The design influence must

be an equal partner from

the beginning.

Designers have this incred-

ible skill of integrating infor-

mation and presenting this

information, they will often

end up in a leadership role.

People are learning that

technology alone will not

create a sustainable and

competitive advantage.

Thinking of all sides of an

issue is a necessity. In do-

ing a drawing of an artifact

you are thinking of all sides.
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Since 1985, Earl N. Powell has been the president
of the Design Management Institute, the leading
international organization dedicated to improving
the management and utilization of design. Before
the Institute, Mr. Powell was director of Industrial
Design and Human Factors for GenRad, Inc. Prior
to joining GenRad, he was an academic adminis-
trator and instructor at both Boston University and
Rhode Island School of Design. Powell received
his Bachelor of Fine Arts degree in industrial de-
sign from the University of lllinois, and Master of
Fine Arts and Master of Art degrees from the Uni-
versity of Wisconsin.

What skills must a designer have today?

From the point of view of a design manager,
which is quite different from that of a designer, |
think that they are not really different from those
that design managers needed years ago.

If you want to talk about a designer and the ar-
tifacts that a designer designs, the shaping of the
physical form is a key skill. That appearance of a
product must both please and inform. That means
that perceptually there are fundamentals that are
still needed.

The tools we use to design are changing; but
hopefully the designer leaving school have a level
of fluency in pleasing and informing. Once they have
that originality, the tools will help. | think that we
are talking about fundamental issues, the tools can
get in the way.

When you refer to “please” and “inform,” am |
right in assuming that you are not making a dis-
tinction between 2D, 3D, spatial design, or the
design of virtual space?

No, | am not. | think it is so difficult to learn
how to please and inform, that the more difficult
the tools, the more difficult it is to teach these con-
cepts. For instance, | feel that life drawing is one of
the best ways to teach certain dynamics and as-
sumptions. It is about learning to see and what ap-
pearance is all about. It is reconstructing your as-
sumptions about your world. With seeing, where we
have always noticed what the world is all about, we
tend to take things for granted and not notice things
after a while. We build vocabulary through these
exercises and that allows people to see all sides of
the problem, all sides of something that is trying to
be understood through paper and pencils.

What do we have to know as a designers today to
work in a world that requires knowledge of volume,
graphics, space, and the virtual?

It is just information taking different forms.
The designer can relate to all of this, look at all
sides, and have the processing power to integrate
that information into a design, a solution, or per-
haps an artifact. For example, a doorknob has a
set of information clues that inform someone
about the way it works, the direction to pull the
door, and its function.

Are you saying that the differences between 2D,
3D, space, and the virtual don't matter; that you
don’t have to be trained in each of these to con-
tribute to them?

The process of making judgments (of these dis-
ciplines) | think is taught at some basic design
level, and that does not require any special tool.
Unless you get basics and the abilitiy to make such
judgements, the best tools in the world will not
give you the ability to solve these problems.

But don't the tools change the way you conceptu-
alize your work and the ways we think. What do
you think has changed because of the tools?

| think the tools allow much more direct con-
tact. There is a more fluid dialog with the process
and in making decisions. The middle manager
might very well disappear because their primary
function is to move information around. Eighty per-
cent of the cost of development is concentrated in
the conceptual phase. If the tools can offer more
effective ways of relating the information to others
along the way, it is critical that we use those tools.

What is the design management point of view?

There are two different sets of responsibili-
ties. The designer is responsible for shaping the
look and feel of the artifact. The manager is
responsible for a series of decisions that de-
velop and position the resource of design within
the organization.

Do you agree that among the most important is-
sues facing design management is to position de-
sign in the top layer of the product development
instead of much later downstream?

The design influence must be an equal part-
ner from the beginning. Designers have this in-
credible ability to integrate and present informa-
tion, and they often end up in a leadership role.
We are still struggling to get companies to under-
stand this, however.

There is no one simple answer to making this
happen. The shifts in the economy will result in






