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INTRODUCTION

OLD TOWN SCOTTSDALE

Old Town is the dynamic civic and cultural heart of Scottsdale. The diverse, vibrant districts in Old
Town are walkable and interconnected. Old Town embraces its southwest, desert heritage while
remaining flexible to adapt to change over time. The character of Old Town celebrates the historic,
contemporary, and future potential of downtown as a place where the new west meets the old
west. The focus of Old Town Scottsdale’s character is it's pedestrian environment, which includes
architectural and urban design, open space in the urban fabric, the integration of the natural and
built environments into building and site design, and the connections between people and places,
movement, and urban form.

OLD TOWN SCOTTSDALE CHARACTER AREA PLAN &

OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

In 1984, the City Council adopted the Downtown Plan, a long range policy document to guide
growth and development decisions for the 1.5 square miles that make up Old Town Scottsdale. The
Plan identified critical planning programs, initiatives, and studies to implement the community’s
vision for downtown, including an incentive based zoning program and the Downtown Urban
Design and Architectural Guidelines (Guidelines). Recognizing evolving community perspectives
and downtown development changes, the Old Town Scottsdale Character Area Plan (formerly the
Downtown Plan) has gone through several update processes, including 2009, 2018, 2023, and
2024.




Originally adopted by the City Council in 1986, the Guidelines articulate the urban design vision for
downtown. In conjunction with the Downtown Zoning Ordinance, and aligned with the Scottsdale
Sensitive Design Principles and the Design Standards and Policy Manual, the Guidelines provide
direction on the character and design of downtown development. The Guidelines are utilized by
land owners, tenants, development teams, city staff, the Development Review Board, Planning
Commission, City Council, and community members, to publicly review physical development
proposals in the context of the community’s shared vision for downtown, as established in the Old
Town Scottsdale Character Area Plan.

QUALITY DESIGN

Although quality design is considered subjective, common design attributes can be established.
Quality design is seamlessly woven into the surrounding context, both respecting and enhancing
its surroundings. Another measure of quality design is its functionality and durability. A building
should be constructed with both the present and the future in mind. Certain materials and
construction methods should be used to create a building that will withstand the test of time. A
design can be measured by what it contributes to the community. Quality design should not only
meet individual needs, but should also meet the needs of the city as a whole.




DESIGN OBJECTIVES

Scottsdale has well-established community expectations for superior, quality design in its

built environment. For decades, the site planning, and aesthetic design evaluation through the
Development Review process, has instrumentally shaped the community. The Old Town Scottsdale
Character Area Plan and the Guidelines provide the framework that guides individual developments
— both public and private — as they visually and physically work together to define, shape, and
enhance the image of Old Town. The downtown design objectives establish the community’s
aesthetic vision for Old Town:

+ Protect the unique character of the Downtown Core and promote continuity of character in
Old Town Scottsdale districts to create an environment that has both uniformity and variety.

+ Strengthen pedestrian character and enhance and form new pedestrian linkages to create a
walkable, human-scale environment.

« Maintain an interconnected downtown that includes a variety of mobility options.

+ Create high quality, human-scale, downtown architecture that is influenced by the local and
regional culture, climate, and Sonoran Desert landscape.

+ Create a distinct landscape character, that contributes to a unified downtown.
+ Create coherent and consistent street-spaces.

« Design within the context of each Old Town district and introduce new architectural and
building designs that are compatible with the existing design to form a blend between new
and old.

«  Encourage property improvements, new development, and redevelopment to maintain a
vibrant, lively, attractive downtown destination that provides opportunities for residents,
visitors, and businesses.

PURPOSE OF GUIDELINES

The Old Town Scottsdale Urban Design and Architectural Guidelines do not guarantee quality
design, but rather serve as a decision-making tool to help give clarity to the community’s values
and expectation in Old Town design. During the design process, creativity and innovation are
encouraged, thus these Guidelines are intended to be flexible, and to act as a tool to guide
innovative, quality design. The Guidelines are meant to encourage and promote unique solutions to
design opportunities and challenges. In conjunction with the Zoning Ordinance (Section 5.3006),
the International Green Construction Code (IgCC), the Design Standards and Policies Manual
(DSPM), the Americans with Disabilities Act (ADA), and other citywide design guidelines, the
Guidelines will direct design in a way that takes into account the larger context, complements
the established character, encourages universal design, enhances overall downtown identity, and
upholds the values of the community.

Although the Guidelines apply to all development in downtown, there are some larger projects and
areas such as Scottsdale Fashion Square, the Waterfront, HonorHealth, Civic Center, and Historic
Old Town that have City Council, Development Review Board, or Historic Preservation Commission-
approved design specificity beyond the Guidelines, including: Master Sign Program, Development
Plan, Design Plan, Municipal Use Master Site Plan, Master Environmental Design Concept Plan,
and/or Historic Preservation Plan.
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HOW TO USE THESE GUIDELINES

The Guidelines provide recommendations for site development, building form, architectural, and
landscape character to assure that new development is compatible with Old Town urban design
goals and the character of existing development. The section below previews how the Primary and
Supporting Guidelines, along with the graphic illustrations and photos, work together to help shape

Old Town urban and architectural design.

Primary Guidelines are the main

. . >

recommendations to bring the E 17 Desian buildincs that are invii
Old Town design objectives £ Tesenpuides Tistare e

H H g J o Building design should be to human
and bUI|t environment to scale, and add interest to the pedestrian
fruition. Italicized text under experience.
the Primary Guideline provides 171 Activate the ground floor of
greater detail. The Supporting 2 cafer pedestian emonment.
Quldgllnes prO\{lde vanqus WayS g 17.2  Provide a clearly defined public i =t
in which the Prlmary Guideline is S entrance to the building fagade S L B T

D that reflects the existing scale of 75% building transparency, Type 1 Development.

accomplished.

Photographs of existing
conditions throughout Old Town
give a real-world depiction of
how Guidelines have (or have
not) been followed.

Figures - in the form of hand-

surrounding building entrances.

Figure 6 - Outdoor/Patio Dining within the Building Setback Zone

(Refer to the DSPM & Section 5.3006 of the Scottsdale Zoning Ordinance)

Outdoor dining can be accommodated in several ways, but may not be appropriate in all locations. Ensure that
outdoor dining does not interfere with pedestrian mobility, safety, and landscaping. Design outdoor dining so as
to not encroach into the pedestrian clear width and areas beneath covered walkways.

ENCOURAGED - Dining Alcove Created by Varied Building Location

drawings - provide further

clarity, allowing for the depiction
of multiple guidelines (both
Primary and Supporting) within a
single graphic. Although mainly
used as a device to depict what
is encouraged within Old Town,
there are several instances
where figures note alternative -
solutions to a design challenge, Street

as well as discouraged design parking

location.

The preferred design locates outdoor dining in an alcove, on private property, created by varying the building

approaches within Old Town.

SPECIALTY DISTRICTS

This section of the Guidelines provides
specific design direction for three Specialty
Districts - Historic Old Town, Civic Center,
and the Arizona Canal. The Historic Old
Town Design District contains guidelines to
reinforce frontier town/Western character.
The Civic Center District contains guidelines
to emphasize the importance of the area’s
pedestrian and open space character. The
Arizona Canal District contains guidelines
that describe how design interacts with the
canal corridor.

MORE SPECIFIC GUIDANCE

APPENDIX

This section of the document provides
supplemental information regarding
buildings that currently adhere to the specific
guidelines of Historic Old Town and/or
contribute to this district's Western design
theme.



DOWNTOWN LAND USE & DEVELOPMENT TYPES
(Refer to the Scottsdale General Plan, Old Town Scottsdale Character Area Plan, & Section 5.3005 of the
Scottsdale Zoning Ordinance)

The General Plan, Old Town Scottsdale Character Area Plan, and Scottsdale Zoning Ordinance all
influence Old Town urban and architectural design. The General Plan land use designation for Old
Town Scottsdale is Mixed-Use Neighborhoods. This designation focuses on human scale development
with access to multiple modes of transportation, major regional access, and services. Mixed-Use
Neighborhoods are intended to accommodate higher density housing combined with complementary
office or retail uses, or mixed-use structures with residential above commercial or office. The Old Town
Scottsdale Character Area Plan and the Downtown (D) District of the Zoning Ordinance further refine
downtown into five land use designations, four development types, and ten districts. The Old Town
districts identified in the Old Town Scottsdale Character Area Plan include Historic Old Town, Civic
Center, Scottsdale Fashion Square, Arizona Canal, Scottsdale Arts, Fifth Avenue, Entertainment, Brown
and Stetson, Medical, and the Garden District. The five Downtown Plan land uses that are aligned with,
and implemented by, the Zoning Ordinance include: Downtown Civic Center, Downtown Core, Downtown
Medical, Downtown Multiple Use, and Downtown Regional Use. The Old Town Scottsdale Character
Area Plan also designates four Downtown Development Types.

Type 1 Development (low-rise development), is the Downtown Core, which encompasses all or portions
of Historic Old Town, Scottsdale Arts and Fifth Avenue districts. The compact, lower scale development
of the Core is established by the small lot development pattern and the grid of local streets and alleys.
The urban design goals for the Type 1 Development/Downtown Core areas include:

Strengthen the human-scale elements of building design;

+  Develop strong pedestrian linkages within the Downtown Core and to the surrounding downtown
districts;

Retain and expand the tradition of covered walkways;
« Improve the quality and continuity of street-spaces;
Create compatible architectural and landscape character; and,
Transition development in scale, height, and intensity away from the Downtown Core;

Type 2 Development (mid-rise development) areas encompass a large segment of Old Town, and
include all or portions of the Civic Center, Arizona Canal, Scottsdale Arts, Fifth Avenue, Brown and
Stetson, and Garden Districts. Type 2.5 Development (high-rise development) includes a very specific
segment of Old Town located in a small area of the Fifth Avenue District. Type 3 Development (high-rise
development) indicates locations where the greatest height and development intensity can occur in Old
Town. These Type 3 areas include all of the Scottsdale Fashion Square District, the Medical District, and
that portion of the Scottsdale Arts District immediately south of the Downtown Core and west of the
Medical District. Since Type 2, Type 2.5, and Type 3 Development include mid- to high-rise buildings on
large development sites, the urban design goals for these development types are similar, and include:

Develop unified street-spaces and continuity of design within the building setback zone;
+ Develop pedestrian and vehicular linkages between adjacent, large projects;
Provide consistent landscape plantings to achieve visual continuity;

Visually and physically connect private open space with public space to extend the downtown
pedestrian framework; and,

« Minimize the impacts of large development on neighboring properties through architectural design
that reduces the apparent size and bulk of larger buildings.
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Notice: Properties zoned Downtown District on or before March 21, 2024 may elect to comply with the Existing Downtown Development Types Map
if a completed application for development is filed with the Zoning Administrator on or before March 21, 2027. Please see Sec. 5.3006 of the Zoning
Ordinance for more detail. Building heights are dependent on zoning, Development Type designation, location within the downtown, land area of
proposed development, and bonus provisions outlined in the Zoning Ordinance. The Old Town Scottsdale Character Area Plan does not regulate
dev;elopment standards such as maximum allowed height. Development standards are regulated by the Scottsdale Zoning Ordinance. Map not to
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m Map 2 - Existing Downtown Development Types



OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

Downtown District
Chaparral Rd. [ -' Development Types
i | .
|
' ' Type 2
>
: g : Type 3
Highland Awem = J 2 | , 7 77 Historic Old Town
[ = (R & | . _ _ , Boundary
p—— = | "-'=O|dTown
l ' :_ - d Boundary
[ |
[ |
[ |
0 i e _am -| Camelback Rd.
| |
| |
-, D oS T D .
| |
0 Stetson Dr. |
| |
Py W |
7/ & ] :
7 . & |
Vs Third Ave. E
7 £ |
7 ~ |
Vs
t |
0 i ] Indian School Rd.
& | : ‘ |
(,0(\ | | '
2 | s \ I
9% b ! - !
NN | 5 | B Main St. |
| 2 | I |
I ! : I
| — — — — Second St. |
| & |
= g 0
' S <
LRI < £ |
3 e
'_.__ —-—---' Osborn Rd.
| |
| I
| |
~
s ! . sk
& | £ @
— (]
) S | | < = = 5
5 ga b-—%----- Q E Earll Dr.
s S s b= < 2
NOT TO SCALE 8 8 2 g E S E

Notice: All properties may elect to comply with the Future Downtown Development Types Map. Please see Sec. 5.3006 of the Zoning Ordinance
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Map 3 - Future Downtown Development Types _



HUMAN CONNECTIVITY

Pedestrian character serves as an attraction to visitors, supports business vitality, and encourages
social interaction valued by residents. The pedestrian experience should be enjoyable, safe, and
convenient so that walking in Old Town is a viable mobility choice. All new development should be
designed to support pedestrian needs, and contribute to the overall pedestrian network. The Old
Town Scottsdale Character Area Plan identifies a hierarchy of pedestrian spaces that connect the
Downtown Core and Old Town districts to one another, the city, and the region.
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ENHANCE THE PEDESTRIAN ENVIRONMENT

1.

Create an interconnected, walkable downtown.

(Refer to the Old Town Scottsdale Character Area Pedestrian Connectivity Map, Section
5.3006 of the Scottsdale Zoning Ordinance, the Design Standards and Policy Manual, and
the Americans with Disabilities Act)

Development should enhance the interconnectivity of Old Town.

1.1

1.2

1.3

1.4

1.5

Provide circulation connections to, from, and within a site to support pedestrian
activity and other mobility options, and enhance interconnectivity within Old Town.

Expand the pedestrian network throughout Old Town by incorporating pedestrian
links to neighboring developments through the use of covered or shaded walkways,
passageways, courtyards, and plazas.

Provide continuous shade along street frontages and corners.

Maintain the Old Town pedestrian grid pattern found within the context of each Old
Town district (See Map 1 - Old Town Districts - Page 7).

