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After studying Political Sciences and Marketing Management, Alain Gilles went on to work in the financial world. But one has to live the life one's meant for. So,
thanks to the moral support of his wife, he went back to studying Industrial Design in France. He assisted Xavier Lust in his creations, but was eventually hired by
Quinze & Milan before graduating. He worked for Arne Quinze for two and a half years as a designer, developer and project manager on several high profile projects
for world-renowned architects and editors.

He opened is own studio in 2007 in order to pursue his own dreams and develop his personal approach to product design, furniture design, art direction and interior
architecture. He has since started to collaborate with several international editors.
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OPlease draw a simple sketch, illusirating your impression
of China and explain the image for us.

(A "Blossoming China'": China, land of miracles. The rise of
a nation, the rise of a people. So many opportunities, so many
changes in so few years. Freshness and hope. Desire for a new
modernism and symbols to define oneself.

Bf you have the chance to design a product for Chinese
consumers, what would that be?

ADesign is a discussion, a meeting between producer,
designer and culture. It is a mix between a designer’s dreams
and hopes and feasibility, a context. Hence, there is no way to
define a product beforehand. But as always, | would want to
create a functional product that tells a story and makes one
dream, what ever the product or piece of furniture that is.

OWhat was the mostimportant reason for you to become
a designer?

(ABecoming a designer was not a choice, rather a need.
The need to leave a mark and to turn into reality that | could
feel deep inside of me. And through my own visions, hopefully
make other people dream. Design is my "second life" after all.

@Please describe your design process for us.

MMy design process will largely depend on the type of
product that will have to be created.
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For so called "consumer products”, lwould start by different
analysis: the existing market, the state of the art, the needs of
the final user. Functionalities would then have a greater influ-
ence on the end resulf.

For furniture pieces to be edited by "high-end" editors, |
would work in a way that would be a lot more personal and
infrospective, working on logics that that | feel more atfracted
to: (1) the possibility to create simple industrial products that
people can combine through unexpected repetitions in or-
der fo take part in the design process, (2) the desire o work
on simple pieces that look different from one point of view to
another, an evolving or ever-changing design, (3) the will to
create pieces that are not visually static, to create a tension
and discussion within the object itself...

MWhat role do you think customers play in the designing
of a product?

(AFor some companies the expectation of what the cus-
tomers might be wiling to buy, plays a role that is way too im-
portant. The customer usually wants what it has already seen.
Hence, this goes against the logic of creating new innovative
products, and creates the risk of creating very expectable
products that might eventually be boring fo the customer. So
even though the customer has o be taken into account, one

should first dream as much as they can about a new product,
and then fry to make it acceptable to the general public.

MWhat other area(s) would you be interested in working
in, other than product design?

Al would love to be an architect, define the cities and
landmark buildings. Sometimes, when | see that our communi-
fies are not going in the right direction | would like fo be a politi-
cianin order to reshape the way people behave and interact
one with the other. After all, in my "first life", | studied political
sciences...so in away | dlready have the tools to better under-
stand our world.

@Tell us about your past projects that has/have given you
the greatest satisfaction?

AThe first project that | got to work on as a "paid” designer
was certainly a very important one. At the time, | had just been
hired by Quinze & Milan, | had not even graduated yet, but |
goft to work on a very novel theatre seat project for the Wyly
theatre done by Rem Koolhass/OMA in Dallas. The seat was
developed in collaboration with Moroso...so from the start |
was working with some of the most interesting and innovative
people around. Very challenging and rewarding.

| only created my own design studio some nine months
ago, but with Qui est Paul? | was given the chance fo create a

brand from scratch, do the full arfistic direction, design and de-
velop most of the pieces in its very first collection. It's fascinating
fo see it happen, to grow successfully in a very short amount of
fime. Working with Bonaldo on the Tectonic Tables was another
thriling experience, as everything happened just so fast before
the Milan Furniture Fair. As a designer, | get the greatest satisfac-
fion when | know | just found the right concept and design. Nor-
mally, | can just feel | got it right.

BWhat's your understanding of "eco-design"? What par-
ficular projects/approach are you taking?

ABinthe past, |have not always paid enough attention to the
"eco-fiendly" factor. But since | have started designing my own
products, with my name on them, | redlly feel the importance of
picking the right materials. | am a great believer in the potential
of the "cradle fo cradle” concept developed by McDonough &
Braungart. It will fake time to get there, will require the good will
of everyone in the production and after-ife cycle of the prod-
ucts, but it is a very positive aftitude. They show the importance
of asking the right questions in order fo find the appropriate solu-
tions, rather than just poinfing the finger af someone. | fruly want
to make sure that | use either recyclable, renewable or durable
materials in my designs. A designer has to do his part, but so does
everyone else: scientists, producers, consumers. ...
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