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2016 FAIRY TALES ARCHITECTURE COMPETITION
COMPETITION BRIEF

fairy tales 
are back.
After the record-breaking success of Fairy Tales 2015, with over 1,200 
participants from 65 different countries, we are excited to announce 
that the third edition of the competition is now open for registration. 

When we launched Fairy Tales, we could not have anticipated the over-
whelming response it drew. The participants hailed from the most 
diverse backgrounds and from so many corners of the world we'd 
have a hard time visiting them all in one lifetime. participants have 
crafted their wildest architectural ideas, unleashing the power of ar-
chitecture on universal themes at the core of humanity. 

The results were profound, and have been viewed, shared, tweeted and 
exhibited around the world. The 2016 edition of the Fairy Tales compe-
tition has a star-studded cast of jurors who decided to join us in our 
grand experiment and are curious to examine the submissions. Their 
names are all recognizable, as they are authorities in their respective 
fields: from architecture to design, art, and storytelling, all the way 
to business and entrepreneurship. We are thrilled to be able to work 
alongside them, and we hope you are too.

In addition, we have partnered with the best architecture and design 
publications out there: Design Milk, Archinect, Bustler and Archdaily. 
They will confer the best entries to millions of design fans around 
the world, giving these unique architectural fairy tales the recogni-
tion they deserve.
 
Now it's your turn. Find the information you need below, then reg-
ister and start creating. The world can't wait to be told great stories. 
Your stories.
 
Good luck!



"CoMpETITIoNS SuCH AS 
THESE NoT oNLY BrEAK THE 

DruDGErY oF prACTICE, 
THEY ENCouRAGE 

ArCHITECTS To DrEAM."
- Cubes Magazine



once upon a time, Architecture was at the fore-
front of social innovation, addressing issues 
that the entire society felt were worth finding 
creative solutions for. A curse was then cast on 
Architecture: the Evil Witch of Banality tricked 
the architects into believing that their ideas 
were worthless, that society didn't care about 
them, and that the only way to advance their 
projects was to produce vacuous glitzy render-
ings. only those would lure developers into fi-
nancing projects, and publications into publish-
ing them. You are the hero that is being given 
the chance to battle the Evil Witch of Banality. 
Your magic power is Creativity. Your ace in the 
hole is Good Communication. Will you accept 
the call to this epic battle?

Fairy Tales is an open, international, ideas com-
petition that challenges creatives from all pro-
fessional realms to develop visionary, narra-
tive-based design proposals. The competition is an 
extension of Blank Space's mission to uncover 
the true power of architecture by creating new 
opportunities for design to engage the public.

We'd like you to invent a story for your design. 
We'd like you to rewrite the way architecture 
communicates itself to the world, and to do so 
in the most unconventional way.



story

A text-based, 
fictional fairy tale

750-1500 words
.doc or .docx format

team info

name, address
email, phone,

registration code
.doc or .docx format

5 IMAGEs

11" x 17"
300 dpi

any orientation
.jpeg format

submission 
requirements



submission 
requirements

make the text big enough for easy 
reading online. There are no special 
layout requirements. 

TEXT NArrATIvE: 
A text-based, fictional fairy tale in 
8.5"x11" .doc or .docx format, between 
750-1500 words in length, that coin-
cides with the graphic boards. It is 
optional to include this text into the 
5 graphic boards, but it still needs to 
be submitted as a separate text docu-
ment in any case. This text must be in 
English. 

TEAM INFo: 
Individual or Team participation data 
in 8.5" x 11" in .doc or .docx format. 
This must include the names of all 
participants with their profession, 
home address, phone number and 
email. The Team Info document must 
include the unique registration ID 
number.

FILE NAMING: 
When submitting your files to Blank 
Space, please combine them all (im-
ages, narrative, and team info) into 
a single folder. The folder should 

be named with your registration ID 
number. Your images should also 
be named with your registration 
ID number (XXXXX_01.jpg, XXXXX_02.
jpg, XXXXX_03.jpg etc.), along with 
your text narrative (XXXXX_narrative.
doc) and your team info document 
(XXXXX_teaminfo.doc)

SuBMITTING FILES: 
Files must be e-mailed to Blank Space 
using a urL supplied by WeTransfer. 
Please do not send your files as 
email attachments, as they may be 
blocked by our email host. In or-
der to create a wetransfer file link, 
go to wetransfer.com, click on the 
small icon at the bottom left corner 
to select "LINK" and then upload your 
files. WeTransfer will then give you 
a unique uRL. Copy the uRL, and e-mail 
it to: 

competitions@blankspaceproject.com

You will receive a confirmation 
email within 24 hours of submitting 
your entry. 