Design street-spaces that support the pedestrian. Incorporate pedestrian amenities
such as safe, comfortable surfaces, seating, lighting, shade, landscape and
hardscape, crosswalk refuge areas, and curb and sidewalk extensions into Old Town
design.

Coordinate the design of pedestrian, auto, parking, and service areas to minimize
pedestrian interruption and pedestrian-vehicular conflicts.




Figure 1 - Elements of an Interconnected & Walkable Downtown
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Maintain a consistent street edge and
continuity of street-spaces.

(Refer to Section 5.3006 of the Scottsdale
Zoning Ordinance)

A strong street edge defines and
strengthens the pedestrian experience in an
urban space.

2.1

2.2

2.3

2.4

2.5

Align new buildings with existing
buildings, and minimize the space
between buildings to define a
continuous building-street edge.

Locate the majority of building
frontage to a common setback line
and parallel to the street. Variations
to the building setback that support
the pedestrian experience may be
considered.

Create a defined street-space where
building frontages do not exist by
incorporating design elements such
as site walls, landscaping, overhead
trellis, or covered walkway.

Convey a unified street appearance
through the provision of
complementary street furniture,
paving, lighting, and landscape
plantings.

Locate linear and rhythmic
landscape planting at the street
edge, and at site features such
as intersections, entry drives,
sidewalks, and courtyards.

The outdoor furniture, paving, and landscape plantings
provide a unified appearance in Old Town that
contributes to the overall character of the street and
area.

Consistent building setbaéks,

o

and a streetscape

featuring linear and rhythmic tree plantings, provide

street-space continuity.

occasional accent features.

Landscape Iahting hat is linear and rhythmic, with
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Dining area maintains the open feel at the street
corner, and connects indoor and outdoor space.

Outdoor dining located within the bounds of a privately
owned, interior courtyard and visible from the street.

Outdoor dining features, such as lighting, railing, and
tables/chairs, are mobile in order to avoid permanent
improvements in the public right-of-way.

2.6

2.7

2.8

2.9

Locate outdoor dining where it will
not impede public right-of-way,
pedestrian clear widths, landscape
areas, and other locations needed
for safety and mobility.

Design outdoor dining
improvements to maintain

the openness of the adjacent
street or open space by utilizing
permanent fencing that is low

and predominantly transparent.
Specifically, these low walls/fences
are to be a maximum of 3 feet in
height and be 80% transparent.

Accommodate table seating,
lighting, menu signs, host stations,
patron queuing, and other features
associated with outdoor dining and
entertainment venues, on private
land.

When outdoor dining space is
separate from the building, design
access to minimize conflict with the
pedestrian clear width.



OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

Figure 2 - Building Setback Zone - Encouraged & Discouraged
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

The pedestrian environment is supported by internal connections, links between sites, and route choices. Building
location establishes a consistent setback pattern from the street and helps define the street-space.

ENCOURAGED - Practices that Support the Pedestrian Environment and Street-space Continuity

1 - Interior courtyard connections

2 - Frequent building entries connected to the
street and neighboring developments

3 - Buildings are parallel to the street, observe a
common setback, and are closely spaced -
forming a continuous building edge and defined
street-space

4 - Minimal driveway cuts

5 - Streetscape continuity

1 - Site design lacks interior courtyard connections 4

2 - Inward-focused buildings do not connect to the \\
street and neighboring developments R

3 - Varied building location, spacing, and
orientation create undefined and inconsistent
street-space

4 - Frequent driveway cuts disrupt streetscape
continuity

5 - Inconsistent landscaping and streetscape
continuity

6 - Infrequent building entries, blank walls, and
lack of shade detract from the pedestrian
environment



Figure 3 - Building Setback Zone - Setback/Stepback Plane Exceptions
(Refer to the DSPM & Section 5.3006 of the Scottsdale Zoning Ordinance)

The street-space, or building setback zone, consists of the area between the street and the front building facade.
Though the purpose and size of the street-space may vary depending on location and context, the primary function is to
buffer pedestrians from vehicular traffic, provide for pedestrian circulation, and promote continuity of design along Old
Town streets.

Portions of cornices, eaves, parapet walls, fireplaces, chimneys, canopies, sidewalk covers, balconies, terraces, walls,
railings, and patios are allowed as exceptions to the established building setback and stepback plane per the Scottsdale
Zoning Ordinance, if such improvements contribute to the pedestrian experience.

Exceptions to Building Setback and
Stepback Plane per the Scottsdale
Zoning Ordinance:

1 - Covered sidewalk/arcade,
building projection

2 - Fireplace/chimneys

3 - Staircase, stairwell/elevator core

4 - Window awnings and balconies
over private property

5 - Patios, terraces, and canopies
Other Features Depicted:

6 - Curb Line

7 - Building setback line

Figure 4 - Commercial Area Building Sethback Zone - Pedestrian Environment

= S o . B

1 - Building setback

2 - Pedestrian Clear Width
per DSPM

3 - Street furniture located
within building setback

4 - Covered sidewalk/
arcade, building
projection over private
property

5 - On-street parking buffers
pedestrians from traffic

6 - Curb Line

7 - Public right-of-way
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Figure 5 - Residential Building Setback/Stepback Plane Exceptions
(Refer to the DSPM & Section 5.3006 of the Scottsdale Zoning Ordinance)

When residential units occupy the ground floor, direct street access is encouraged. Design residential development to
clearly distinguish between public and private areas, while maintaining a sense of openness and space.

Exceptions to Residential Building
Setbacks and Stepbacks per the
Scottsdale Zoning Ordinance:

1 - Low patio wall/railing -
Maximum 3 feet in height
2 - Projecting balcony/railing, over
private property
3 - Staircase, stairwell/elevator core
Other Features Depicted:
4 - Pedestrian Clear Width per DSPM
5-Curb Line

—
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Figure 6 - Outdoor/Patio Dining within the Building Setback Zone
(Refer to the DSPM & Section 5.3006 of the Scottsdale Zoning Ordinance)

Outdoor dining can be accommodated in several ways, but may not be appropriate in all locations. Ensure that outdoor
dining does not interfere with pedestrian mobility, safety, and landscaping. Design outdoor dining so as to not encroach
into the pedestrian clear width and areas beneath covered walkways.

ENCOURAGED - Dining Alcove Created by Varied Building Location 1 - Building setback from curb line
The preferred design locates outdoor dining in an alcove, on 2 - Pedestrian Clear Width per the DSPM
3 - Outdoor dining patio with low, open

railing/wall - Maximum 3 feet in
height, 80% transparent

4 - Varied building location

private property, created by varying the building location.

Curb
line

Streeﬁ

parking

Alternative Solution - Dining Patio within the Street-space

This alternative solution separates the outdoor dining area from
the building; however, pedestrian clear width is maintained.

“ Curb
line

Street
parking




OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

DISCOURAGED - Compromised Pedestrian Environment

Street
parking

1 - Building setback from curb line
2 - Pedestrian Clear Width, non-compliant with the DSPM
3 - Outdoor dining patio with low railing/wall - 80% transparency not observed

4 - Outdoor dining located beneath a covered walkway is discouraged. Covered walkways are architectural
elements that support barrier-free pedestrian mobility




Incorporation of public open space into Old Town
developments provides for both active and passive
human interaction.

The Scottsdale Artists’ School includes open space
that provides an expanded experience for artist
activities and enhances human engagement.

Incorporation of permanent infrastructure, such as
the Soleri Bridge, in open spaces supports day-to-day
activities and events year-round.

3.

OPEN SPACES

Incorporate open landscaped spaces in
Old Town to encourage human
interaction.

Public spaces are an extension of the
community and provide a place for human
interaction. When cities have thriving

civic spaces, residents have a strong

sense of connection to one another and
the community. The design of public and
private open spaces should accommodate
different levels of human engagement,
from short impactful experiences, to longer
interactions. Allow for flexibility within these
spaces to be able to provide opportunities
for special events, activities, and daily
interaction.

3.1 Provide open space for public and
private outdoor activities, special
events, and day-to-day activities.
Incorporate temporary and
permanent infrastructure into open
space and streetscape designs to
support activities and events year-
round.

3.2  Utilize a cohesive palette of
design elements such as fixtures,
landscape plantings, hardscape,
street furniture, and integrated
infrastructure to support design
continuity in downtown public
spaces.

3.3  Design private development to
complement and reinforce the
design of adjacent public spaces.

3.4  Implement design techniques in and
around open space areas to reduce
the impacts of noise on sensitive
uses.
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Connect Old Town open spaces to the
surrounding context.

Open spaces provide the opportunity

for humans to experience the natural
environment in an urban, downtown setting.
Open space is of vital importance to the
desirability of Old Town as a place to visit,
work, or live. In addition to being attractive
and vibrant places in and of themselves,

Old Town open spaces need to be part of a
network - or series of networks - that connect
neighborhoods within and to Old Town.

Connect open spaces to other spaces such as

4.1 Visually and physically connect walkways, gathering and activity areas, and adjacent
open spaces to other spaces such development sites.
as walkways, gathering and activity
areas, and adjacent development
sites.

4.2  Understand the relationship between
open spaces and adjacent buildings.
Connect public open space with
adjacent private space, such as
ground floor uses. Design adjacent
buildings as the “walls” that frame
open spaces, where covered
walkways, vertical plant materials, or
other design treatments define this
vertical edge.

A N e . g b ¥

The adjacent buildings frame the public open space in

4.3 Co,nneCt ,the open spaces O,f Stetson Plaza. Outdoor patios and open space areas
neighboring development sites are physically connected by pedestrian paths, stairs,
through common entry courts, and ADA accessible ramps.

linked courtyards and patios, and via
coordinated landscape.

4.4  Distinguish between public and
private spaces. Design public spaces
to be transparent and welcoming,
and design private spaces to have
a larger sense of privacy. Provide a
clearly defined transition between
public and private space.

4.5 Provide open space at intersections
for pedestrian mobility and link these i\
open spaces to other public areas. 1N ~ -

Connect public space and private space utilizing

4.6 When residential units occupy a clearly defined transition between the two. The
the ground floor, direct access to residential development shown above utilizes a low,

di . d transparent wall behind plant materials to distinguish
adjacent open space Is encouraged. the boundary between public and private areas.




Figure 7 - Residential - Separation of Private & Public Space
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

Residences may provide physical separation between private outdoor space and public open space with low railing/
walls (maximum 3 feet in height) and/or raised planters if designed to maintain a sense of openness.

‘(_"“ /

VAT i

A
77
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1 - Building is setback and
steps away from open
space

2 - Low railing/wall,
maximum 3 feet in
height

3 - Residential entrance and
semi-private outdoor
living area serve as a
transition between public
and private space

Figure 8 - Desired Open Space Amenities at Old Town Major Intersections
(Refer to Old Town Scottsdale Character Area Plan & Section 5.3006 of the Scottsdale Zoning Ordinance)

Provide open space areas at arterial intersections for pedestrian mobility. Link these open space areas to other public
areas. 0ld Town Major Intersections should include 2,500 square feet of at-grade open space.

/“/\

1 - Building design activates
corner plaza

2 - Building relates to both
streets

3 - Shaded walkways link to
other public spaces

4 - Varied formal and
informal seating
arrangements

5 - Transit stop activates
plaza

6 - Decorative paving

7 - Natural or structured

shade at the street
corner
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SITE & SURROUNDING CONTEXT

oy

Integration of development into the natural and built environments is critical to strengthening the
continuity of character throughout Old Town. People-oriented urban design should be reinforced
by landscape planting, street furniture, decorative paving, and lighting. The image created by these
design elements should be consistent with the Sonoran Desert identity, providing an abundance of
shade, color, and varied textures and forms. New development should be designed to respect the
established building scale and architecture, in order to strengthen present character.
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INTEGRATION INTO THE NATURAL ENVIRONMENT
5. Manage access and exposure to sunlight; provide shade.

Outdoor spaces need a balance of sun and shade, depending on location, the season, and
time of day. To create livable and inviting interior and exterior spaces, provide for shade
particularly during the summer and allow access to sunlight in the winter.

5.1 Design for filtered or reflected daylighting of new buildings.

5.2  Manage the seasonal solar exposure of site features through building orientation,
vegetation, and architectural design.

5.3  Provide shade along pathways, in public and private outdoor spaces, and as part of
building design.

5.4  Minimize, or shade, materials that absorb and retain heat. Consider utilizing
materials that dissipate heat.

Figure 9 - Pedestrian Shade in Type 2, 2.5, & 3 Development Areas
(Refer to the DSPM & Section 5.3006 of the Scottsdale Zoning Ordinance)
Pedestrian shade is provided through a combination of covered walkways and shade trees.

Curb 4 1 - Building setback from curb line
line 2 - Pedestrian Clear Width per DSPM

3 - Street trees and landscaping provide shade and
safely separate pedestrians from vehicular traffic

4 - Architectural shade/building projections -
exceptions to building setback/stepback

5 - Balcony projection over private property



Figure 10 - Exposure to Sunlight & Heat Gain

Architectural Response to Solar Exposure
and Heat Gain:
1 - Deeply recessed opening
North 2 - Well insulated window glass
5 Wap round sring (rorsontal and sid)
providing ogportunity f%r déylighting 4- Landsc?ape screens the building vs{all
with north light. 5 - Slot Window provides sun protection,
while allowing connection to the outside

6 - Vertical fin wall or louver

7 - Covered walkway - not a balcony

8 - Internal courtyard

9 - Extended eaves and roof overhang
10 - Horizontal awning

Western exposures are subject to the

Q:\ most harsh sun of the day. Incorporate
QO sun protection into architectural design,
A including the size and pattern of windows.

South
Design southern exposures to protect against intense
sunlight and heat during the summer, while the winter
sun’s warmth can be desirable.

East

Eastern exposures receive early, less intense
light and heat. If eastern sun is a concern,
apply similar methods as those used for
western facades.
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Design with context-appropriate
vegetation.

Provide vegetation that will enhance the
sense of place and tie the site into the
surrounding environment.

6.1 Emphasize a variety of drought
tolerant and Sonoran Desert plants
that provide water conservation,
shade, seasonal color, and a variety
of textures and forms.

