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How useful are manifestos to designers and/or design groups? Outline your discussion with reference to three key manifestos. Through carful critique, conclude your text by defining your own design values in a 12-point manifesto. 












Throughout history manifestos have been used to show the collaborative values and ideas of designers and design groups. For example, The Bauhaus Manifesto by Walter Gropius (1919) and the First Things First manifesto by Ken Garland and his co-designers (1964). According to the Cambridge dictionary (2017) a manifesto is ‘a written statement of the beliefs, aims and policies of an organization, especially a political party.’ For designers and design teams a manifesto can be a way of living, a way of attracting customers, and a way of improving their design process. Within the context of design, a manifesto focuses mainly on the aspiration to improve the design process. During the last century manifestos have also shown a crucial change in creative movements, and although designers will not necessarily create their own manifestos. It may be helpful to explore their own creative ambitions. It also enables designers to review the concepts behind their own work and how they are exemplified to the public eye. 

Manifestos can come in many different forms. There may be a difference in structure, content or motivational outcome and each manifesto may be useful in its own way. But equally, every designer and design group is different and therefore what may be useful to one designer may in fact not be useful to another. For example, a manifesto created for architectural purposes may not proove useful for a designer or design group creating fashion prints or objects. By looking at three different manifestos, I have been able to compare and contrast how each of them are useful in their own way. The three manifestos are, The Bauhaus Manifesto by Walter Gropius (1919), Ten principles for Good Design by Dieter Rams (1970) and the Incomplete Manifesto for Growth by Bruce Mau (1998). 
 
The Bauhaus Manifesto (1919) written by architect Walter Gropius, explains his recently created rules and regulations with regard to the combining of the Grand Ducal Saxonian School of Arts and Crafts, and the Grand Ducal Saxonian School of Arts. It includes an established manifesto and a teaching schedule in depth. His main aim of the manifesto was to bring the skills of architecture, sculpture and painting back to being a craftsmanship. Walter Gropius made his opinion form the very start of the manifesto by saying, “The ultimate aim of all visual arts is the compete building!” He explains that art is not in any way a profession and therefore painters, architects and sculptors must revert back to the work of craft. 

Walter Gropius also states that “craft training forms the basis of all teaching at the Bauhaus. Every student must learn craft.” This suggests the motivation of the manifesto is procedural. The reason being, there is an obvious official way of doing things. The manifesto also emphatically states many things. For example, Gropius states “Art rises above all methods, in itself it cannot be taught, but the crafts certainly can be.” He is of the belief that art is separate to craft and can only be saved through craftsmanship. Additionally, he also anaylses in depth that parts of craftsmanship have been lost in art. For example, the separation of a vocational education and a liberal arts education today. This is a clear example of craftsmanship being lost in art seeing as, most students who graduate in degrees in the likes of film studies, sociology or even mathematics or physics, do not possess the skills required in order to fix machines such as  car engines or indeed, to build a tables or even wire a light fixture. In a separate part of the manifesto, Gropius states that you cannot have art without craft, “The mere drawing and painting world that the pattern designer and the applied artist must become a world that builds again.” This illustrates that the two skills must come hand in hand. 
The way in which the manifesto directs practice is beneficial in the way in which it focusses on using workshops, experimental practice and manual skills. As a designer in practice, I believe this encourages creativity, freedom, and individuality because it helps you to explore your ideas in a more practical manner. Due to its set of rules and regulations, the manifesto dedicates particular attention to discipline. We know this because it states that there will be, “Avoidance of all rigidity; priority of creativity; freedom of individuality, but strict study discipline.”  This could be seen as valuable in the sense that it allows exploration within guidelines, or indeed invaluable [as it may discourage designers to explore their ideas to their full potential, thus lessening their capability to improve a design.

Ten principles for Good Design (1970) by Dieter Rams is a ten-point manifesto using bullet points to communicate what he thought the ten most important principles of good design were. Some people have referred to them as the ‘Ten Commandments.’ It is important to note that Dieter Rams has been a huge influence on the design world and has worked on the most iconic designs from Braun in the 1960s and also many Apple products. In the 1970s, Rams presented the notion that sustainable development and obsolescence is a crime within design. Therefore, leading him to ask himself if his design is good design. His answer was the basis of the manifesto, which is why each point starts with “good design.” 