Fairy Tales is a single phase compe-
tition. participation is open to archi-
tects, designers, writers, engineers, 
illustrators, students and creatives 
worldwide. Individual or group 
entries are permitted. Multiple entries 
per individual or team are permitted, 
but each submission must be reg-
istered and paid for separately. The 
official language of the competition 
is English. 

THE FINAL SuBMISSIoN, pACKED IN A 
SINGLE FILE, MuST INCLUDE:
 
ArTWorK: 
5 slides of the project in 11" x 17" 
(horizontal or vertical format at 300 
dpi in .jpg format) that represent an 
architectural fairy tale in the most 
fantastical way possible. These images 
can be collages, maps, plans, sec-
tions, elevations, pictures, diagrams, 
3d representations or any other 
graphic tool. Each of them must be 
a unique document, independent and 
self-explanatory. Each sheet must 
contain one scheme or image only. 
Comic-book layouts are permissible, 
however we encourage entrants to 



"FAIrY TALES IS 
AN uNCoMMoN 

CoMpETITIoN THAT 
CHALLENGES CrEATIvES 
To DEvELop vISIoNArY, 

NArrATIvE BASED 
DESIGN propoSALS."

- Metalocus



Fairy tales span millenniums and 
cultural boundaries with their 
special way of communicating 
complex ideas through simple, 
yet fantastical means.

They are the first form of nar-
ration we are acquainted with as 
children. They are usually told 
or read by a person we are close 
to and trust, and they speak to us 
about situations and worlds that 
are foreign and distant, yet un-
derstandable. Fairy tales are our 
gateway to significance, to making 
sense of the intricacies of the real 
world we get to know as we age. 
They present us with problems and 
with ways in which they are dealt 
with by their protagonists, who 
often have to prove themselves 
in the course of the story, or are 
called to choose their friends and 
to identify enemies, or must find 
the resources in themselves to 
overcome whatever situation they 
are called to act upon. They are 
paradigmatic of experiences we 
haven't yet had, decisions we hav-
en't yet made, feelings we haven't 
yet felt, but surely will. Without us 

being cognizant, they are our first 
training in logic, in empathy and in 
creativity.

The way the English language calls 
these children stories, "fairy" tales, 
can be partially deceiving. The word 
"fairy" describes fantastical, magic 
creatures such as elfins and spir-
its. Those are often are involved 
in such stories, and in the plots of 
these tales there is a magic compo-
nent playing a role in the events: 
a magic object is needed, a cursed 
object is found, a person who 
has magic powers helps the pro-
tagonist or keeps them from suc-
ceeding, a spell is cast and needs 
to be broken. However, many of 
the Latin words that are blended 
in the English definition for these 
folk tales have meanings that re-
veal a deeper level of significance. 
For example, the Latin verb "farior" 
simply means "to tell a story." The 
verb "fari" means "to speak." Anoth-
er very similar word is "fatum." fate 
in English: the tales we are talking 
about are often telling the story 
of someone's destiny. Fairy tales, 
therefore, are not simply about 

fairies, they are also about fates, 
and about the relational activities 
of speaking, of telling someone a 
story.

Studying fairy tales, psychoanalyst 
Bruno Bettelheim concentrated his 
attention on both the relational 
aspect of telling stories and on the 
educational effects of being told a 
story. According to Bettelheim, fairy 
tales describe inner states of minds 
by means of images and actions, 
translating internal processes into 
visual images. The visual stimulation 
makes complex concepts relatable, 
ignites unconscious processes, pro-
motes insights and gives validity to 
the feelings felt while listening to 
the stories. These properties are so 
important that Bettelheim tells how 
in ancient Indian cultures, a parable 
or a fairy tale was often told by 
doctors to their patients who were 
troubled with stress and preoccu-
pations, so that they could repeat it 
to themselves while meditating and 
figure out the solutions to their 
problems while retracing the steps 
of the characters in their quest for 
happiness.