6.2 Take into account mature Landscape plantings enhance the pedestrian
vegetation sizes, characteristics, experience and can reinforce the Sonoran Desert
and maintenance requirements with sense of place in Old Town.

site layout and design.

6.3  Design landscape elements and
palette to relate closely to the
character and function of site
architecture, and coordinate with
neighboring properties and adjacent
public areas.

6.4  Utilize vegetation that is multi-
purpose, such as landscaping that
reinforces the character of an area
by providing shade, wayfinding, heat
island relief, prominent site feature Sy
empha3|s, and/or .SC.ree”S Ut.lllty Desbite urban environment challenges, the
equipment and bU|Id|ng Service multi-trunked trees have been planted with

areas that are to be hidden from adequate room to accommodate mature growth and
public view. maintenance needs.

f— ==

6.5 Incorporate Low Impact
Development (LID) practices into
site design.

Landscape planting can damage sidewalks, bui ind
foundations, and utilities if not located appropriately
to allow for mature growth and future maintenance

needs.



INCORPORATION INTO THE BUILT ENVIRONMENT
7. Ensure continuity of site development.

The site plan, building arrangement, and orientation of uses should coordinate with
neighboring properties.

7.1 Orient buildings and active uses toward streets, pedestrian corridors, and other
public areas.

7.2  Incorporate courtyards and other outdoor spaces into site design and link them with
outdoor spaces on neighboring sites, and to the street.

7.3 Design site layouts to appropriately integrate historic resources into new
development.

7.4  Plan for temporary and permanent public art in site and streetscape design.

Figure 11 - Continuity of Site Development

>,

73
& A

7, / % e

o

Il Retail d}
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Lt

Historic
Building

Major Collector

1 - Passages and courtyards connect interior parking to the street, sidewalk, and front business entrances
2 - Alley provides access to parking and is enhanced for pedestrian use

3 - Passageway to other businesses

4 - Orient outdoor dining and other uses toward streets and other pedestrian areas

5 - On-site parking along a public street is discouraged
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Design new development to be compatible " |
and complementary to existing
development.

Development compatibility helps to
strengthen the continuity of character
throughout Old Town.

8.1 Design buildings to reflect and
enhance the existing character of
an area. Establish new urban design
and architectural character where
downtown development patterns

are fragmented or evolving. The balance between the new building design of
the fire station with the existing church design
8.2 Create a balance between new (foreground) is strengthened by shared features such

as concrete block as a key material, tower and roof

design elements and existing o o .
; f . features with similar geometry, similar roof pitch,
architectural features and materials. street continuity, and metal picket fencing.

8.3  Design new development to be
compatible with historic resources.

8.4  Building design that incorporates ‘ e
corporate or user branding is s S e e T
discouraged. it =

The redevelopment of the Hotel Valley Ho included
the integration of a new tower adjacent to the existing
historic hotel (foreground).

These buiIings illustrate that contemporary and
traditional building styles can coexist through building
massing, compatible materials, and other design

elements.



9. Minimize the visual and physical impacts of
utility equipment and building service
areas.

Old Town supports the function of business,
resident, and visitor activities. Site and
building design should minimize the visual
and physical impacts of building systems,
equipment, and service areas.

9.1 Locate building service areas so as
to minimize visibility from public
view, and reduce potential conflicts

i
ENCOURAGED - Alley service/deliveries and screened with on-site circulation.
building equipment.

9.2  Conceal utility equipment, such as
mechanical, electrical, solar, and
communications equipment, from
public view, other on-site users, and
neighboring properties.

9.3  Locate utility equipment and building
service and delivery areas on the
development site - along the alley or
within the site’s interior.

9.4  Site planning that incorporates
rideshare queuing and drop off is
encouraged.

S . A .
ALTERNATIVE OPTION - Although facing a public 9.5 Conﬁlde:.bﬁ{!dlng I?provements
street, the service area occurs within a screened such as lighting and signage on

courtyard. fagades that face onto alleyways.

: e s L A
DISCOURAGED - Unscreened electrical equipment and
blank building wall facing a public street.
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Contribute to the ambiance, character, and
safety of Old Town through architectural
and site lighting.

(Refer to Section 7.600 of the Scottsdale
Zoning Ordinance)

The design of a nighttime environment that
instills feelings of both safety and enjoyment
is important to the economic and cultural
vitality of Old Town. Lighting is a key factor in
creating this urban nightscape.

10.1 Reinforce architectural design of a

building, and the surrounding context, ENCOURAGED - Lighting from the adjoining plaza
through complementary exterior strategically highlights the architectural features of
decorative light fixtures. the building.

10.2 Emphasize architectural features
when illuminating building facades
via concealed lighting.

10.3 Design lighting systems to minimize
glare, excessive brightness, and
visual hot spots; and, incorporate
transitional light levels between
lower and higher illuminance.

10.4 Encourage exterior and interior
building lights that illuminate
windows and doors and contribute
to increasing the light levels in
pedestrian areas.

ENCOURAGED - Evenly-distributed lighting reinforces
the importance of the pedestrian realm.

10.5 Provide pedestrian scale lighting
to supplement street lighting and
combine street and pedestrian - ’ 43840 ¢
lighting on one support pole.

10.6 Provide evenly-distributed lighting
beneath covered walkways. Fixtures
that produce light at a warm color
temperature are preferred (2700-
3000 Kelvin).

10.7 Emphasize artwork in the public
realm through complementary
exterior lighting.

(Note: All artwork displayed in the
public realm, whether luminal in DISCOURAGED - Not all types of lighting are suitable
nature or otherwise, is subject to for pgde§trian areas. The use of unfiltered fluorescent
review by the Scottsdale Public IR SR e

Art Advisory Board and/or the

Development Review Board)
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ENCOURAGED - Shinglé signs contribute to pedéstrian
wayfinding and character of an area.

ENCOURAGED - Wall signs with cut-out letters
illuminated from an internal indirect source are
preferred.

DISCOURAGED - Internally lit cabinet signs are
strongly discouraged in Old Town.

11.

Utilize signage that supports Old Town
character and function.

(Refer to Article VIII of the Scottsdale
Zoning Ordinance)

Signage should provide clear, concise, and
useful information, without becoming a focal
point of the aesthetic environment.

11.1 Incorporate signage that
complements development design
and the surrounding area.

11.2 Coordinate sign locations with
building and landscape design to
ensure visibility.

11.3 Provide permanent business signage
at the primary street frontage.

11.4 Provide shingle signs under covered
walkways in the Downtown Core.
Locate shingle signs perpendicular
to the face of the building, and at a
height of no less than seven foot and
six inches above the sidewalk.

11.5 llluminate wall signs with indirect
lighting from a shielded light source.

11.6 llluminated cabinet signs are
strongly discouraged in Old Town.

11.7 Monument signs are prohibited
in the Downtown Core (Type 1
Development areas) and strongly
discouraged in all other areas of Old
Town.
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BUILDING DESIGN

e EANANANAANNAAANANASL

At
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Old Town architecture should be influenced by the regional climate, character of the desert
landscape, and a concern for human size and scale. Regional and local architectural traditions
such as protection from the sun, strong shade and shadow patterns, massive character of walls,
simplicity of materials and colors, and incorporation of courtyards are encouraged. Designing
for human size and scale is essential to maintaining the people-oriented character of Old Town.
Design principles regarding building mass, form, and scale, architectural details, and materials all
help to create an inviting Old Town urban environment.
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BUILDING MASS, FORM, & SCALE

12.

Design buildings to complement the existing development context.
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

New buildings should coordinate building form and height with the surrounding context.
12.1 Provide compatible transition in building scale, height, and mass.

12.2 Although new buildings may be different sizes, design the first few stories to visually
relate to adjacent buildings and the surrounding context, by integrating architectural
elements and design details of similar scale and proportion.

12.3 Locate more intense building mass, height, and activity of a development away from
existing development at the Old Town boundary.

12.4  Utilize building form as the primary method to make compatible transitions between
different Development Types, internal to the Old Town boundary.

12.5 Sensitively transition new development scale, height, and intensity away from the
Downtown Core (Type 1). (Refer to Map 1 - Old Town Districts - Page 7)

12.6 Reinforce the architectural continuity and character found within the Historic Old
Town Design District in the design of buildings located within the 100’ transition area
adjacent to the design district boundary.

Design transition area buildings to be compatible with Historic Old Town
architecture. Incorporate architectural forms, materials, and elements that
best demonstrate the frontier town/Western character of Historic Old Town
into transition area building design.

Reduce the visual impact, mass, and building height of new development
in higher scale development types (Type 2 and Type 3) within the 100’
transition area adjacent to the Historic Old Town Design District. Locate
the lowest portions of these developments at the Historic Old Town Design
District boundary.

(Refer to Map 5 - Historic Old Town Design District Transition Area - Page 60)
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13.  Reduce apparent building size and mass.
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

Reduce the visual mass and height of buildings.

13.1 Reducing apparent size and mass of buildings through architectural design that
subdivides the building into horizontal components consisting of a base, middle, and
top is preferred.

13.2 Incorporate setbacks and stepbacks into building design to reduce their visual
impact.

13.3 Subdivide large building mass through the addition of architectural features and
material articulation.

13.4 Avoid long or continuous blank wall planes and monotonous wall treatments.
Incorporate projections, recesses, or other architectural variation into wall planes to
provide strong shadows and visual interest and help the eye divide the building into
smaller parts.

13.5 Provide physical and visual access points every 100- to 300-feet, subdividing building
mass at regular vertical intervals.

Figure 14 - Old Town Development Types, Building Design
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

Methods to visually reduce building size and mass include, but are not limited to, setbacks, stepbacks, architectural
features, and horizontal subdivision.

Type 1 Development Type 2 Development Type 2.5 and 3 Development
Low-rise Building Mid-rise Building High-rise Building
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Figure 15 - Subdivide into Base, Middle, & Top to Reduce Apparent Building Size & Mass
(Refer to Section 5.3006 of the Scottsdale Zoning Ordinance)

All Development Types Mid-rise Building Example

Top

The top of a building appears
visually lighter than the other
sections. This could include more
window area or the incorporation of
more refined architectural detail and
material variation.

Middle

The middle section of a building
consists of solid walls with
patterned groupings of windows and
other architectural features.

Base

The base of the building has the
most visual weight, thus anchoring
the building to the ground plane and
generating pedestrian interest.

High-rise Building Example Type 2.5 and 3 Development
Top/Penthouse

The top, or penthouse, is the
finishing element that defines
the building from a distance. It is
Top/ distinguished from the middle/
Penthouse - ; —— tower section through stepbacks,
“““““““““ AL, TER e enhanced material variation, and/
' ; T 3 or a unique articulation of building
form.

Middle/Tower

The middle, or tower, is the main
body of the building that gives

the high-rise building its vertical
orientation. Different uses will
influence tower appearance and
overall building identity. An obvious
transition from the base is provided
through stepbacks, articulation of
wall patterns, shade elements, and/
or balconies.

Base/Podium

The base, or podium, visually
supports the tower and responds to
the design of surrounding buildings
and the pedestrian context.
Incorporation of a ground-level
arcade, frequent entrances, heavier
-+ Materials, wainscot, and other base
treatments all contribute to the

' appearance of the base anchoring

" the entire structure to the ground.

Middle/
Tower

Base/
Podium



Figure 16 - Subdivide Long Walls & Horizontal Building Mass
Subdivide long walls and horizontal building mass by incorporating building breaks, off-sets, recesses, and/or horizontal
wall plane projections so that an elongated development pattern is physically and visually segmented.

ENCOURAGED - Building and Site Design Features

1 - Building mass tapers away from the street with
setbacks and stepbacks

2 - Varying building height and movement of the horizontal
wall plane subdivide the building into smaller
components

DISCOURAGED - Building and Site Design Features

1 - Walls are long, tall, and visually flat

2 - Implied stepback from change in materials, rather than
physical stepback

3 - Parking structure divides units but still maintains a
long, horizontal design with little relief

4 - Lack of physical break in building impedes pedestrian

3 - Recessed and projecting balconies, recessed windows,
and material variation break up the long, horizontal
building mass

4 - Building spacing allows pedestrian access and views

to interior block at 100- to 300-foot intervals

5 - Monotonous window pattern lacks variation

6 - Building lacks recesses and projections, changes in the
horizontal wall plane, and architectural features such
as balconies and arcades
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HIGH-RISE BUILDING DESIGN

14.  Design high-rise buildings to reflect design excellence and fit within the surrounding
context.

New high-rise buildings should reflect design excellence and innovation, acknowledge their
important civic role in defining the image of Old Town Scottsdale, and respond to their
impacts upon the urban landscape.

14.1 Design the base/podium so that it visually supports the middle/tower and top/
penthouse sections. Incorporate heavier, more textured materials, low walls, planters,
wainscot, and other base treatments into the base/podium to visually anchor the
structure firmly to the ground plane.

14.2 Distinguish the middle/tower component from the base/podium with a pronounced
stepback from the base/podium edge. Articulate the middle/tower mass by
incorporating projections, recesses, and other architectural features that provide
scale and create strong, pronounced patterns of light and shadow to visually define
the middle/tower.

14.3 Design the top/penthouse as a signature building element distinguished for its
refined detail, enhanced material variation, and increased window area. Articulation
of the top/penthouse defines the building from a distance, and makes a contribution
to the quality and character of the Old Town skyline.

14.4 Provide horizontal separation between high-rise towers to maximize views, minimize
shadowing, and maintain access to light and air. Consider a minimum spacing
between high-rise towers that is a distance of 1/2 the height of the tallest building
within the development site and/or surrounding context area.

14.5 Consider the potential for roof-top project amenities, such as common area, green
roof development, and recreation facilities. Give special consideration to the
orientation of the building, shadowing, and sensitivity of adjoining land uses with
respect to amenity location and roof-top design.

14.6  Utilize compact floorplates in high-rise tower design to minimize visual impacts,
shadowing, and heat gain from western exposure. Avoid floorplate designs where
the length is more than three times greater than the building width.

