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Introduction 
People buy things, all the time, but why they do so is not terribly clear. It is not as though they 
would suffer terribly if the act of buying did not happen – so it is not instinct of self 
preservation that pushes them to do so. Economists have long held the view that people buy 
because of the psychological issue – a feeling of lack and inadequacy – and this has become the 
generally held view. However everybody in academia does not accept the psychological rationale 
for consumption. A counter view is that consumption is like celebration, and like celebration a way 
to reconnect with people and society. So consumption is a social ‘thing’ and a way to socialize – 
something you wouldn’t need to do if you were the only person on this planet. 
 
People have to learn to become effective consumers. There exists a right way. What to wear and 
what to eat is not to be determined by comfort or familiarity alone. 
 
One solution to make our practices of consumption sustainable is very simple and has been around 
for a long time. This is to renounce consumption – to give up, to say no, and so construct a 
different way. 
 
Another way is to change our consumption practices and develop a way that is distinct. 
Throughout human history groups of people have gathered around an idea and disagreed with the 
‘dominant’ way. Cities in fact tend to be breeding grounds of such rains of thought. 
 
As designers what we can certainly do in this area is to develop ‘things’ that allow people to 
think independently and make up their minds about consumption. 

Key Learning objectives 
The course has a specific area – sustainable consumption – and a particular way – methods in 
design – to go about the semester. 

Content 
Understanding Sustainable Consumption 
Gaining an experience of making Design Interventions in complex problem areas 

Methods of 
Field-work Research 
Interviews 
Conversations 
Report Writing 
Poster Design 
Game Design 

Online Learning Space 
See my Blog http://thingspeopleown.wordpress.com/ 
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Activities 
There are three things you have to do in this course: Say No, Do the spending habits study and 
design a game. 

Provocation: Say NO 
You can say no, it needs personal strength, and step out of your conventional/ normal ways of 
doing things. In this exercise you have to give up many things. Your success will be in 
demonstrating an effective departure from dominant discourse and in showing a ‘renunciation’ of 
worldly possessions. 

Crash Assignment: Spending Habits Study 
In this exercise you will study spending habits of target families: 

1. Each student/ or group of students will identify a family to study. 
2. The research involves:  

a. Photography of the house and household objects. Over two visits. 
b. A questionnaire study or interview; that the researcher has to fill out with 

information from the household. To be done in the first visit. 
c. Free Conversations (regarding the ‘spending habits’) between the student 

researcher and the members of the household. The conversations will be recorded 
using both video and audio recording devices. The conversations will be about the 
artefacts in the house, and about recalling thoughts and feelings associated 
occasions and events of ‘spending money’. This will be done over four visits. 

Design Project: Game for Children 
Design a game 

Deliverables 
500 word narrative text/ blog rambles/ poster/ photo story addressing your response to the 
provocation. 
1 Poster on Renunciation (see emo poster) 
4 Posters on object stories 
1 Poster on Spending Habits 
The Game: Fully functional prototype ready for sale. With an advert poster. 

Format 
All material A4. All submissions in PDF. 

Readings and References 
To be notified. 
 