Why Fairy Tales? 



A fairy tale, therefore, is a story 
from which the listener can ex-
tract not only information on the 
world and their surroundings, but 
a deeper knowledge about them-
selves, their needs and their de-
sires. Referring to the child's ex-
perience of fairy tales, Bettelheim 
writes that "Fairy tales, unlike any 
other form of literature direct 
the child to discover his identity 
and calling, and they also sug-
gest what experiences are needed 
to develop his character further." 
This conclusion is generalizable to 
readers of all ages. Italian writer 
Gianni Rodari, who specialized in 
modern fairy tale writing, firm-
ly believed that fairy tales are the 
only game that adults and chil-
dren can play together without 
the need for anything else than 
their minds, feelings and words. To 
Rodari, modern fairy tales as well 
as the ancient ones are import-
ant for both kids and grownups. 
"Fairy tales are the place of all the 
hypotheses: they give us keys to 
access reality from paths that are 
off the beaten track."

The return to fairy tales in a later 
stage of life allows the recog-
nition of their deeper structures 
of meaning and of their essential, 
basic, universal value. A very pop-
ular quote of C. S. Lewis' words is 
"Someday you'll be old enough to 
start reading fairy tales again." In 
contemporary culture, we feel like 
that time has come already: so many 
fantastic stories are now brought 
to the 3-D theater screens for con-
sumption by adults and children. 
The success of contemporary an-
imated movies, the resurgence of 
the fantasy literary genre, testify 
that the interest in fantastic sto-
ries is very much alive, potentially 
more in former children than in 
the younger audiences. Even in the 
news, the elements of surprise and 
amazement play a key role in se-
lecting what stories have what it 
takes to go viral. The world is per-
meated by the desire of being told 
stories. It's a great time to be story-
tellers.

How does this apply to 
architecture?

Stories form the foundation of 
architectural proposals, and it is 
through various stages of sto-
rytelling that a project's general 
challenges and constraints are 
outlined, as well as a formal out-
come is determined, and an archi-
tectural strategy is put in place.
This process shares so much with 
what Paul Ricoeur used to define 
as "mise en intrigue," or emplot-
ment – every creative idea has a 
plot, a structure, internal tensions 
and patterns of significance that 
make it understandable to the read-
er, the viewer, the user. That is true 
in storytelling as it is true in ar-
chitectural storytelling. Ricoeur 
went so far as to actually com-
pare architecture and narratives, 
and found that both of them have 
the power of "creating memory," 
"making what's absent present." If 
narrative tells a story in time, ar-
chitecture builds a story in space. 
In both cases, something is con-
structed, whether in the physi-
cal or the mental space, and that 
something becomes inhabited with 
memories and experiences. It comes 
from the mind of its creator, who 



has to plot it and structure it, and 
becomes a part of the life of some-
body else, who establishes a rela-
tionship with it.

Another reason why fairy tales 
matter to architecture is the ele-
ment of play. Playing is key in de-
sign. So much good design sparks 
from doodles, from absurd ideas, 
from fantasies. So many great ideas 
for something that looks like a 
building actually can't be built – 
nevertheless these concepts push 
architectural creativity forward, 
and are the place to experiment 
with new issues, new topics, new 
scenarios.

Most importantly, the reason why 
an injection of fairy tale magic is 
crucial for architecture has to 
do with the very mission of Blank 
Space. We believe architecture can 
be more interesting, more fun and 
more social. Communication is 
omnipresent, and good commu-
nication helps great ideas change 
the world. Currently, there is a 
gap between architecture and the 
rest of the world. Architects have 

lost their centrality in the society. 
Architecture is now marginalized 
in its new role of aesthetic com-
modity, trapped in technical jargon 
and in concerns that are just the 
designers community's. By retreat-
ing in self-absorption, architecture 
has lost its ability to send universal 
messages, to represent culture in 
its time, and to address issues that 
are those of the general public.

Telling a story is the primary way 
of communicating a message ef-
fectively to every audience.