14.7 Utilize high-rise building design and placement to support and reinforce Old Town
wayfinding.




Figure 17 - Multiple High-Rise Towers - Horizontal Separation, Placement, & Base/Podium
Maintain spacing between towers to maximize views, minimize shadowing, and retain access to light and air. High-rise
towers with a defined base/podium provide a unified design and anchor the development site to the ground plane.

1 - Recommended spacing between
high-rise towers is a distance of
1/2 the height of the tallest building
within the development site and
surrounding context area

2 - Tallest building within the
development site

3 - Spacing maximizes views

4 - ENCOURAGED - Base/podium
visually anchors the high-rise
towers to the ground plane

5 - DISCOURAGED - High-rise towers
without a base/podium component,
that are “free-floating”

6 - DISCOURAGED - Distance between

high-rise towers is less than 1/2

the height of the tallest building

within the development site and
surrounding context area

ENCOURAGED - High-rise tower with compact DISCOURAGED - High-rise tower with elongated
floorplates. Compact floorplates minimize shadowing floorplates greater than three times the building width.
while accenting and framing views. Elongated floorplates cast wide and long shadows and

block, rather than frame, views.
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Alternative Option - High-rise tower with a floorplate

where the length is less than three times the building the length (y) is less than or equal to three times the

width. Roof-top amenities, such as the green roof building width (x) allow for variety in the use of the
common area on the podium deck noted above, are building and its massing.
encouraged.

Floorplate Diagram - High-rise tower floorplates where

Figure 19 - High-Rise Buildings & Wayfinding

High-rise buildings can frame streets, gateways, and vistas.

High-rise buildings can influence the identity of a

A high-rise building can serve as a landmark and a
neighborhood, district, or park.

point of orientation.




PARKING

15.1
Minimize the apparent mass of a parking structure
through building design and architectural features,
stepbacks, and building articulation.
15.2
“ = 2 <
The corner of this parking garage is articulated as a
stair tower giving the structure the appearance of a
building.
15.3

Underground parking design that provides natural light
and air.

15.  Design parking facilities that fit within the
surrounding context.

Parking facilities, as infrastructure assets,
support the civic, business, and residential
functions within Old Town. The design of
these facilities should also contribute to
the architectural and urban design of the
neighborhood in which they are located.

The preferred location for structured
parking is below-grade. Design
underground structures to provide
natural air and light.

When developed above-grade,
design the parking structure to
integrate into the neighborhood
context:

+ Reduce the apparent mass
of a parking structure by
stepping back upper levels;

* Delineate sections in the

building design;

Articulate corners;

*+ Recess or offset the wall

plane horizontally;

+ Design stair and elevator
towers as distinct, taller
masses, that intersect and
balance with the horizontal
emphasis of the structure
while also orienting users to
a point of entry; and,

Internalize ramps to minimize
the angular geometry of the
structure.

When parking must be located
adjacent to public areas, incorporate
architectural features such as a
rhythm of wall-mass to window-
openings or variations in colors,
materials, and textures to minimize
the visual identity of an above-grade
parking structure and disguise its
basic structural components.



15.4

15.5

15.6

15.7

OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

Design podium parking and ground
floor levels of above-grade parking
structures to incorporate active
commercial or residential space,
human-scaled elements, and design
features.

Locate at-grade and above-grade
parking facilities at the rear

or interior portions of a site to
minimize their visual impacts. When
possible, provide vehicular access
to these facilities from alleys, side
streets, or private drives.

When parking must be located
along the street, minimize the
frontage by orienting its short
dimension along the street edge
and treat frontage appropriately.

Design the portions of above-grade
parking structures adjacent to
residential areas to maintain

the rhythm and pattern of the
overall architectural design, while
minimizing openings to avoid noise
and light transmission directed
toward residences.

L]

A single parking bay incorporated into the building

design, and internal to the site, beneath the second

floor.

DISCOURAGED - Podium parking with no active uses
at the street level.



Figure 20 - Structured Parking
ENCOURAGED - Structured Parking - Active Street Level Use
Incorporate active uses at the ground floor of parking structures at the street level to enhance the pedestrian experience.

Parking Structure Design Features:

1 - Structure steps away from the street

2 - Street trees/plantings separate
pedestrians from the street and traffic

3 - Architectural treatment with active use
at street level

4 - Street frontage of the parking structure
is minimized

5 - Commercial frontage or other active
use with parking behind

6 - Architectural treatment, no active use at
street level

7 - Punched windows incorporate
decorative metal window screens

Possible Alternative - Structured Parking - Enhanced Pedestrian Frontage

Apply architectural treatments to the parking structure and incorporate pedestrian amenities such as landscaping,
architectural shade, and seating areas.

DISCOURAGED - Structured Parking - Inactive Pedestrian Frontage

Location of planting strip, sidewalk, and building frontage are inconsistent with Old Town urban design goals. The
design of the structure lacks a human scale and contributes little to the pedestrian environment.

Massing is vertical, with no stepbacks

Surrounding uses are exposed to intrusive
night time lighting

Planting strip behind the sidewalk shades the
structure and not the pedestrian sidewalk

Monotonous horizontal banding and the
absence of active uses disrupts the pedestrian
experience

Sidewalk adjacent to curb, with planting

strip behind, creating a negative pedestrian
experience
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ARCHITECTURAL ELEMENTS & DETAIL

16.  Design building fagades and architectural
features to fit with the surrounding context.

Consider the prevailing architectural rhythm
of the surrounding context. Add variety to
the present rhythm in order to maintain or
enhance visual interest, yet provide enough
visual continuity through the alignment of
architectural features to strengthen the
design of the overall area.

16.1 Design similar floor-to-floor
building heights to define the visual
continuity of an area.

16.2 Align architectural features such
as window bands, cornice lines,
belt courses, moldings, and other
features, as appropriate.

16.3 Repeat architectural elements such
as covered walkways, recessed
bases or similar roof forms to link
existing and new development.

16.4  Within the Downtown Core, provide
either a continuous building edge
with covered walkway or a shallow

courtyard behind a covered walkway.

Vertical support elements should be
located outside of pedestrian clear
widths.

16.5 Outside of the Downtown Core,
provide a continuous shaded
walkway along pedestrian corridors.

16.6 Utilize variety in building design that
integrates surface detail, articulated
architectural features, and other
elements that enrich character,

visual interest, shadow, contrast, and

color.

\\\\\\\\\\\

.
\\\\\\\\\\\\\\i‘e\

Siilar floor-to-floor heights and the alignment of
architectural features help define the visual continuity
of an area.

~ 5 ) ‘
Covered walkways with shallow courtyards provide
both visual continuity and interest.



Figure 21 - Architectural Elements & Features that Fit with the Surrounding Context

%0¢ 0} %08
(A) J0 9beusalad ||em 01 MOpPUIM 100]) punolb
o A—k Buroeds uwn|oo Jejnbal ‘90B|d UelIISBpad Sk paleubisap s19a11s

yum Aemjjem palanod Buoje pue seaie uswdojaraq | adA] uj

lllllll

. oseg
ubije j00sulem = sopedey
pue sbuipjnow : ‘ 1 : Buipjing

‘saojuloo se L : g e P el e ol S Saly - SIPPIN a3y} Jo
yons siuawee s 2 g T AL I ey ﬁmt. . co_mw>_v
lewoznon L] IEHC) SEHE T I | 4 i~ | [ e ul
T Tag e (2) sinpow T
Kjjeontaa I._ — UOWIWOD Uo paseq

pue AjjewuozLoy X & yipim Buipjing 7 X

vcmmmﬁ%mm% 2.} 300|q buoje
) (X) uoiriodoud Joop wbisy buipjing
* puBe MOPUIM 1UD]SISUOD o u1 Aous1sisuo)




OLD TOWN SCOTTSDALE URBAN DESIGN & ARCHITECTURAL GUIDELINES

Figure 22 - Building Proportions

ENCOURAGED - Varied Building Proportions

More complex patterns of solid and void, compatible colors and textures, and recessed and projecting building
articulation all contribute to the architectural variation.

Building windows and doors Changes in wall height, s.tepped
range in size, but adhere to a parapet, and varied roof form
. common proportion contribute to the architectural
H.o'rlz‘ontal variation
divisions _1
—>

; i v T |
- .‘ s 1 S _.: $32, <o "i ” b : !
: i N 7 1 1 T N ical
' P : ' 1&—Vertica
' divisions
L Strong, consistent . . . .
Pedestrian considerations include street

architectural patterns A . -

that incorporate Variation in material, color, level transparency, frequent building

variation and texture entrances, and variation in apparent
storefront widths

DISCOURAGED - Repetitive Building Proportions
The dominant horizontal banding of the building makes it appear as a singular, monolithic mass, without changes in
wall plane or articulation by material, color, or texture - monotonous within the larger block face.

No discernible pattern or
Few variation in material, color,
horizontal and texture

divisions —l

The ground floor pedestrian vertical
Fenestration pattern lacks variation experience lacks human divisions
and appears monotonous - building scale and interest

lacks varied proportion




Figure 23 - Covered Walkways

Covered walkways are an important part of Scottsdale’s architectural heritage, providing an aesthetic identity to Old
Town. Covered walkways provide pedestrian shade and shelter from the elements; shade to building walls, windows,
and other openings; and, they strengthen the architectural aesthetics of a building by visually anchoring it to the ground
plane.

Preferred in Downtown Core, Encouraged in all other Old Town Areas.

Traditional covered walkways are the most common and preferred in the Downtown Core. (Refer to Section 5-8 of the
Design Standards and Policies Manual)

Vertical support : Flat E

outside of Vertical support - &< roof Continuous

pedestrian clear outside of § ’ cantilevered

width pedestrian clear awning support
width

Alternative Options - All Other Old Town Areas

Other forms of covered walkways such as recessed or cantilevered may be considered when appropriate for certain
architectural styles or where necessary due to constraints within the street-space.

Second
story

balcony
or gallery
when on
private

property.

Enclosed, large
Awnings

- Cantilevered ‘Building
ertica awning “support

support

DISCOURAGED - All Old Town Areas

Landscape and awnings that Roll up security doors and The absence of covered
provide minimal shade. shades give the perception walkways, landscape, and
of an unsafe pedestrian other amenities at the
environment and detract pedestrian level is strongly
from the overall character of discouraged.
an area.
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Design buildings that are inviting.

Building design should be to human
scale, and add interest to the pedestrian
experience.

17.1 Activate the ground floor of
buildings to provide interest and a
safer pedestrian environment.

17.2 Provide a clearly defined public
entrance to the building facade
that reflects the existing scale of
surrounding building entrances.

17.3 Orient the main entrance of a
building toward the street.

17.4 Provide frequent building entrances
to minimize blank walls and other
dead spaces.

For Type 1 Development,
incorporate at least one (1)
entrance for every thirty to fifty (30-
50) feet of building frontage.

For Type 2, 2.5,and 3
Developments, incorporate at least
one (1) entrance for every thirty

to fifty (30-50) feet of building
frontage, but not to exceed 100
feet.

50% building transparency, Type 1 Development.

17.5 Within Type 1 Development areas
and along streets designated
as Pedestrian Place, maintain
a ground-level window-to-wall
percentage of 80% to 20%, utilizing
well-insulated, transparent glass.

(Refer to Old Town Scottsdale
Character Area Map - Pedestrian
Connectivity)

Frequent building entrances every 30-50 feet help to
minimize blank walls and other dead spaces. Type 2
Development depicted.
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ENCOURAGED - Use of materials with coarse texture
and colors associated with the desert southwest
further define Old Town'’s sense of place.

ENCOURAD 7Use of a limited umberAC’)f n%atrials
often provides for less complicated, more appreciated,
and visually appealing architecture.

DISCOURAGED - The mirrored glass clad building
lacks transparency, causes glare, and does not project
a desert southwest character or sense of place.

MATERIALS

18.

Use context-appropriate materials, colors,
and textures in Old Town development.

Materials should be of high-quality, durable,
easily maintained, and able to withstand the
climatic conditions of the desert southwest.
Materials should help tie buildings into the
composition of the neighborhood. Use of
local materials helps to further define sense
of place.

18.1 Use materials with colors and
coarse textures that are associated
with the desert southwest.

18.2 Use materials that complement the
existing area in texture, finish, scale,
color, and other design aspects.

18.3 Use colors and materials that
emphasize shadow patterns.

18.4 Reflective materials that create glare
and facades that are more than 80%
glass are discouraged.

18.5 The main color of a building should
emphasize muted desert colors.
Typically, building colors should
have a value of less than seven (7)
and a chroma between three (3) and
fourteen (14), as indicated in the
Munsell Book of Color. The Light
Reflectance Value should be 70% or
less. Intense, saturated colors are
only encouraged as accents.
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18.6  Exterior finish materials such as
concrete, brick, and tile to be left
in their natural color or colored
integrally, as opposed to being
painted, stained or coated.

18.7 Natural materials are preferred over
simulated materials, particularly at
the ground level of buildings and
other locations where direct contact
by pedestrians occur.

18.8 Changes in paint color, building = \ T Lo
material, and/or texture that occur ENCOURAGED - Chapge in material and color occur
with a change in horizontal wall with a change in horizontal wall plane.
plane, or with strongly pronounced
scoring, expansion joints, reveals
or other similar wall details are
encouraged. Abrupt changes in
materials, colors, and textures are
discouraged.

18.9 Vertically-stacked materials ordered
by perceived material weight, with
the “heaviest” materials at the
bottom, and the “lightest” materials
towards the top, are encouraged.
This ordering method contributes to
the appearance of the building being
anchored to the ground plane, and
upper levels being supported by the
building base.

Greenbaum s;;:,gsilrgiul Hspill”

5
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ENCOURAGED - Brick, the heaviest material within this
building’s design palette, anchors the structure to the
ground plane.

DISCOURAGED - Stacked stone abruptly transitions
to smooth stucco, with no horizontal change in
wall plane, highlighting the simulated nature of the

material.



