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referred to architecture as the “epoch of our time,” he posited a parallel rela-
tionship between design and the socioeconomic climate for client services.
The extraordinary developments in the world of technology, the evolving
changes in the sociology of place, and the increased expectations for the role
of the built environment in supporting human activity provided the platform

for an expanded role of the designer.

The evolution of the designer’s role is critical to understanding the opportu-
nity for increasing the value of design. This evolution, prompted by our
increased access to information, an amended list of client priorities, and cross-
functional expectations of our physical settings, such as the home office, retail
as destination, and hospitality as entertainment, has set a new agenda for the
goals, responsibilities, core competencies, work relationships, and public per-

ceptions of the designer.

The designer’s role has also been influenced by social changes affecting peo-
ple’s perceptions and attitudes toward time. In the old economy, quality was
the measurement for which companies competed. In the new economy, qual-
ity has become the norm, and speed has replaced quality as the basis of com-
petitive advantage. This change affects the way design work is implemented,
which is more interactive and no longer follows the traditional linear pattern

of design process.

In the past, the client or sponsor was responsible for providing the design
team with direction and information regarding the project. While user groups
were often interviewed about their requirements, the sponsor typically acted
as a filter through which all information flowed. Today, the user is the partic-

ipant, and each user has a distinct and direct relationship with the designer.

This change significantly affects the core competencies of the design pro-
fessional, who is no longer insulated by the client or sponsor and is required
to interpret the user’s intent. The designer’s new competencies rely on a
broader literacy about all subjects concerning the user. In the old economy,
the designer’s training was geared to issues important to the sponsor: image,
function and efficiency. Today, sow work gets done becomes the basis for
design decisions and recommendations. The design professional’s train-
ing must become more multidisciplinary as the designer travels deeper into

the organization.

Figure 7-2 graphically compares the relationship of various stakeholders in

the project process. In the old economy the project is approached in a linear,



