Trevor Vaugh and Ni ¢ Shannon // Vaughshannon
interview & text by Apostolos Mtsios for Yatzer

Qur thirst for design has led us this tinme at Ireland. W are proud
to present you Trevor Vaugh and N ¢ Shannon, the designers behind
vaughshannon studi o that have |left us anazed with their inspired
creations. Although their studio was established in Dublin in 2007,
they have a very interesting trajectory and their products, since
their acclai med debut at Tent London, are featured in nunerous
publications worl dwi de. They say that clarity, functionality and wit
are the core guiding principles behind every vaughshannon worKk.
Their goal is to create functional products that offer nore than
just pleasing aesthetics; they nust integrate into their new owner's
lifestyle and environnent seam essly, whilst at the sanme tine adding
a subtle level of personality, wit and intrigue. And we coul dn’'t
agree nore!

We invite you to enjoy the very stinulating interview that Trevor
and Nic gave us exclusively for our readers, offering us the chance
to have a better idea about the way they perceive |ife and design.
Don’t be surprised to hear nore and nore about themin the future!

Well, Trevor and Nick, let’s take it fromthe begi nning. How did you
neet each other and how did you decide to work together?

(Trevor) W net while studying at the Institute of Technology in
Carlow, Ireland where we studied Industrial Design together for four
years. It wasn’t until our fourth year that we realised we had a | ot
of simlar opinions and thoughts on design, and it was then that we
deci ded we should coll aborate in sone way when we finished our

st udi es.

After graduating we both began working in full-tinme design jobs in
Dublin. In 2007 we decided to formally | aunch VaughShannon, which we
did during the London Design Festival.

We both have very different skill sets, interests and tastes and |
think this is the reason we work well together. Too nmany business
partners think the sane and often this nmeans that you | ose out on

t he advantages of having two partners.

You forma conpany with an extraordi nary grow ng success. In just
three years’ tinme you have ended up showi ng your pieces at MIan and
sone of the nobst inportant nagazines in the world feature your work.
We are curious to know the secret of your success.

(Trevor) W set out with the ai mof designing and nmaki ng products
that we feel passionate about and making a living fromdoing so. As
we are both working full-time in our “bill paying” jobs, all our
wor k for VaughShannon takes place in the evenings and at weekends.
VWhat's extraordinary is that one of us hasn’'t collapsed from
exhausti on!

| don't think there is a secret and | definitely don’t believe we


http://www.tentlondon.co.uk/

have seen success yet. Wat we do have is passion; passion for
design and the design industry. This is vital. \Wen you believe in
what you' re doing it nakes it easier to invest the necessary tineg,
energy and noney and the rewards greater.

(Nic) Yes, I think passion really has been the driving force behind
everythi ng we have done to date; passion on nmany different |evels.
W get excited over even the snmallest random conponents; not because
of what they are, but what they allow us to achieve.

We had to take the chance to put our ideas out there and since doing
so we haven't | ooked back. The inportant thing is to keep | ooking
forward with a positive frame of nind

Al'l of your products seemto have a great sense of hunor that,
according to nmy point of view, has a lot to do with the fact that
you ador e ant hroponor phic details. Sonme of your creations seemt hat
they are ready to walk! Is it a honmenage to a |lost infancy or a
rem nder that |life can be funnier and sinpler?

(Trevor) It’s an interesting question. | often push the

ant hr oponor phi c side, yes, and while | haven't quite |ost infancy,
perhaps | never quite let go of it. | was born in a |leap year and am
still only six and three quarters or sonething silly! So maybe that

has sonething to do with it.
We prefer to say that our products have personality as opposed to
hunour, as the former enconmpasses nmany nore enotions, which is very

inportant to us. | personally think it is an essential attribute of
a product. Cbviously not every product can, or should, have
personal ity but when possible; | really think it adds a nore

appeal i ng di nensi on.

(Nic) We can intentionally surround ourselves with funnier and
sinpler products. As designers | think it’s inportant to understand
how to utilize anthroponorphic formas a tool to facilitate design,
but it’s also inportant to be able to deviate fromthis |anguage,
dependi ng on the producer, nmarket and market for which the product
is intended. There is a child in all of us; sone people just express
it in different ways.

It seems that functionality is very inportant to you. Apart from
functionality and good design, is there any secret dinmension that
makes a product really essential?

(Trevor) Well first of all | don't think we can have good design

wi thout function; the two sinply cannot exist w thout each other.
VWhen | tal k about function | don’t just refer to the physical act of
doi ng sonet hing useful; it can be an aesthetic function, for exanple
the function of a playful formcould be to aid and enhance the
bondi ng process between the owner and the product. Cur Mdra
magazi ne rack takes the formof a small dog. After spending tinme
bondi ng with himcould you ever inmagine discarding hin! The sane
goes for our walking mrror. After years of building a relationship
with this product | really believe a bond can be fornmed, a bond
simlar to that forned between |iving creatures.