A wide range of colors and color combinations are possible in downtown design. Consider both the
colors of natural materials as well as applied finishes, such as paint or stain, in developing color
schemes. The main color of a building is to be the most prominent. Utilize lighter and darker colors,
or colors of greater or lesser intensity/saturation, as accents. Examples of buildings that meet Old
Town color specifications are illustrated below:

Color Name LRV Munsell Value/Chroma
Main Color
1- Gum Leaf 41 6.94/2.42
8164M
2 - Canadian Lake 30 6.00/2.00
DE6340
Accent Color
3- Melted Copper NA Scale does not apply
) = DE5244 to accents
i = [ o
EY 3 4 - Butterscotch Syrup NA Scale does not apply
., L : DE5298 to accents
K - A e ——
Retail development, northeast corner of Scottsdale
and Camelback Roads.
Color Name LRV Munsell Value/Chroma
Main Color
1- Palomino 28 5.90/7.20
Davis 5447
2 - Autumn Blush 39 6.70/5.50
S220-1
Accent Color
3- Stucco Tan NA Scale does not apply
DE6205 to accents
Color Name LRV Munsell Value/Chroma
Main Color
1- Mother Earth 15 4.47/7.03
DE5718
2 - Briar Berry 40 5.90/1.90
7876N
Accent Color
3- MesaRed NA Scale does not apply
DET430 to accents
4 - Drifting Downstream NA Scale does not apply
DET605 to accents

Old Town street frontage.
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HISTORIC OLD TOWN DESIGN DISTRICT

Corresponding to the original town plat, the area known today as Historic Old Town is generally
located between Indian School Road on the north, Second Street on the south, Brown Avenue on
the east, and Scottsdale Road to the west. Historic Old Town is one of the areas that make up
the Downtown Core (Type 1), and it embodies Scottsdale’s historic legacy as the “West's Most
Western Town”. Although not a formally designated historic district, Historic Old Town has one of
the highest concentrations of individually designated historic buildings found in the community.
Despite its small size, the impact of Historic Old Town on community character has been
significant.

This section presents specific design guidelines for the Historic Old Town Design District - an

area which includes Historic Old Town and a small portion of the Scottsdale Arts District west of
Scottsdale Road (See Map 4 - Historic Old Town Design District - Page 58). This specific boundary
includes the character defining buildings indicative of the frontier town/Western design character
and captures the identity of this area of the downtown. The following guidelines are established to
help ensure that Historic Old Town’s architectural and urban design attributes are maintained and
strengthened.
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HISTORIC OLD TOWN DESIGN DISTRICT URBAN DESIGN OBJECTIVES

The Old Town Scottsdale Character Area Plan and the Old Town Scottsdale Urban Design and
Architectural Guidelines establish specific design objectives for the Historic Old Town Design
District, an area distinguished from other areas of Old Town by its frontier town/Western design
character. This character was established early in the city’s history and it remains an important
part of Scottsdale’s identity and sustained success as a major tourist destination. The Historic Old
Town Design District design objectives include:

« Maintain the frontier town/Western character of Historic Old Town.

* Retain historic assets, and other buildings, that substantially contribute to the frontier town/
Western character.

* Reinforce the frontier town/Western character through arid landscape design.
+  Provide wooden covered walkways on Historic Old Town streets to reinforce area character.

* Respect the design integrity of Historic Old Town by providing appropriate urban design and
architectural transitions between Historic Old Town and adjoining projects.

STYLE GUIDE: FRONTIER TOWN/
WESTERN CHARACTER

The Historic Old Town Design District is
recognized as a specialty district under
the Old Town Scottsdale Urban Design
and Architectural Guidelines, so as to
protect and strengthen the area’s unique
character. Whereas the majority of
buildings in the district exhibit the desired
frontier town/Western character, a
limited number of other buildings exhibit
different but compatible architecture.
When experienced together, the overall
effect gives Historic Old Town an
authentic quality.

To assist with the design of buildings

within and adjoining the Historic Old

Town Design District, a summary and examples of desired frontier town/Western character have
been provided. The following resources within this document are intended to convey the existing
urban and architectural design character of the Historic Old Town Design District:

«  Map 6 - Historic Old Town - Character Defining Buildings Map - Page 71

*  Historic Old Town Character Defining Buildings Compendium (Appendix)
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BUILDING DESIGN

HOT 1. Reinforce the frontier town/Western character of Historic Old Town through architectural
design.

Simple building form, covered walkways, wood frame windows and doors, board and batten
siding, and other architectural details associated with the Old West contribute to the frontier
town/Western character of Historic Old Town.

HOT 1.1 Incorporate architectural elements and design details that contribute to the
frontier town/Western character of Historic Old Town.

Figure 24 - Historic Old Town Frontier Town/Western Elements & Design Details

1 - Flat and partial shed roof covered walkway with wood shake shingles and vertical support columns spaced at
10to 15 ft.

2 - Western cross-brace railing design with mesh behind

3 - Natural stone building base with board and batten wood siding above

4 - Western cornice detail

5 - Contrasting white paint scheme emphasizing building details

6 - Kick-brace window awning with wood shake shingles

7 - Shed roof covered terrace with wood shake shingles

8 - Operable and fixed wood-frame windows and doors featuring mullions, muntins, and Western pediment detail
9 - Western style light fixtures, hardware, and site elements

10 - Frequent building entrances and shingle signs beneath covered walkway

11 - Traditional shed-style covered walkway
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This map depicts the 100’ transition area surrounding the Historic Old Town Design District. Incorporate architectural forms, materials, and elements that best

demonstrate the frontier town/Western character of Historic Old Town into transition area building design. (Refer to Supporting Guideline 12.6 - Page 35)

Notice: This document is provided for general information purposes only. The City of Scottsdale does not warrant its accuracy, completeness, or
suitability for any particular purpose. It should not be relied upon without field verification. Map not to scale.

Map 5 - Historic Old Town Design District Transition Area
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HOT 1.2 Design buildings with a gable, flat or shed roof.

+ Include a false front or parapet with Western details in conjunction with flat
and shed roof design.

+ Design gable roofs with a singular ridge at the center, running perpendicular
to the front wall. The gable roof form may be used with or without a false
front or parapet.

+ Incorporate parapet heights that are proportionate to the scale of the
building and similar in height to others on the same block. Fully screen roof-
top mechanical equipment with parapets.

Figure 25 - Historic Old Town Architectural Design

Gable roof behind false
fagade with stepped
parapet

Flat or shed roof
behind stepped
parapet
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Figure 26 - Historic Old Town Building Form - Roofs

Building Form - Flat Roof
Two-story building - flat roof with parapet

Cornice with Parapet wall height is
Western detail proportional to building
and screens mechanical
equipment

Line of flat
roof behind
parapet

, Covered
> walkway
continues

Traditional == e .
shed roof ] e

covered

walkway Perspective Street Elevation

Building Form - Gable Roof
One-story building - gable roof form with false front stepped parapet

Line of gable roof Single ridge line and
behind false front pitched roof

Covered
walkway
continues

Traditional shed-style
covered walkway - shake

Passageway between
buildings to interior of

city block wood shingle
Street Elevation Perspective
Building Form - Shed Roof
Two-story building shed-style roof behind parapet false front
Shed roof slopes away Pitch of shed roof

from front parapet hidden behind parapet

Flat roof
covered

Building
walkway

front

Exterior stair detail
Perspective shed-style porch

Side Elevation
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HOT 1.3 Design two- and three-story buildings to maintain the low, human scale of
Historic Old Town.

Figure 27 - Historic Old Town Building Form - Two- & Three-Story
The three-story corner building shown below illustrates some of the building features that maintain the low, pedestrian scale
of the Historic Old Town Design District. These features include:

1 - Building length less than 75 ft.

2 - Terraces, balconies on private property, and covered walkways
3 - Third level building stepback
4 - Maximum building height - 40 ft.

5 - Building mass is divided into base, middle, and top sections (Refer to Supporting Guideline 13.1 - Page 38)




HOT 1.4

Design covered walkways on a single building to include the following features:

Shed or flat roof form, maximum height of 16 feet

Wood post and beam support structure - located so as not to impede
pedestrian clear widths

Square, rectangular, or round wood column supports
Column cross sectional area of less than 1 sq. foot

Columns spaced at a minimum of 10 feet and a maximum of 15 feet on-
center

Wood shake shingles
Eight-foot walkway width

Figure 28 - Historic Old Town Shed Roof Covered Walkway Cross-Section
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STOREFRONT DESIGN
HOT 2. Design building storefronts for merchandise display and pedestrian appeal.
HOT 2.1 Maintain a running building elevation of no more than 75 feet.

HOT 2.2 Provide at least one storefront entrance per building, with a maximum
separation between entrances of 50 feet.

Figure 29 - Historic Old Town Building Design -
Length of Building Elevation & Apparent Storefronts

Building Length
Building elevations that exceed 75 feet in length are discouraged.

Storefront Width

The width of storefronts on this blockface range from 25 feet up to 50 feet. Dividing the long elevation into multiple
storefronts maintains pedestrian appeal beneath the covered walkway.




The clear glass windows of this retailer are deeply
recessed into the stone wall, providing a sense of the
wall massing.

This storefront incorporates a traditional style covered
walkway, wood-frame windows, and a brick wainscot
below board and batten siding. The storefront has
multiple entrances and doorways that are recessed as
well as decorative, Western details.

Avoid long spatial gaps on street-facing elevations,
as depicted. Utilize building design to create visual
interest for pedestrians.

HOT 2.3

HOT 2.4

HOT 2.5

HOT 2.6

To provide visual
transparency into a building
at the street level, design
storefronts with clear glass
openings equal to fifty to
seventy percent (50 - 70%) of
the storefront area.

Design storefront windows
with sills at least 10 inches,
but no more than 36 inches
above the sidewalk. Maintain
at least a ten-inch high, solid
kick-plate as the bottom
panel of operable, floor to
ceiling windows and doors
to continue the pattern of
building base treatments.

Align window sills, headers,
brick courses, banding, and
other horizontal architectural
elements with those of
adjoining buildings to
increase design continuity
and strengthen patterns that
unify the block.

Utilize a commercial grade,
transparent, single or multi-
light wood frame door, or
other frontier town/Western
compatible design, within

a solid wall. Whenever
possible, install doors so that
the threshold is flush with
the finished surface of the
adjoining sidewalk or exterior
walkway for ease of access.
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on

Brown Avenue Elevat
Buildings on Brown Avenue exhibit the frontier town/Western details that help define the Historic Old Town Design

District.

Figure 30 - Historic Old Town
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HOT 2.7
HOT 2.8
ENCOURAGED - Decorative iron work that enhances
the building character while introducing an element of
security. HOT 2.9

depicted below.

Security features that
contribute to building design,
such as decorative, sculptural,
or custom designed grills and
gates, or security barriers
internal to the storefront and
fully screened during business
hours, are encouraged.

Exterior-mounted, roll-down
security shutters are strongly
discouraged on street-
facing building facades and
storefronts.

Exterior-mounted, roll-down
security shutters may be
considered on other building
elevations such as the back of
a building that faces an alley
or service area.

Figure 31 - Historic Old Town Doorways
Some of the most common door designs used on building
storefronts in the Historic Old Town Design District are

DISCOURAGED - Exterior mounted, roll-down, security
doors on street-facing storefronts.

,ir

French French door
door  with transom

T

Twin French doors Two light
with sidelights French
door

Ten light Nine light
French door above

i

me

i |

- B

Diamond above Glass Eight
cross-brace  above carved

cross-brace panel - panel

Mexican
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COLORS, MATERIALS, & SITE FURNISHINGS

HOT 3. Select colors, materials, and site furnishings that reinforce the frontier town/Western
character of Historic Old Town.

HOT 3.1 Materials with natural or integral coloring are preferred. Avoid painting or
staining natural stone and burnt brick, unless previously painted.

HOT 3.2 Wood, stucco, and concrete surfaces may be protected from the elements and
sun exposure through the use of compatible paints, stains, and clear coatings.

HOT 3.3 Utilize opaque or semi-transparent desert tones for the main color of a building.
Accent colors may be darker or lighter in contrast to the main color. Flat
finishes are generally preferred.

HOT 3.4 Design storefronts utilizing colors, materials, and finishes already in use on the
block and that are consistent with the desired frontier town/Western character.
Some common materials, material combinations, and color choices used in
Historic Old Town buildings include:

« Vertical, board and batten wood siding is the preferred wall material for
storefronts. Other styles of wood siding that are consistent with the frontier
town/Western character of the Historic Old Town Design District include
tongue and groove, horizontal ship lap, and clapboard wood siding;

+ Stucco - painted or integrally colored, light desert tones, used as a base
below the window sill in combination with wood siding above;

+ Adobe or burnt adobe block, burnt brick or irregular-shaped brick, and
natural stone; used as a base below the window sill in combination with
wood siding above;

+ Building walls, other than storefronts, may include mortar washed concrete
block, and painted, stained, or integrally colored concrete masonry units
(CMU); and,

+ Stone and burnt brick used as the primary wall material on the front fagade
may be appropriate in certain situations. Successful examples include
historic territorial buildings such as Johnny Rose’s Pool Hall, First U.S. Post
Office Building, and Farmer’s State Bank (See Map 6 - Historic Old Town -
Character Defining Buildings - Page 71).

HOT 3.5 The unit dimensions of materials help establish project scale. In Historic Old
Town, materials with smaller scaled units are generally preferred.

HOT 3.6 Finish stucco surfaces with a steel trowel or sponge float method to provide a
smooth or textured surface.

HOT 3.7 Incorporate Western-style details such as window and door hardware, hitching
posts, benches, earthen pots, watering tanks, light fixtures, and swinging doors
into building and site design.

HOT 3.8 Provide broom finish, wood-plank texture pattern or brick-look pavement
treatments that are compatible with other pavement applications along the

same block face.