The motivation of the manifesto could be a mixture of factors. For example, manifesto points 6 and 9 could be seen as being socio-political and ethical because they touch on the environment and concern of different opinions of others. Whereas points 3 and 10 are more aesthetics because they are to do with image of the product. However, if I had to choose one motivation it would have to be methodological because the whole manifesto is giving guidelines to how you make a good design. Dieter Rams has written the manifesto in a way that forces and directs practice by giving the designer or design group a step by step bullet pointed guidance of what exactly he thinks good design is. This as a designer is useful as it is straight to the point and simple to understand and put into practice within your designs. 
In point number 7 of the manifesto, Rams refers to obsolescence. He states, “Good design is long-lasting” He then explains that a design should not follow fashion as it should never become antiquated and should last many years. This could come across to be an ironic point as Rams was involved in the designing of apple products, which in my opinion are obsolete products. An example of an obsolete apple product is the iPhone. This may be seen as obsolete because they continuously change the design causing customers to want to buy the new design even if the old model has nothing wrong with it.

The last manifesto is the Incomplete manifesto for growth (1998) written by Bruce Mau. This manifesto summarises Mau’s motivations, strategies and beliefs and is a 43-point bullet pointed easy read manifesto. The manifesto has been removed from his website which may give the opinion that he regrets his courageous challenges to the industry of design. Or maybe the manifesto is not deemed relevant after being published many years ago? Mau’s motivation behind the manifesto is methodological, throughout the manifesto he tries to provide as many points as possible in order to direct designers and design groups. 

As a 43-point manifesto, it lends itself to having both positive and negative angles. Some designers or design groups may see the length as a positive because it includes many useful statements and covers all eventualities within design. However, some may see it as a disadvantage because it includes areas in which may not be useful to everyone. The second manifesto states, “Forget about good.” This is one of my favourite points in the manifesto and one I deem to be most useful. The reason being, as a designer you never want someone to describe your designs and creations and ‘good’. Good is average, good is ordinary. A designer wants their designs to be superior and high-quality! 

“Process is more important than outcome.” This manifesto explains that if you only think of the outcome, you’re never going to improve as a designer. In design, process is the provider of good outcome. Without experimentation, you will never explore your creativity and ideas. Which leads to another of Mau’s manifestos, which works hand in hand with this statement. The 4th manifesto states “love your experiments” which is very useful advice to designers. The reason being, in design without experimentation you cannot go through the process of trial and error. All good designers make mistakes and through those mistakes you learn how to improve your work.

In conclusion, manifestos to designers and/or design groups can be seen as both useful and useless depending on the designer and the topic of design. However, most design manifestos are valued within design as they motivate and guide the design process using knowledge of previous designers who have the experience and knowledge of the industry. Throughout my research, I have discovered that bullet pointed manifestos are the most useful. This is because, they are easy to read, to the point and simple to understand. With that in mind I have used the same technique to create my own ten-point design manifesto.

1. Good design must have freedom. 
Designers need freedom to explore ideas and design techniques in order to progress. 

2. Good design must have communication. 
You must be able to work with others and discuss ideas. 

3. Good design must have creativity. 
Design must be creative in order to have innovation and to be individual. 

4. Good design must have a good customer target market. 
Products and designs must be aimed at certain groups in the market in order to optimise demand. 

5. Good design must be able to express your personality. 
This is to separate your design aesthetics from other designers. 

6. Good design must fit in with the current trends. 
If design doesn’t follow trend it will not excel on the market. 

7. Good design must be pleasing to the eye. 
In order to catch the attention of the buyer and seller, the product must be aesthetically pleasing. 

8. Good design must be fit for purpose.
A design must serve the purpose in which it has been designed for. 

9. Good design must not harm the environment. 
A product must be responsibly sourced from recyclable materials in order to be disposed of in an environmentally friendly manner. 

10. Design must be good value for money.
A product made from expensive materials and processes must be reflected in the cost, and vice versa.    
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