By asking you to think in terms 
of stories we want to excite your 
imagination and to invite you to 
go beyond the classic topics and 
typologies that architecture com-
petitions often focus on. We also 
highly encourage you to team up 
with non-architects and non-de-
signers, to maximize architecture's 
exposure to the world and the so-
ciety it is thought for, and we hope, 
soon enough, thought with.

As we illustrated, fairy tales are the 
most accessible stories humans are 

able to tell. It's not at all a matter 
of them being simple -- they pres-
ent structural rules, precise pat-
terns and feature distinct element, 
some of which we covered, many 
more of which are the subject of 
in-depth studies by anthropologists, 
semioticians and literature academ-
ics alike. They are as sophisticated as 
a specimen of great architecture, 
and like great architecture they are 
relatable, fascinating and under-
standable to all, even to those who 
have no expertise -- whether that is 
the life-expertise that children are 
too young to have, or the archi-
tectural eye that the general public 
is not called to develop, but that ar-
chitects intend to catch.

For all these reasons, we invite you 
to create your own architectural 
fairy tale, in hopes that reconnect-
ing with the magic, the whimsy and 
the fun will impact our collective 
tomorrow.

>>> Best of luck!
Blank Space



hans-ulrich obrist
co-director of the serpentine galleries

Hans ulrich obrist (b. 1968, Zurich, 
Switzerland) is Co-Director of the 
Serpentine Galleries, London. prior to 
this, he was the Curator of the Musée 
d'Art Moderne de la Ville de Paris. 
Since his first show "World Soup" (The 
Kitchen Show) in 1991 he has curated 
more than 250 shows. obrist's recent 
publications include Lives of Artists, 
Lives of Architects, Ways of Curating, 
A Brief History of Curating, Do It: The 
Compendium, and The Age of Earth-
quakes with Douglas Coupland and 
Shumon Basar.

elizabeth diller
founding partner of diller 
scofidio + renfro

elizabeth diller, a founding partner 
of diller scofidio + renfro, attended 
the cooper union school of art and 
received a bachelor of architecture 
from the cooper union school of 
architecture. ms. diller is a professor 
of architecture at princeton univer-
sity.

Allison Arieff
Editorial director of spur

Allison Arieff is Editorial Director of 
the urban planning and policy think 
tank, SpuR. She has been a contributing 
columnist to The New York Times since 
2006. Arieff writes about architecture, 
design and urbanism for numerous 
publications including California 
Sunday, the MIT Technology Review, Dia-
logue, and CityLab and is former editor 
at large for GooD and Sunset maga-
zines. She is a former Editor in Chief of 
Dwell (and was the magazine's found-
ing Senior Editor): Dwell won the 
National Magazine Award for general 
excellence in 2005 under her tenure.

jury



bradford shellhammer
founder and ceo of bezar

Bradford Shellhammer is the Found-
er, CEo and Chief Curator of Bezar, a
member's only e- commerce site that 
offers modern designs from emerg-
ing designers. He's been named one 
of the "100 Most Creative people in
Business" by Fast Company and coined
the "King of quirk" by Forbes Maga-
zine and the "Eames of E- Commerce"
by uSA Today. Bradford created Fab.
com which transformed how design 
is sold and consumed. It was born 
from his colorful outlook on life, 
and he was the spirit of the company 
culture and aesthetic.

daniel simon
concept and car designer

Daniel Simon is a German-born con-
cept designer, author, and producer, 
with professional roots as a senior 
designer at Bugatti and volkswagen. 
Clients include Warner Bros., univer-
sal, Disney, Lotus, and SpaceX. Simon 
creates iconic fantasy vehicles for 
Hollywood blockbuster films such 
as Tron: Legacy, Captain America: The 
First Avenger, prometheus, and oblivi-
on. Simon restlessly fantasizes about 
alternative worlds, and expresses 
his personal visions through the 
ever-expanding worlds of Cosmic 
Motors, The Timeless racer, and DSX.

dror benshetrit
founder of dror

Dror is an ideas-driven design prac-
tice that disrupts conventions of art, 
architecture, and design. The New 
York studio is led by Dror Benshet-
rit, a designer, thinker, dreamer, and 
futurist who's holistic approach in-
forms a striking range of affecting, 
unconventional work. Named one 
of Fast Company's "10 Most Innovative 
Designers," Dror Benshetrit graduated 
from the Design Academy Eindhoven. 
Fascinated by geometry, physics, 
and poetry, his work pushes design 
beyond its functional application to 
create extraordinary experiences.