SIGNS

r\«‘

This sign features hand-rafted, torch-cut letters, HOT 4.1
mounted above a stucco-finished adobe wall - an
appropriate sign for a historic blacksmith shop.
™
I TULIAN 6 R‘OTT(‘)
ITALIAN SEAFOOD!
‘i S| Awl,TlES‘
E & HOT 4.2
HOT 4.3
This sign represents cut-out letters applied to the
painted wall surface, indirectly illuminated.
HOT 4.4
HOT 4.5

| ;_’; ' ‘ ! - =
Shingle signs provide an opportunity to communicate
business identification and reinforce Historic Old

Town character.

HOT 4. Design signage to be compatible
with building architecture and overall
neighborhood character.

(Refer to Article VIII of the Scottsdale
Zoning Ordinance)

The frontier town/Western character in
Historic Old Town establishes the need
for sign design that is simple, hand-
crafted, and rustic.

Design parapet wall signs
located above covered
walkways to be flat to the

wall surface, composed of
cut-out, bold stroke serif
letters or similar Western-style
typeface, and illuminated from
an indirect, remote source.

Maintain a daylight contrast
between sign copy and
background of 40 - 70%.

Provide shingle signs under
the covered walkway, and
install perpendicular to the
face of the building at a height
no less than seven foot and
six inches. Construct shingle
signs of wood or rustic metal.
Utilize indirect, remote source
illumination. This illumination
is most often from above, and
recessed within, the structure
of the covered walkway.
Parallel canopy fascia signs
and suspended canopies are
discouraged.

[lluminated cabinet signs
are strongly discouraged in
Historic Old Town.

Monument signs are
prohibited in Type 1
Development areas and
strongly discouraged in other
downtown areas.
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Buildings with HP Zoning
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Buildings (Not Historic)

Transitional

Other Significant

Design District Boundary

Area - 100’

d Town

1 - Johnny Rose’s Pool Hall
2 - Saba’s Department Store
3 - Sugar Bowl Restaurant

4 - Farmer's State Bank

5 - First U.S. Post Office

6 - Woolworth Building

7 - Frontier Town Mall

8 - Shipp Building

Character Defining Buildings*

9 - Bandera
10 - Shades of the West
11 - Eastern Block of Brown Ave
12 - Willmoth Properties
13 - Chase Bank
14 - R&R Restaurant
15 - 4020 Building

16 - Douglas Bank /
Bischoff Gallery
17 - Our Lady of Perpetual

Help / Old Adobe Mission

18 - Pink Pony Restaurant
19 - Cavalliere’s Blacksmith
Shop

NOT TO SCALE

Notice: This document is provided for general information purposes only. The City of Scottsdale does not warrant its accuracy, completeness, or
suitability for any particular purpose. It should not be relied upon without field verification. Map not to scale.

Map 6 - Historic Old Town - Character Defining Buildings

*See Historic Old Town Character Defining Buildings Compendium in the Appendix



CIVIC CENTER DISTRICT

The Civic Center District includes lush lawns, public art, large cultural, special, and sporting events,
and Scottsdale civic campus, including City Hall, Civic Center Library, City Court, Scottsdale Center
for the Performing Arts, Scottsdale Stadium, and the Scottsdale Museum of Contemporary Art.

Civic Center was originally contemplated in the 1964 Scottsdale Town Enrichment Program as
one of the City’s seven original self-improvement projects - a central location of the City’s primary
government, cultural, community, and recreational facilities. Most of the civic buildings (City Hall,
Civic Center Library, and Scottsdale Center for the Performing Arts) were designed by architect
Bennie Gonzales and include distinctive design elements such as Southwestern Native American
themes, light desert colors, mortar washed slump block, and obtuse angles. Other buildings within
the district often imitate this design - including Mid-Century architectural interpretation of classical
Southwestern Native American structures.

The Civic Center primary open space area is the heart of the district, providing active and passive
public recreation opportunities, including exercise, areas for reflection, public art, water features,
outdoor performance, and small and large special events. Large special events, in particular,

occur regularly in the fall, winter, and spring months - contributing to Old Town’s vibrant urban
environment. As part of the City’s open space system, it is connected to adjacent development and
the larger downtown via sidewalks, bicycle paths, and the street network.

Beginning in 2021, the Civic Center primary open space area underwent a major update to improve

visibility and accessibility, create more usable open space areas, and improve infrastructure
necessary to maintain the area as a multifunctional event venue.
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The project was completed in 2023 and includes both large and intimate public spaces, improved
pedestrian connectivity and accessibility, permanent event improvements, and increased natural
and structural shade. The redeveloped Civic Center area offers an opportunity for more events,
activities, and activations to improve the resident and visitor experience.

CIVIC CENTER MUNICIPAL USE MASTER SITE PLAN (MUMSP)

The Civic Center Municipal Use Master Site Plan (MUMSP) was originally adopted in 1990 to guide
future civic campus growth. The master plan acknowledged the importance of the pedestrian-
oriented character within the Civic Center and addressed how development and parking should
orient to the primary open space area. The master plan also identified visibility into and out of

this public open space as a key development component, so as to ensure that a “window on the
campus” was created. Finally, recognizing that public use would likely increase as a result of future
improvements, the master plan stated that the ability to control noise and lighting was important to
ensure compatibility with nearby uses.

The MUMSP was updated in 2018 (Case 22-UP-1990#2) to align with public policy and community
input. The master plan places importance on visually and physically connecting the primary open
space area to adjacent development and other Old Town districts. The master plan acknowledges
that pedestrian corridors and orientation are important facets of Civic Center. Furthermore, the
master plan notes that pedestrian improvements within and adjacent to the primary open space
area should reflect consistent urban design, including features such as pedestrian shade, seating
walls, site furniture, site lighting, water features, and paving materials. Finally, the master plan
informed the physical update to the Civic Center primary open space area completed in 2023.

CIVIC CENTER DISTRICT URBAN DESIGN OBJECTIVES
The design objectives for the Civic Center District include:

Strengthen the Civic Center District as a Valley-wide cultural, sporting, and special event
destination and as a major activity area within Old Town Scottsdale.

* Reinforce Civic Center as a pedestrian-oriented district.

* Reinforce permanent public art as an integral part of the Civic Center District and incorporate
temporary public art as part of the cultural and special events offered.

Development should activate public open spaces throughout the district. Development
adjacent to the Civic Center primary open space area should frame and engage this public
space, while minimizing the impacts of larger building structures on it.

* Incorporate and blend the urban fabric of adjacent and nearby developments.

Feature views into and out of the Civic Center primary open space area.
Design the Civic Center District public spaces to support both day-to-day activities and

programmed special events. Implement design techniques to reduce the impacts of noise on
sensitive uses.
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DISTRICT IDENTITY

CC 1. Promote the character and identity of the

Civic Center District through open space,
landscape, and urban design.

The Civic Center District is defined by large
open space areas and prominent public
buildings. The Civic Center primary open
space area is the public centerpiece of the
district.
CC 1.1 Promote district visibility and
identity by incorporating gateway
features, such as enhanced
landscape and urban design
elements, at key entry points.

CC 1.2 Design landscape, hardscape,
pathways, seating, and other urban
design elements to promote a
unified district aesthetic.

CC 1.3 Views into and out of the Civic
Center primary open space area
are to be maintained by limiting
visual conflict between signage,
lighting, and landscape placement.
Maximum mounting height for
pedestrian level lighting is 15" while
maximum height for mounting of
pedestrian signage is 6'- 8'.

CC 1.4 Design canopies or shade
structures to maintain views and
sight lines into the Civic Center
primary open space area.

Landécape and open space provide bothan
amphitheater space for special events and a lawn for
pedestrian activities.

Interaction between open space, pedestrian paths,
hardscape, landscape, public art, and seating all
contribute to a unified district.

This key entry point into the Civic Center primary open
space at Brown Avenue and Main Street incorporates
gateway features such as enhanced landscaping,
public art, and urban design elements - all of which
contribute to district identity and visibility.



Bennie Gonzales was the architect for Scottsdale City
Hall, Civic Center Library, and Scottsdale Center for
the Arts - providing the framework for Civic Center
District’s identity.

Architectural elements indicative of Bennie Gonzales’
design style include Southwestern Native American
design themes, light desert colors, mortar washed
slump block, and obtuse angles.

Historical Photo of Historic Scottsdale City Hall.

Historical Photo of Civic Center Library.

BUILDING DESIGN

CC 2. Activate the Civic Center primary open
space area through building and site
design.

Recognize the importance of the Civic Center
primary open space area through building
architecture and orientation, and site and
landscape design.

CC 2.1 Relate private architectural design
for buildings within and adjacent
to the Civic Center primary open
space area to design influences
indicative of Bennie Gonzales’
architectural style.

CC 2.2 Incorporate stepbacks, recesses,
and projections into the horizontal
wall plane of buildings adjacent
to the Civic Center primary open
space area, to open views onto the
open space area while creating an
enhanced frame and edge.

CC 2.3 Enhance views into and out of
the Civic Center primary open
space area by breaking up building
massing at regular intervals and
stepping height away from the
Civic Center.

CC 2.4 WhenaType2ortype3
Development adjacent to the Civic
Center primary open space area
exceeds 30-feet in total height, it
is recommended that the building
mass step back at a ratio of 1:1,
until reaching a building height
of 45-feet. Stepback additional
building height above 45 feet at
a ratio of 2:1 until the maximum
building height is reached.



CC2.5

CC2.6

CC27

CC2.8

CC2.9

CC2.10

CC 2.11
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Provide pedestrian access along
the Civic Center primary open
space area at 100- to 300-foot
intervals. Align access points
with existing paths and planned
pedestrian connections.

Locate outdoor dining areas along
buildings that front the Civic Center
primary open space area. Dining
areas may extend 25’ from the
building fagade, while maintaining
a pedestrian clear width.

Canopies or shade structures

for outdoor dining patios may
extend 25’ from the building
facade. Design canopies or shade
structures to maintain views and
sight lines outward onto the Civic
Center primary open space area -
maintaining the ability to “see, and
be seen” from the patio space.

Enclose outdoor dining patios with
a low wall, transparent fence, and/
or shrub plantings with a maximum
height of 36", to maintain views
and sight lines into the Civic Center
primary open space area. Provide
access to outdoor dining patios
through the restaurant, with no
direct access at the wall or fence
enclosure (except for emergency or
service/maintenance access).

Building design that incorporates
terraces to create a defined edge
along the Civic Center primary

open space area, are encouraged.

Incorporate architectural cover,
deeply recessed windows, raised
planters, base planting, and other
treatments to strengthen the base
of buildings that front the Civic
Center primary open space area.

All refuse containers are to be
screened and located away from
the Civic Center primary open
space area so as not to be visible.

Provide visual connections between outdoor dining
patios and the Civic Center primary open space
area by utilizing low, transparent fencing and shade
structures that do not obstruct views.

4
j‘

This dining establishment on the left-portion of the
photo utilizes a combination of terraced and at-grade
outdoor patio space to support the defined edge of
the Civic Center primary open space - creating various
means for patrons to view and interact with this public

area.

This outdoor dining patio incorporates base plantings
and shade structures to both maintain views into and
enhance the defined edge of the Civic Center primary
open space area.



CC 3. Reduce the impacts of noise at the source, in spaces where sound travels, and at locations
with noise-sensitive land uses.
(Refer to Chapter 19, Article Il of the Scottsdale Revised Code)

The Civic Center primary open space area as well as Scottsdale Stadium regularly host large
special events. As noise generators, it is paramount that adjacent development projects
design accordingly to ensure noise compatibility.

CC 3.1 Analyze the noise compatibility of proposed development projects during the
design phase to minimize the impacts of noise generated and received once built.

CC 3.2 Inopen areas where sound may travel, utilize walls, sound absorbing materials,
landscaping, and other exterior site improvements to block, deflect, and attenuate
noise.

CC 3.3 Incorporate sound attenuation and proofing in buildings with noise-sensitive uses
through the combination of materials and building design. Design techniques
might include, but are not limited to, orientation of building openings, ventilation
system planning, and siting of uses within the planned building envelope.

CC 3.4 Design outdoor dining patios and their audio/sound systems so as not to create
an undesirable noise level for other open space area visitors, adjacent residents, or
functions/events.
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PUBLIC ART

CC 4. Strengthen the Civic Center District
identity through integrated public art.

CC 4.1 Incorporate permanent public art
in public and private development
projects throughout the Civic
Center District to contribute to
district identity and “sense of
place”.

CC 4.2 Accommodate temporary public o N

art to enhance the Civic Center Permanent public art activates open space areas,
open space area as one of the contributes to downtown wayfinding, and enhances

primary special event and public the overall “sense of place” in Civic Center.
gathering places in Old Town.

Plaza spaces within Civic Center allow for the
installation of interactive temporary public art that
complements permanent public art offerings.

y's
Scottsdale’s City Court building includes integrated,
permanent public art “gavels” on the front facade.



ARIZONA CANAL DISTRICT

Originally completed in 1885, the Arizona Canal flows from east to west through Old Town
Scottsdale and the greater Phoenix area primarily as an infrastructure corridor conveying water and
power for agricultural and domestic use.

Historically, water from the Arizona Canal transformed the surrounding desert into a productive
agricultural region and fueled the rapid urban growth of the greater Phoenix area. Initially, more
than just a source of water for irrigating farm fields and citrus groves, the Arizona Canal was

central to the daily lives of local residents, as a place to gather, recreate, and as a path of travel.

As rural areas transitioned more to urban land uses, the recreation and travel needs of residents
were met in alternative ways, leading to the canal to function primarily as an infrastructure corridor,
conveying water and power to its service area. Consequently, previous tree-lined banks were
stripped of vegetation and replaced by high-tension power lines and a concrete-lined canal. Today,
the Arizona Canal is operated by Salt River Project (SRP) under a license agreement with the United
States Department of the Interior.

Over time, viewing the canal as just a utility corridor began to change, and by the 1980s, it was seen
as a special opportunity for Old Town Scottsdale. Following strong grass roots citizens’ efforts,
collaboration between the City and SRP led to downtown development embracing and being better
integrated with the canal. Consequently, the Arizona Canal has yet again become a communal
space to gather, recreate, and enjoy.

