaction
patterns, which the human designer evaluates
for relevance, clarity, accessibility, feasibility, and
cultural fit. This evaluation stage is crucial. The most
effective use of vibe design involves repeated cycles
of generation, critique, testing, and documentation. In
educational settings, students should retain evidence
of how prompts changed, why certain alternatives
were rejected, and how design choices were tied to
user and venture requirements.

3 Who's doing it?

The practice is emerging among product designers,
founders, developers, and multidisciplinary teams
that need to move quickly from idea to prototype.
Al design platforms now explicitly market these
workflows to both professional designers and first-
time builders. This matters for higher education
because it lowers the barrier to design participation:
students who are not expert visual designers can still
explore digital product concepts, while students with
stronger design backgrounds can use the same tools
to broaden ideation and increase iteration speed.
Entrepreneurship educators, innovation hubs, and
student venture labs are therefore well-positioned to
use vibe design as a bridge between business ideation,
user-experience thinking, and employability-oriented
portfolio development.
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4 Why is it significant?

For universities, vibe design is significant because it
compresses the distance between concept formation
and artefact production. Students can externalise
an idea quickly, gather feedback early, and refine
it before committing extensive time or money to
development. That makes it especially valuable
in entrepreneurship education, where timing,
experimentation, and communication are critical.
In the Ghanaian context, where student innovators
may face resource constraints, the ability to quickly
generate credible prototypes can strengthen pitching,
help teams validate market assumptions, and improve
their readiness for incubators and job interviews. More
broadly, vibe design foregrounds a contemporary
employability profile: graduates are expected not
only to operate tools but also to frame problems,
coordinate human-Al workflows, and justify design
decisions in relation to users and business outcomes.

5 What are the downsides?

Vibe design can produce the illusion of competence
if polished screens are mistaken for sound design
reasoning. Al-generated outputs may reproduce
generic patterns, overlook accessibility requirements,
flatten local context, or introduce misleading
assumptions about users. Students may also become
over-reliant on generated alternatives and underinvest
in foundational design knowledge, such as information
architecture, usability evaluation, and research ethics.
In entrepreneurial work, speed can tempt teams to
prioritise visual polish over market understanding.
There are also unresolved questions about data
provenance, intellectual property, privacy, and the
extent to which a generated artefact can be trusted as
an implementation approach. For these reasons, vibe
design should be treated as an augmentation strategy,
not a substitute for human judgment or rigorous
design practice.

6 Where is it going?

The trajectory points toward tighter integration among
design generation, prototyping, design systems, and
code production. Al-native canvases, voice-based
editing, reusable design-rule files, and interactive
previewing suggest that design workflows willbecome
more conversational, multimodal, and continuous. As
these tools mature, the designer’s role is likely to shift
further toward orchestration: defining intent, setting
constraints, reviewing alternatives, and governing
consistency across a product ecosystem. Higher
education will likely see vibe design move from novelty
to routine practice in innovation courses, hackathons,
and capstone projects. The most durable advantage,
however, will not come from tool familiarity alone
but from the ability to combine Al fluency with sound
design, business, and ethical reasoning.

7 What are the implications for
teaching and learning?

Vibe design invites educators to rethink what should
be assessed in digital design and entrepreneurship
courses. If an Al system can generate multiple
interface options instantly, then teaching should
place greater emphasis on problem framing, critique,
evidence-based iteration, accessibility, and reflective
explanation. Students need to learn how to write
useful prompts, interrogate outputs, compare
alternatives, and relate design choices to user needs,
cultural context, and venture viability. When used
well, vibe design can support authentic learning by
giving students more opportunities to prototype, test,
and communicate ideas under realistic constraints. In
this sense, it can enhance employability not because
it replaces expertise, but because it makes visible a
graduate’s capacity to think strategically, collaborate
across disciplines, and produce design artefacts that
connect imagination to implementation.
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