jury



sylvia lavin
director of critical studies in 
architecture at ucla

Sylvia Lavin is a critic, historian and 
curator whose work explores the 
limits of architecture across a wide 
spectrum of historical periods. She is 
Director of the phD in Architecture 
at uCLA, has taught at many schools, 
including princeton and Harvard, and 
is a frequent contributor to jour-
nals such as Artforum and Log. Lavin 
is currently working on her next 
exhibition, The New Creativity, which 
explores transformations in archi-
tectural creativity since the advent 
of computing.

cristina goberna
co-founder of fake industries, 
architectural agonism

Cristina Goberna is a practitioner ar-
chitect, educator and critic. As a Ful-
bright Fellow she was awarded an MS. 
in Advance Architectural Design and 
an Advance Architectural research 
Certificate by the GSApp in Columbia 
university. She is co-founder of Fake 
Industries, Architectural Agonism 
(FKAA), awarded the 2009 Young Archi-
tects Forum Prize by the Architectur-
al League of New York and the 2014 
American Institute of Architects New 
practices prize.

aaron betsky
dean of the frank lloyd wright 
school of architecture

Aaron Betsky is Dean of the Frank 
Lloyd Wright School of Architecture. 
A critic of art, architecture, and de-
sign, Mr. Betsky is the author of over 
a dozen books on those subjects, 
including a forthcoming survey of 
modernism in architecture and design. 
Trained as an architect and in the hu-
manities at Yale university, Mr. Betsky 
was previously Director of the Cincin-
nati Art Museum and the Netherlands 
Architecture Institute, and Curator 
of Architecture and Design at the San 
Francisco Museum of Modern Art.

jury



alexander walter
editorial & production manager for 
archinect and editor in chief of bustler

Alexander Walter grew up in East 
Germany with plenty of Bratwurst. 
He studied Architecture and Media 
Design at Bauhaus-universität Weimar, 
Germany, and participated in foreign 
exchange programs with Washing-
ton-Alexandria Architecture Con-
sortium in Alexandria, virginia and 
Waseda university in Tokyo, Japan. In 
his Master's Thesis, and throughout 
his studies, Alexander focused on the 
fascinating intersection of architec-
ture and media.

robert mckee
fulbright scholar and creative 
writing instructor

robert McKee, A Fulbright Scholar, is 
one of the most sought after writing 
lecturers in the world. peter Jackson, 
Director of The Lord of the rings 
Trilogy, calls him "The Guru of Gurus" 
and for the writers of pixar, McKee's 
Story Seminar is a rite of passage. Since 
1984, more than 100,000 students have 
taken McKee's courses at various cities 
around the world, while articles on 
Story have appeared in hundreds of 
newspapers and magazines around the 
world including The Wall Street Jour-
nal, vanity Fair and The New Yorker.

david basulto
founder and editor in chief 
of archdaily

David Basulto is a Graduate Architect 
from pontificia universidad Católica 
de Chile (2006). He is the Founder and 
Editor in Chief of ArchDaily, and its 
global sites in English, Spanish, por-
tuguese and Chinese. ArchDaily's mis-
sion is to improve the quality of life 
of the 3 billion people who live in 
cities in the next 40 years, by provid-
ing inspiration, knowledge, and tools 
to the architects who will face this 
challenge.

jury



becky quintal
executive editor of archdaily

Becky quintal is the Executive Editor 
of ArchDaily, where she oversees the 
publication of ArchDaily and its glob-
al sites in English, Spanish, Portu-
guese and Chinese. Prior to assuming 
her role at ArchDaily, Becky worked 
as an editor for oMA/AMo, BIG (Bjarke 
Ingels Group), reiser + umemoto and 
the Princeton University School of 
Architecture. She recently graduat-
ed from Harvard university's Grad-
uate School of Design, where her 
research focused on the portrayal 
of early skyscrapers in New York's 
newspapers. 