In addition to meeting City development standards, proposals within or affecting the Arizona Canal

are subject to SRP review and approval and should adhere to any existing agreements between the
City of Scottsdale and Salt River Project.
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ARIZONA CANAL MASTER DEVELOPMENT PLAN (MDP)
In 1991, the City of Scottsdale adopted the Arizona Canal Master Development Plan to document
the community’s vision and urban design objectives for the Arizona Canal. The MDP identified

“water

n u

, “desert”, and “natural and human history” as themes to unify the area. The Plan identifies

the Arizona Canal as a primary downtown open space area for programing large-scale special
events. The canal and related public space provide a focus for existing and future development
within the Arizona Canal District.

The Arizona Canal and adjoining public open spaces are the focus of this district. The public areas
are described as “pedestrian meccas”, with extensive “desert oasis” landscaping, pedestrian paths
for “year-round outdoor comfort”, and integrated public art. Event spaces and private development
with active uses that orient toward the corridor and approaching streets, energize the Arizona
Canal District year-round.

ARIZONA CANAL DISTRICT URBAN DESIGN OBJECTIVES
Arizona Canal District design objectives incorporate those that were originally identified within the
MDP, as well as those that embrace and guide the design identity of the district:

The Arizona Canal District is a dining, entertainment, and special event destination for people
throughout the Valley and a major activity area within Old Town Scottsdale.

The Arizona Canal District should be pedestrian-oriented and have a cultural and
entertainment focus along the canal corridor.

The Arizona Canal District should be easily accessible and connect to both Old Town and the
canal corridor.

The image of the Arizona Canal District should incorporate a desert water oasis and the
cultural history of the Southwest.

Permanent and temporary public art are an integral part of the Arizona Canal District.

Development within the district should enhance public open space and minimize the impacts
of larger building structures on the canal corridor.

Design buildings that frame the Arizona Canal and activate the district.

Feature views into and out of the canal corridor.

Design district public areas to support both day-to-day activities and programmed special
events, particularly along the canal corridor. Implement design techniques to reduce the

impacts of noise on sensitive uses.

Enhance the opportunity to experience water in the desert.
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DISTRICT IDENTITY

AC 1. Promote the character and identity of
the Arizona Canal District through open
space, landscape, and urban design.

The Arizona Canal District is defined by
open space, landscape, and urban design
features that provide continuity throughout
the district, in particular along the canal
corridor.

AC 1.1 Relate project design to the ‘ -
district themes of water, desert Plaza spaces can relate to district themes of water
oasis, and the natural and human (through water features) and desert oasis (through
hi story of the Southwest. architectural design, materials, and drought-tolerant

landscaping) - while providing a space for human
interaction and special events.

AC 1.2 Utilize landscape and open
space design to reinforce district
themes, support special events,
and provide access to the natural
environment.

21 \ A
s

AC 1.3 Promote district visibility
and identity by incorporating
gateways, such as enhanced
landscape and urban design
features, at key district entry
points.

X W
\\\};\\ Wi

AC 1.4 Design bridges, entry points, andscape, open space, and publi art wr concert

pathways,_seatlng, and other to reinforce district themes, support special events,
urban design 'eleme'nts.to and provide access to the natural environment.
promote a unified district

aesthetic.

AC 1.5 Utilize landscape design to
convey a desert water oasis and
to unify the diverse architectural
environment along the canal
corridor.

Planting materials convey a desert water oasis, while
vertical terracing of open space and landscaping
visually reduces the distance between opposing canal

banks.



Outdoor dining areas provide visual connections to
the canal, adjoining public open spaces, and special
events.

The terraced outdoor patio space provides a defined
edge along the Marshall Way Bridge public open
space - creating a means for patrons to view and
interact with this public area.

BUILDING DESIGN

AC 2. Activate the Arizona Canal District and
corridor through building and site design.

Recognize the importance of the canal
corridor through building architecture and
orientation, site, and landscape design.

AC 21

AC 2.2

AC23

AC24

AC 2.5

AC 2.6

Incorporate stepbacks,
recesses, and projections into
the horizontal building wall
plane to open views onto the
canal corridor, while creating an
enhanced frame and edge.

Incorporate architectural cover,
deeply recessed windows, raised
planters, base plantings, and
other treatments to strengthen
the base of buildings that front
the canal corridor.

Promote views into and out of
the canal corridor by breaking
up building massing at regular
intervals and stepping height
away from the canal.

Provide pedestrian canal corridor
access at 100- to 300-foot
intervals, by incorporating spaces
between buildings. Align access
points with existing paths and
future bridge and pedestrian
connection opportunities.

Design buildings with frontages
along the Arizona Canal to
provide a public entrance at the
canal level and at Old Town street
level.

Enhance the human scale of

the canal corridor by visually
reducing the distance between
opposing canal banks through
canal bank design, such as
cantilever sections, landscaping,
and vertical elements at the canal
edge.



AC 3.
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AC 2.7 When a Type 2 Development adjacent to the canal exceeds 30-feet in total
height, as measured from the top of the canal bank, it is recommended that the
building mass step back at a ratio of 1:1, until reaching a building height of 45-
feet. Stepback additional building height above 45 feet at a ratio of 2:1 until the
maximum building height is reached.

AC 2.8 When a Type 3 Development adjacent to the canal exceeds 45-feet in total height,
as measured from the top of the canal bank, it is recommended that the building
mass step back at a ratio of 2:1. Observe a ratio of 2:1 until the maximum building
height is reached.

AC 2.9 Outdoor dining areas are encouraged to locate along the canal corridor and
adjoining public open spaces.

AC 2.10 Outdoor dining patios located along a canal corridor building frontage may extend
a distance from the building that still maintains a pedestrian clear width. It is
recommended that outdoor dining patios adjacent to canal corridor buildings
occupy no more than 50% of the linear building frontage.

AC 2.11 Building terraces that create a defined edge along the canal corridor are
encouraged.

Reduce the impacts of noise at the source, in spaces where sound travels, and at locations
with noise-sensitive land uses.
(Refer to Chapter 19, Article Il of the Scottsdale Revised Code)

The Arizona Canal District regularly hosts large special events along the canal corridor. As
a noise generator, it is paramount that development projects adjacent to the canal design
accordingly to ensure noise compatibility.

AC 3.1 Analyze the noise compatibility of proposed development projects during the
building design phase to minimize the impacts of noise generated and received
once built.

AC 3.2 In open areas where sound may travel, utilize walls, sound absorbing materials,
landscaping, and other exterior site improvements to block, deflect, and attenuate
noise.

AC 3.3 Incorporate sound attenuation and sound proofing in buildings with noise-sensitive
uses through the combination of materials and building design. Building design
techniques might include, but are not limited to, orientation of building openings,
ventilation system planning, and siting of uses within the planned building
envelope.




Figure 32 - Arizona Canal District - Canal Corridor Design

Open space, landscape, and urban design provide continuity throughout the district, in particular along the canal corridor.

1 - Canal bank access at building breaks - access is provided at 100- to 300-foot intervals
2 - Pedestrian access aligns with bridge crossing

3 - Building steps back from the canal edge, creating a usable terrace and allowing for visual access to the canal from
surrounding areas

4 - Buildings frame the edge of the canal
5 - Spaces created between buildings provide for views into and out of the canal corridor
6 - Bridge incorporates permanent public art

7 - Canal corridor design supports large-scale events and is composed of smaller human-scale environments that meet
the day-to-day needs of users




PUBLIC ART
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AC 4. Strengthen the Arizona Canal District
identity through integrated public art.

AC 4.1

AC 4.2

Incorporate permanent public
art throughout the Arizona

Canal District that contributes

to the district’s “sense of

place” by incorporating unique
characteristics about Scottsdale,
the desert, and the Arizona
Canal, particularly in the design
of gateways, plazas, bridges,

pathways, and landscape features.

Accommodate large-scale
temporary public art to enhance
the canal corridor as one of the
primary special event and public
gathering places in Old Town.

Permanent public art contributes to the Arizona Canal
District sense of place, creating memorable locations
and experiences for residents and visitors.

Tempora public art is accommodated through the
provision of public open spaces and plazas.




A

Accessible — An environment or facility that
provides equal access to people with different
abilities.

Active Street / Use — Street frontage that
enables direct visual and physical contact
between the street and the interior of the
building. Clearly defined entrances, windows,
and shop fronts are elements of the building
facade that contribute to an active street
frontage.

Adjoining — Being in contact; connected or
neighboring.

Americans with Disabilities Act (ADA) — 1990
federal legislation specifying provisions in
the design or redesign of buildings, parking,
and outdoor areas to remove barriers for
persons with disabilities and guaranteeing
equal opportunity in public accommodations,
transportation, and government services.

Arcade — An arched or covered passageway,
usually with shops on each side.

Architectural Rhythm — A strong, regular,
repeated pattern of design elements which
can include building massing, architectural
detailing, texture, and color.

Arterial Street — A high-capacity urban road.
The primary function of an arterial street

is to deliver traffic from collector streets to
freeways or expressways, and between urban

centers at the highest level of service possible.

Authentic — Not false or copied; genuine; real.

Awning — A roof-like shelter of canvas or other
material extending over a doorway, from the
top of a window, over a deck, etc., in order to
provide protection, as from the sun.

GLOSSARY

B

Block Face — One side of a street between
two consecutive features intersecting that
street. The features can be other streets or
boundaries of standard geographic areas.

Buffer — To create a separation between
dissimilar uses and/or development intensities
in an effort to reduce or mitigate the effects of
one area upon the other.

Building Envelope - A volume of space that
is defined by a geometric shape (rectangular,
triangular, circular, cubic, etc.) within which

a building, regardless of its shape and size,
should fit.

Building Form — The specific style, shape,
or configuration of a building or building
feature(s).

C

Cabinet Sign — A three-dimensional structure
which includes a frame, borders, and sign
panel face and may include internal lighting
upon which the sign letters and logo are placed
or etched.

Cantilever — Any rigid structural member
projecting from a vertical support, especially
one in which the projection is great in relation
to the depth, so that the upper partis in
tension and the lower part in compression.

Character — Unique features, qualities, and
attributes that contribute to the identity of a
place.

Collector Street — A low-to-moderate-capacity
road which serves to move traffic from local
streets to arterial roads. Unlike arterials,
collector streets are designed to provide
access to residential properties.
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Context — The relationship between a

location and its surrounding natural, planned,
permitted, and/or built environment; the whole
environment relevant to a particular building
or place; the interrelated conditions in which
something exists or occurs.

Continuity — Design similarities between two
or more things that provide a connection
between them.

Corporate/User Building Design — Building
design that is solely driven by a specific or
intended use or user and would otherwise not
be viable or appropriate for its location and use
regardless of the end use or user.

Covered Walkway — Shaded path or passage.

D

Daylighting — The use of natural lighting for the
full or supplemental illumination of interior and
partially enclosed space that would otherwise
require electric lighting; captured sunlight that
is diffused, filtered, or reflected to moderate its
intensity and dissipate heat.

Design District — Any zoning district or overlay
district within which more specific architectural
design elements are required.

Design Element — The use of colors, space,
texture, and other components in an artistic
representation.

Design Feature — The arrangement or pattern
of elements or features of an artistic or
decorative work.

Design Standards and Policies Manual
(DSPM) — An official City of Scottsdale
document that sets forth city requirements,
standards, policies, and procedures to
enable development professionals to bring a
development concept to fruition. It includes
guidance for preparing plans, reports, and
related documents necessary to meet city
standards.

Development — The process of developing or
being developed.

Durability — The ability to withstand wear,
pressure, or damage.

E

Eave — The part of a roof that meets or
overhangs the walls of a building.

Element — A component, part, or constituent of
a whole.

F

Frontage — The front fagade of a building; area
of public realm that is parallel to the front of a
building.

H

Heat Island — The phenomenon involving
elevated temperatures in urban/suburban
areas as compared with outlying rural/
undeveloped surroundings. Heat islands are
generally caused by reduced vegetation, solar
heat absorption, material heat capacity, use of
energy, and building spacing.

High-Rise Building/Development — A building
with an occupied floor located more than 75
feet above the lowest level of fire department
vehicle access. In Old Town Scottsdale,
high-rise buildings typically align with Type 2.5
and Type 3 Development areas (See Maps 2
and 3 - Existing Downtown Development Types
and Future Downtown Development Types -
Pages 8 and 9).

Horizontal Wall Plane — A plane that is parallel
to the horizon.



Human Scale — The proportional relationship
of the physical environment to human
dimensions in terms of bulk and massing of
buildings or other features. An example of
human-scale development is a multiple-story
building with retail stores on the ground floor
that provide visual interest at human-eye
level using window displays and architectural
features.

Intensity — The relative measure of
development impact, as defined by
characteristics such as traffic generation, floor
area ratio, and lot coverage; or, the level or
concentration of activity occurring on a site or
in an area.

L

Light Reflectance Value (LRV) — A measure of
visible and usable light that is reflected from a
surface when illuminated by a light source.

Low Impact Development (LID) — Refers to
design and implementation practices that can
be employed at the site-level to both control
stormwater and replicate the pre-development
hydrology of the site. This approach to water
management protects, restores, or mimics the
nature water cycle on a development site.

Low-Rise Building/Development — A building
with a maximum height that is less than, or
equal to, 48 feet. In Old Town Scottsdale,
low-rise buildings typically align with Type 1
Development areas, but may occur throughout
Old Town Scottsdale (See Maps 2 and 3 -
Existing Downtown Development Types and
Future Downtown Development Types - Pages 8
and 9).

M

Mass/Massing — The physical volume, shape,
or bulk of a building or structure.

Mid-Rise Building/Development — A building
with a maximum height that is greater than

48 feet, but less than 90 feet. In Old Town
Scottsdale, mid-rise buildings typically align
with Type 2 Development areas, but may
occur within Type 2.5 and Type 3 Development
areas (See Maps 2 and 3 - Existing Downtown
Development Types and Future Downtown
Development Types - Pages 8 and 9).