(Nic) There aren’t too nany things in life that can be classed as
essential; all you really need is food, shelter and love. W are in
t he busi ness designing and our goal is to survive as a conmpany and
to make desirable objects that achieve this end. If we can create an
object that is desirable and hel pful, and in sonme way makes you
smle, question or daydream we have done our job.

You have col | aborated with different galleries. Wat do you think
about the latest trend of design art?

(Trevor) |If a Designer can nake an object for which soneone is
prepared to pay a lot of noney | think they deserve credit. It’'s a
very difficult and conpetitive industry. Good collectors/patrons are
shrewd and are not going to invest in sonething for which they don't
feel passion for. Bad collectors probably deserve to lose if they

i nvest carelessly in substandard hype.

| believe that when an object is designed through genuine
experinmentation and passion for the material/process, everyone's a
wi nner. The Desi gner has the chance to explore, devel op and exercise
their creative inmpulses without the restrictions inposed by nass
production, the collector gets a truly worthwhile piece of design
and the rest of us benefit fromthe Designer’s thought process. W
don’t participate in the design art game; we value function and
affordability too nuch. W do however have a new product that wll
be our hunorous take on design art and which we hope to |aunch at
Tent London in Septenber.

Do you believe that there is an Irish design scene? If so, what are
its characteristics?

(Trevor) | don’t believe Irish design has any specific aesthetic
signature or differentiating characteristic. | don't knowif it’'s
even possible to have a national design characteristic anynore with
i nternational comrunications blurring the borders of design; in npst
cases it's inpossible to tell fromwhere any product origi nates.

Ireland has never really had an industrial manufacturing
background, instead becom ng nore dependent on snaller cottage
i ndustries and craft. Even today at all |evels confusion persists
regarding the difference between craft design. | think this, anong
other factors, is responsible for the lack of a clear and unified
identity.

Al though we are relatively newto the Irish design scene, we have
been keen observers for a nunmber of years and have noticed grow ng
activity anongst the various studios, with many pushing now to get
their work out there. It's a very difficult country in which a
studio |ike ours can survive, as there is little manufacturing
i ndustry, and al though we are very close to the UK and Europe it
does often feel quite isolated. But things are definitely getting
better and I think the next few years should be very interesting.
(Nic) Yes, what we have today in Ireland is largely craft based.
The closest thing to an Irish design icon is Celtic Design with the
“endl ess knot’ synbol. This is not to say there haven't been great
Designers; it’s just that no clear identity or unified
characteristic can be recognized. This is the reality of our history
and tradition.



W live in a tine when design is for people and not geographica
areas. Consequently we believe that the only way one can
differentiate an object is through the product’s personality. W are
| ucky because In Ireland creativity has predom nantly been expressed
t hrough great poetry, literature, and storytelling and these forma
great basis for adding depth to an object.

What’'s the design process that you foll ow? Do you plan everything
t oget her or each one of you has different functions?

(Trevor) The process begi ns when one of us has an idea or even just
observes a randomquirk in day-to-day life. This spark of
inspiration is stripped down to its nost basic functional form we
then add only what is required to optinmise the core function and to
give the object its own individual personality. It’s a two way
process, and as | said earlier we are |ucky that we have skills and
strengt hs which conpl enent one another, as these all ow the process
to run very snoothly nost of the tine.

(Nic) This process is obviously not as structured as it sounds. W
like to |l et | oose when we design, working outside boundaries and
following the journey on which the project takes us. Ildeas are

t hrown around, discussed in mnute detail and devel oped through
drawi ngs, prototypes etc. until at the end a product evolves wth
which we are both happy. W are a small studio so we both invol ved
in the running of the business, and this often takes nore tine and
energy than the actual act of product design. And yes, we are very
lucky as we have skills which conpl enent each other and this creates
a great bal ance.

Tel | us sonet hi ng about your dreans and your future projects.

(Trevor) Qur goal is to continue to design and work with as many
producers as we can. Qur biggest problemis that we just have too
many ideas and it’'s frustrating not being able to take nany of them
further. Cbviously our dreamis to work with one of the big
producers and create a successful product with them But, as |
said, if we can nake a living doing what we | ove that woul d be
enough.

(Nic) There is a saying “If you find your dreamjob you will never
work a day again in your life”. W have been doing this for the
|ast two years and it’s what we will be doing for the rest of our

lives. There is no better feeling than havi ng desi gned a product on
whi ch soneone wants to spend their hard-earned noney. It’'s very
rewar di ng.