matthew hoffman
co founder of blank space

As Madeline Gins once defined him, 
Matthew is an architectural "coor-
dinologist." recipient of numerous 
awards for his designs and research, 
he addresses architecture with an 
emphasis on interactivity, rethinking 
traditional approaches by exposing de-
sign ideas to the feedback of non-de-
signers. Matthew has collaborated 
with HWKN (Hollwich Kushner), C-LAB, 
Neil Denari, Mas Context, polar Inertia, 
Bruce Mau Design, and was a visiting 
professor at The university of penn-
sylvania in 2012. He co-founded Blank 
Space with his wife Francesca in 2013.

francesca giuliani-hoffman
co founder of blank space

Francesca is an Italian journalist. Born 
and raised in rome among beautiful ru-
ins and open piazzas, she moved to New 
York City in 2010 and embraced the grid 
and the skyscrapers. Francesca has a BA 
in Communications, a Masters in Gov-
ernment Studies and public Communi-
cation, and she conducted research at 
NYu and CuNY. She writes for a variety 
of outlets and works with tech start-
ups at the forefront of innovation in 
the field of news gathering. Francesca 
believes that the prerogative of being a 
human is to tell stories, create narra-
tives to make sense of our experience.

jury



CASH prizes: 
1st prize: $2,500 usd
2nd prize: $1,000 usd
3rd prize: $500 usd

The jury will select up to 10 honor-
able mentions. Honorable mentions 
will be featured in our next publica-
tion, Fairy Tales: volume III.

exposure to millions 
of design fans: 
winners of the competition will be 
shared, tweeted, liked, and viewed 
by design fans around the world. 
We have partnerships with the most 
influential architecture and design 
websites: Archdaily, design-milk, 
Bustler and Archinect, who will 
share the winning entries with their 
millions of fans. previous winners 
have been featured in fast company, 
Architect magazine, domus, design 
milk, inhabitat and vice. 

get published in 
"fairy tales - volume 3": 
The life of the submissions doesn't 
stop at the conclusion of the com-
petition. Following the competition, 
Blank Space will publish the third 
volume of "Fairy Tales: When Archi-
tecture Tells A Story." Select entries 
will be included in the book, as well 
as featured prominently on the Blank 
Space website. The book is sold at 
museums and bookstores around 
the world including The Museum 
of Modern Art (MoMA), The National 
Building Museum, NAi Booksellers and 
the Museum of Contemporary Art, 
Los Angeles (MoCA).

prizes
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competition launched: october 14, 2015

Early Bird registration — $35 uSD
until: october 22, 2015

regular registration — $55 uSD
until: december 09, 2015

Late registration — $75 uSD
until: final Submission Deadline

Submission Deadline: january 16, 2016

winners Announced: march 2016

To register for the competition 
please go to:

www.blankspaceproject.com 

and click the registration link. upon 
successfully completing the payment, 
you will receive a unique 5-digit 
registration code within 24 hours. 
The registration code will be sent 
to the e-mail that you used to make 
the payment. Include this code in the 
materials you will be submitting.

schedule & 
fees



Please send your questions to: 

competitions@
blankspaceproject.com 

with subject line "fairy tales 
q&A".

questions and answers will 
be posted online. please make 
sure that your questions are 
not already answered in the 
FAq section located on our 
web site.

questions & 
answers



To take part in this competition, all 
applicants must accept the rules. Any 
infringement of the rules will be 
subject to evaluation by the jury. This 
is an anonymous competition and 
the registration Number is the only 
means of identification. The info 
files containing personal informa-
tion are confidential and will not be 
revealed to the panel until the final 
winners have been selected.

1. The enrollment fee is not tax de-
ductible.

2. The enrollment fee is not return-
able and non transferable.

3. The official language of the com-
petition is English.

4. Ineligible entrants include any 
staff or directives of Blank Space, 
any jury members and direct employ-
ees or relatives.

5. Applicants who try to contact 
members of the jury will be disqual-
ified.

6. Blank Space and its partners have 
the right to publish without prior 
consent all materials submitted to 
this competition.

7. All submissions must strictly re-
spect anonymity and not contain 
any names, symbols, logos or any 
other types of signs permitting the 
jury to recognize the identity of the 
entrant.

