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Concept stores are hot business. Iconic, retail-focused architecture and interior 
design has been making waves in creative hubs and shopping capitals like 
New York, London and Tokyo; these recognisable designs become synonymous 

with the brands they represent.

Recently, technology has been added to these dynamic spaces, creating 
immersive, inter-active and seamless retail experiences for the customer. With 
online shopping becoming a convenient norm, brick-and-mortar stores need 

to deliver more than just product display. 

They must be experiential, beautifully designed, ‘Instagrammable’ concept 
stores, enticing passionate loyalists and potential customers to venture further 
than their apps and to enter through their doors. Brands that accomplish this 
ensure that their clients still choose to visit their physical spaces even though 

the same products are available at the click of a button.

INTRODUCTION

The concept store is a space that 
is neither purely physical nor completely 
digital, but a � uid, inter-connected combination 
of the two, allowing customers an authentic, 
personalised and innovative experience to 
reinforce their connection to the brand.



Your client is Tenebris Lab, South Africa’s leading technology studio, focused 
on developing software and games for virtual reality (VR), augmented reality, 
mixed reality games and app development. The design team is made up of 
multidisciplinary members and follows a design thinking approach. Their 
combined skill-sets and research orientated workfl ows allow Tenebris Lab to 
work in a variety of industries. It has created custom software for engineers, 
architects, fi lmmakers and other futurists. 

DESIGN CHALLENGE

Tenebris Lab has recently released the LUX Walker 
headset, a VR ecosystem for anyone working with 3D 
and 360° content. This interactive application, which 
instantly converts 3D models into fully immersive true-to-
life experiences, is a real-time visualisation tool to improve 
work fl ow and collaboration, and reduce communication errors.
 
Your brief is to design Tenebris Lab’s fi rst concept store. The building 
should refl ect the brand’s innovative identity, personify its technology-
fi rst values, and showcase the products and services it provides. 

By including ‘experience’ zones and product displays, your design 
should epitomise the future-forward approach of this tech-driven 
company while considering the educational aspect of its offering, 
including the LUX Walker. For more info on this and its gaming 
products, visit tenebrislab.com.



WHERE? 
Please see the location below, which identifi es a key site in Cape 
Town, South Africa. It has signifi cant foot traffi c, is very visible 
and is situated in a retail hub.

DESIGN PARAMETERS
WHAT? 

Design Guidelines: This should be a two-storey 
building, measuring approximately 550 square metres.

HOW? 
Consider the following regarding customer 

interaction and build: 

>  Store facade should be engaging and inviting.

>  Interior layout must allow for easy fl ow of foot traffi c with 
obvious access points to products and experiences.

>  Product showcase should include two or three VR ‘experience’ / 
games rooms. Each room should accommodate at least 4 people.

>  Experience rooms should be visible to potential customers to draw 
their attention. 

> Point of sale area.

>  A consultants area should form part of the design.

>  A self-sustainable, green building.

>   Intuitive, automated technology could be incorporated.

>   Include a café that looks onto / over the VR rooms internally, and expands 
outwards onto street level.

> Offi ce space and storage facilities.

> Public and staff toilet facilities.

>  You are encouraged to consider Caesarstone as a viable surface solution in 
your design.

>  You are encouraged to consider Caesarstone as a viable surface solution in >  You are encouraged to consider Caesarstone as a viable surface solution in 

33°54’09.5”S   18°25’09.6”E

Runbase Cape Town, 56 Breakwater Blvd, 
V & A Waterfront, Cape Town, 8001



THE WINNER and their lecturer will be sent on an all-expenses-paid trip to an 
international design fair of their choice, courtesy of Caesarstone worth R100,000. 
Flights, airport and hotel transfers, meals, accommodation and spending money are all included. 
Visa-related costs are excluded.

THE RUNNER-UP will receive R15,000.

THE 2nd RUNNER-UP will receive R5,000.

BEST PRESENTATION will receive R7,500. 

PRESENTATION IS VERY IMPORTANT!

> The presentation of your submission should refl ect the brief.

> Get your message across graphically without too much text. 

> Text must be limited to bullet points, to emphasise key points.

> Check your spelling, especially of Caesarstone.

> Judges need to understand your thought process.

> Keep graphics simple, clean and neat by distilling the essence of your design.

> An award will be given for best presentation to the value of R7,500. 

>  The winner will not be excluded from the presenation prize.

DESIGN PRESENTATION PRIZES



Each institution is permitted to submit their top fi ve entries from each department for 
fi nal judging.  

ENTRIES MUST INCLUDE:
>  3 x A2 matte-laminated drawings: designed as 3 x INDIVIDUAL, landscape boards, numbered 

in their order (i.e. 1, 2, 3). Please carefully package your entries with backing board.  

>  Students must clearly mark the reverse of each A2 matte-laminated board with the 
below details:

 * Student’s name and surname

 * Student’s email address and contact number

 * Lecturer’s name and surname

 * Lecturer’s email address and contact number

 * Name of Institution

 * Department of architecture or interior design

 * Year of study

>  Accompanying USB stick with fi les in both high res and low res formats in either jpeg 
or PDF.

>  You are highly encouraged to build a scale model, no bigger than ratio 1:50, and to 
photograph the transitions to test your ideas.

>  Your model will only need to be submitted if you are selected as one of the 9 fi nalists. 
Caesarstone will cover the courier costs.

>  Finalists will be able to load their projects (if modelled in 3D software) into LUX Walker 
which will be showcased at the Awards Ceremony. Product images logos etc can be found at 
tenebrislab.com/press.

>  Strong concepts will be favoured over fully-realised buildings.

THE SUBMISSION DEADLINE IS: 

6 SEPTEMBER 2019
Please courier entries to 9 Gold Street, Northgate Estate, 
Cape Town, 7405 marked for the attention of ISS Marketing 
Department. Late entries will not be considered.

SUBMISSION FORMAT

DE
AD

LI
NE

Only 3 X A2 story boards will be accepted. If additional 
boards are submitted the entry will immediately 
be disqualifi ed. Any, unlaminated or inccorectly 
labeled entries will also be disqualifi ed.

Submissions will not be returned 
and will remain the property of 
Caesarstone.



REFERENCES & INSPIRATIONS

> eightinc.com/work/apple
> forbes.com/sites/walterloeb/2014/03/31/a-new-retail-concept-designed-to-combat-the-online-shopping-trend/#94f53c9362ac
> theguardian.com/media-network/media-network-blog/2014/jul/09/retail-brands-concept-store-shopping
> qz.com/956745/retail-experiments-from-farfetch-nike-and-amazon-offer-visions-of-the-store-of-the-future/
> econsultancy.com/concept-stores-what-do-they-mean-for-customer-experience/

CAESARSTONE STUDENT DESIGNER 2   19

st
u

d
en

td
es

ig
n

er
co

m
p

.c
o

.z
a