Mixed-Use — The practice of allowing more
than one type of land use in a building or set
of buildings. Mixed-use may be developed in a
variety of ways, either horizontally in multiple
buildings, or vertically in the same building, or
through a combination of the two.

Mixed-Use Neighborhoods - City of Scottsdale
General Plan 2035 land use designation that
includes Old Town Scottsdale.

Mobility — The ability to move from one place
to another, or to transport goods or information
from one place to another.

Moulding — A strip of material (such as wood
or metal) with some design or pattern that is
used as ornamentation or finishing on a wall,
door, window, etc.

N

New Development — The business of
constructing buildings or otherwise altering
land for new uses.
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=

Passive (Design) — Building design that uses
site, vegetation, natural processes, elements,
and material attributes coupled with building
orientation, spatial placement, and materials
selection to achieve human comfort and
minimize resource and energy consumption
and costs.

Pedestrian — Any person afoot; or any person
who uses a manual or motorized wheelchair.

Pedestrian Clear Width — Streets and public
spaces that accommodate and encourage
pedestrian activity through the provision

of active uses, informal gathering spaces,
lighting and safety features, and other
pedestrian-serving amenities. Scottsdale’s
Design Standards and Policies Manual (DSPM)
sets forth city requirements, standards,
policies, and procedures regarding public
pedestrian facilities and sidewalk widths.

Pedestrian Corridor — A path or guided way
that is developed to promote walking as an
attractive means of transportation and utilized
primarily by pedestrians as they move between
major activity centers.

Pedestrian-Oriented (Design) — A form
of development that makes the street
environment inviting for pedestrians.

Podium Parking — One (1) level of vehicle
parking at street level or partially below street
level, with a building or open space above the
parking.

Public Realm - The environment created

by the network of streets and open spaces,
parks and plazas, and the pattern of uses and
activity, which contribute to the character and
quality of the place.

R

Redevelop, (Informal) Redevelopment — To
change the existing development in an area
or on a property, sometimes by demolishing
existing buildings; increasing the overall floor
area existing on a property; or both.

Region — A geographic area distinguished by
similar features.

Right(s)-of-way — The strip of land over which
certain transportation and/or other public
facilities are built, including roads, sidewalks,
and utility lines. A public right-of-way is
typically dedicated or deeded to the public for
public use and controlled by a public agency,
such as the city.

S

Sense of Place — The characteristics of a
location that make it readily recognizable
as being unique and different from its
surroundings and that provides a feeling of
belonging to or being identified with that
particular place.

Setback — Typically, the distance between
a property line and a building or structure.
Depending on the specific zoning district,
setbacks may be measured in different ways.

Shingle Sign — A sign suspended from a roof
overhang of a covered porch or walkway and
perpendicular to a building wall.

Stepback — An arrangement of building

forms, shapes, and massing that causes the
building design to “move away,” “step back,’

or recede from a property line or neighboring
development to provide an open area above
the first or second level of the building. The
Zoning Ordinance delineates specific stepback

requirements for zoning districts.



T

Transition Area - (1) An area that measures
100’ from the boundary of Historic Old Town
where architectural continuity and character
reinforce the frontier town/Western character
of Historic Old Town. (2) A gradual change
from one development area to another,

either in terms of height, density, intensity,

or character — usually as a means to ensure
compatibility between developments.

Type 1 Development — The compact, lower
scale development of the Downtown Core.
See Maps 2 and 3 - Existing Downtown
Development Types and Future Downtown
Development Types - Pages 8 and 9 - for
specific locations and boundaries.

Type 2 Development — The intermediate,
higher scale development type in the
downtown. See Maps 2 and 3 - Existing
Downtown Development Types and Future
Downtown Development Types - Pages 8 and 9
- for specific locations and boundaries.

Type 2.5 Development — The intermediate,
higher scale development type between Type
2 and Type 3 in the downtown. See Map 2 -
Existing Downtown Development Types - Page
8 - for specific locations and boundaries.

Type 3 Development — The most intensive,
highest scale development type in the
downtown. See Maps 2 and 3 - Existing
Downtown Development Types and Future
Downtown Development Types - Pages 8 and 9
- for specific locations and boundaries.

U

Universal Design — A concept that all
environments and products should be
accessible and usable by all people, regardless
of their age, size, or abilities.

\'

Vehicle — Any transportation device utilized for
moving people or goods.

W

Wainscot — The bottom part of a wall,
especially when made of material different
from the rest of the wall; the measurement of
street level to the lower portion of a window
sill.

Wayfinding — Enabling a person to find his or
her way to a given destination through the use
of landmarks, effective signage, and building
design.

Z

Zoning / Zoning Ordinance — Land use
regulations enacted by the city to create
districts or zones that permit and identify
special conditions within those zones. Land
uses in each district are regulated according
to type, density, height, lot size, placement,
building bulk, and other development
standards. The ordinances include procedures
for changing the status of land use and
physical development standards.
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APPENDIX

HISTORIC OLD TOWN CHARACTER DEFINING BUILDINGS COMPENDIUM

HISTORIC OLD TOWN DESIGN DISTRICT GUIDELINE COMPLIANT BUILDINGS
WITH HP HISTORIC PROPERTY ZONING

1. Johnny Rose’s Pool Hall (1923) /
Mexican Imports Shop
3933 N. Brown Avenue (northeast corner of
Brown Avenue and Main Street).
+ 1 -story massing
+ white glazed brick construction
flat roof behind stepped parapet
wood shed covered walkway with shake
shingles
+ central double door entry flanked by large
display windows
+  wood frame windows and doors

2. Sterling Drug Store (1921) /
Saba’s Department Store
7254 E. Main Street (northwest corner of Brown
Avenue and Main Street).
« 1-story massing
* board and batten wood siding
 flat roof behind stepped parapet with
decorative wood cornice detail
wood shed covered walkway with shake
shingles, exposed rafters, and decorative
wood posts
+ flat roof entry porch with roof-top balustrade
+ low window sill and brick wainscot
recessed entrance

3. Western Motor Services (1950) /
Sugar Bowl Restaurant
4005 N. Scottsdale Road (southeast corner of
Scottsdale Road and 1st Avenue).
+ 1-story massing
* flat roof behind parapet with simple wood
band cornice
painted board and batten wood siding, with
horizontal wood accent
« wood cantilever shed covered walkway with
shake shingles, and striped fabric awning
+ double wood doors with arched and
rectangular panels
large display, wood frame windows

Notice: Properties and structures with Historic Property (HP) zoning overlay district are subject to additional
guidelines intended to preserve and maintain the historical character of each historic resource. Please consult
the Scottsdale Historic Register for applicable Historic Significance Assessment and Design Guidelines.
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4. Farmer's State Bank of Scottsdale (1921) /
Rusty Spur Saloon
7245 E. Main Street (southwest corner of Brown
Avenue and Main Street).

1 - story massing

brick panel construction with brick
corbelling and pilasters

board and batten wood siding

wood cantilever, shed covered walkway with
shake shingles

saloon doors

wood frame windows

5. First U.S. Post Office Building (1929) / Porters
3944 N. Brown Avenue (northwest corner of
Brown Avenue and Main Street).

1-and 2 - story massing

brick masonry construction

flat roof behind stepped parapet

wood covered walkway and terrace with log
fence rail

wood frame windows and doors

exterior staircase detail

RUSTY SPUR SALOON

Notice: Properties and structures with Historic Property (HP) zoning overlay district are subject to additional
guidelines intended to preserve and maintain the historical character of each historic resource. Please consult
the Scottsdale Historic Register for applicable Historic Significance Assessment and Design Guidelines.



HISTORIC OLD TOWN DESIGN DISTRICT GUIDELINE COMPLIANT BUILDINGS, NOT HISTORIC

6. Woolworth Building
3922 N. Scottsdale Road (northwest corner of
Scottsdale Road and Main Street).
+ 2-story massing
« corner-oriented building entrance
+ brick masonry and wood frame construction
 flat roof behind broken cornice and stepped
parapet
+ wood covered walkway (tall) with gallery
and balustrade
*  wood frame windows and doors
+ recessed entrances
« decorative pediments and shutters
+ contrasting light colored wood trim and
moulding

7. Flagg Building / Frontier Town Mall
7240-7248 E. Main Street (northwest corner of
Brown Avenue and Main Street).

+ 1-story massing (false 2nd story)

« wood frame construction with board and
batten siding

+ wood shed covered walkway with shake
shingles

* various frontier town/Western details

+ wood frame windows and doors

*  wood plank walkway

8. Shipp Building
4000 N. Scottsdale Road (southwest corner of
Scottsdale Road and 1st Avenue).

« 1-and 2 - story massing

« corner tower feature with mansard roof

«  Fore-court and center courtyard

+ flat roof behind stepped parapet

« jumbo-brick masonry construction with
brick banding and concrete cornice detail

+ wood flat roof, covered walkway with twin
column detail




9.

10.

11.
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Bandera
3821 N. Scottsdale Road (northeast corner of
Scottsdale Road and 1st Street).
+ 1-story massing
* river-rock masonry wall construction
* mansard style roof form with exposed
rafters
« operable wood frame windows and doors
«  wood shed and cantilever style covered
walkway with shake shingles

Bischoff's Shades of the West

7247 E. Main Street (southwest corner of

Brown Avenue and Main Street).

* 1-story massing

« concrete block construction

« decorative burnt brick cornice

« wood shed and cantilever style covered
walkway, with shake shingles and kick
bracing

« wood frame trimmed windows and doors

Eastern Block of Brown Avenue
3903-3965 N. Brown Avenue (southeast
corner of Brown and 1st Avenues).

« 1-and 2 - story massing

+ gable and flat roof forms behind parapet
walls

« masonry and wood frame construction
with board and batten wooden siding and
masonry wainscot treatments

« wood shed covered walkways with shake
shingles

* individual storefronts exhibit a human
scale with frequent entrances, large display
windows, and old style/Western fixtures,
hardware, and detailing




12.

13.

14.

Willmoth Properties

3809-3815 N. Scottsdale Road and 7213-

7215 E. 1st Street (southeast corner of

Scottsdale Road and 1st Street).

+ 1 -story massing

+ flat roof behind parapet walls

« masonry and wood frame construction with
board and batten wood siding

+ wood shed covered walkways with shake
shingles

+  wood frame windows and doors

Chase Bank
4031 N. Scottsdale Road (southeast corner of
Scottsdale and Indian School Roads).

« 1-and 2 - story stepped massing

brick construction with decorative concrete
cornice

+ flat roof

« contrasting (white) wood frame windows,
doors, territorial pediments, lintels, and
shutters

« wood shed covered walkway with shake
shingles

R&R Restaurant
3737 N. Scottsdale Road (northeast corner of
Scottsdale Road and 2nd Street).

« 2 -story stepped massing

+ natural brick as the primary wall material

« western railing

« regularly spaced, round wood columns

* terraces, balconies, and covered walkways
* visual transparency at the street level

EMETLLLBME

MODERN AMERICAN SHUK[HDIIS[
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HISTORIC OLD TOWN DESIGN DISTRICT TRANSITIONAL BUILDINGS

Transitional buildings contribute, through design and character, to the Historic Old Town Design
District identity.

15. 4020 Building

4020 N. Scottsdale Road (northwest corner of
Scottsdale Road and 1st Avenue).

+ 4 - story stepped massing

* jumbo brick and wood frame construction
horizontal metal siding
flat roof and stepped massing

+ cantilever covered walkway

 dark metal frame windows and doors

*  exterior staircase detail




OTHER SIGNIFICANT BUILDINGS IN THE HISTORIC OLD TOWN DESIGN DISTRICT

Though the buildings below do not follow the frontier town/Western style as prescribed in the
Historic Old Town Design District guidelines, they are prominent within the district, holding
historical and cultural significance.

16. Douglas Bank / Bischoff Gallery
3925 N. Brown Avenue (southeast corner of
Brown Avenue and Main Street).

« 2-to 3 - story stepped massing

 fore-courtyard, interior courtyard, and rear
patio defined by a low wall

« projecting balconies

+ concrete block construction with smooth
stucco finish

* soldier course brick cornice

« wood framed windows, doors with concrete
trim, and decorative wrought iron detailing

17. Our Lady of Perpetual Help (1933) /
Old Adobe Mission
3817 N. Brown Avenue (southeast corner of
Brown Avenue and 1st Street).

This building is Spanish Colonial Revival style
and has Historic Property Zoning (HP).

+ 1-to 3 - story massing with bell tower

* smooth plastered adobe block

+ tiered gable roof with exposed rafters

+ corrugated metal roofing

*  wood frame windows and doors, some with
stained glass

Notice: Properties and structures with Historic Property (HP) zoning overlay district are subject to additional
guidelines intended to preserve and maintain the historical character of each historic resource. Please consult
the Scottsdale Historic Register for applicable Historic Significance Assessment and Design Guidelines.



18.

19.
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Spouse-Reitz Department Store (1954) /
Pink Pony Restaurant

3831 N. Scottsdale Road (northeast corner of
Scottsdale Road and 1st Street).

This building is mid-century commercial style

and has Historic Property Zoning (HP).

+ 1-story massing

* natural stone masonry construction

« wood frame cantilever style covered
walkway with a curvilinear form and
decorative fascia

+  wood frame windows and doors

* integrated raised planters

* recent changes to this building include the
operable storefront windows

Cavalliere's Blacksmith Shop
7314-7315 N. Brown Avenue (northeast
corner of 2nd Street and Brown Avenue).

This building, built in 1920, is adobe

construction with a straightforward utilitarian

vernacular style and has Historic Property

Zoning (HP).

« 1-story massing

* mortar wash over adobe block construction
(rough textured surface)

+ gable roof form behind mission style front

+ corrugated metal roofing

« wrought-iron grill-work and detailing

* decorative wrought iron detailing

« early industrial building

Notice: Properties and structures with Historic Property (HP) zoning overlay district are subject to additional
guidelines intended to preserve and maintain the historical character of each historic resource. Please consult
the Scottsdale Historic Register for applicable Historic Significance Assessment and Design Guidelines.
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