8. Blank Space reserves the right to 
modify the competition schedule if 
deemed necessary.

9. By entering into the competition, 
participants transfer unlimited use 
for publication, exhibition and elec-
tronic posting to Blank Space and 
its affiliates. Blank Space will credit 
the participants responsible for the 
work. 

10. Any work submitted for the com-
petition must be the entrant's origi-
nal work. It is the entrant's sole re-
sponsibility to ensure that the work 
submitted does not infringe upon 
the intellectual property rights of 
any third party, including, but not 
limited to copyright, trademark and 
design right.

11. Submissions shall not be published 
or made public until after the final 
submission date.

12. The jury might declare the com-
petition deserted and reject any and 
all proposals received in response 
to this competition. If jury declares 
competition deserted, registration 
fees will be refunded.

13. The decision of the jury shall be 
final and binding on all parties, and 
no disputes shall be entertained.

14. By entering the competition all 
entrants agree in full to these Rules 
and Brief.

15. Award winners are responsible 
for all taxes and fees associated 
with prize receipt and/or use.

16. rules and regulations are subject 
to change without notice.

ruLES &
rEGuLATIoNS



ELIGIBILITY:
This is an international competition 
open to all architects, designers, stu-
dents and members of the public either 
individually or as a team. Entrants must 
be 18 years of age or older; the proj-
ects may be carried out individually or 
in groups, with no restriction on the 
number of members of the team. Each 
team project must be accompanied by a 
primary contact. Individuals may submit 
entries as individuals and/or as part of 
a team. Individuals or teams may submit 
multiple projects, but it is mandatory 
that each entry be registered separately, 
with separate ID numbers.

CopYrIGHT:
By submitting an entry by a sole cre-
ator, Competitor warrants that Compet-
itor is the sole designer, creator, and 
owner of the artwork, including all 
visual and textual components, or has 
permission to use copyrighted com-
ponents, and further warrants that the 
artwork does not contain informa-
tion considered by Competitor's place 
of business, university, college or any 
other third party to be confidential. 
By submitting an entry by a group of 
creators, the Competitors warrant that 
they jointly designed, created, and own 
the visual artwork or have permission 
to use copyrighted components, and 
further warrant that the artwork does 

not contain information considered by 
Competitors' place of business, universi-
ty, college or any other third party to 
be confidential.

DISCLAIMEr:
Blank Space reserves the right to re-
fuse any entry. The organizers are not 
liable for lost or misdirected, late or 
substantially incomplete entries, as 
well as any entries containing text/
images that identify the Competitors to 
jurors. The decisions and opinions of 
the jurors represent their profession-
al viewpoints, not the opinion of the 
organizers. All prizes will be awarded 
at the discretion of the organizers and 
all decisions are final.

All materials for this competition must 
be submitted in digital format, print-
ed hard copies of entries will not 
be accepted. Competitors retain stan-
dard ownership of their intellectual 
property. It should be emphasized that 
this competition is purely conceptual, 
and the selection of finalists or prize 
winners in no way indicates intent to 
implement the proposed schemes. upon 
registering for this competition, all 
Competitors agree to waive any and all 
claims against Blank Space and its af-
filiates. By registering, the Competitors 
transfer unlimited use for publication, 
exhibition and electronic posting of 

all entries to the Blank Space competi-
tion. Blank Space shall have the right to 
release any of the submitted materials 
to the media for public relations and 
will credit the Competitors responsi-
ble for authoring the work. All images 
must either be created by Competitor 
or Competitors. Failure to do so will 
result in disqualification. 

ANNouNCEMENTS AND puBLICATIoN:
Competitors may not release any imag-
es of their submissions until after the 
official awards announcement from 
Blank Space in March 2016. This includes 
all professional publications, media 
outlets, blogs and social media. Win-
ners may be notified in advance of the 
official announcement date. Winners 
may not make an announcement about 
winning in advance of the official 
announcement date without permission 
from Blank Space.

IN CLoSING:
This competition is subject to the terms 
of this program. The program of the 
competition is the definitive declaration 
of the terms and conditions of this 
competition. The conditions are bind-
ing for the organizer and the panel of 
judges. By presenting a design, the par-
ticipant declares that he / she is aware 
of and accepts the terms and condi-
tions of the competition.

ruLES &
rEGuLATIoNS



HAPPILY 
EVER 
AFTER?


