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I	 Introduction

Lighthouse Landing
 The goal of the Lighthouse Landing 
development is to create a model for “Smart Growth” 
community development.  Such developments are 
designed to create an efficient, transit oriented, 
multi-use environment that mixes employment, 
shopping and housing.   At the core of the smart 
growth development strategy for Lighthouse Landing 
is the recognition that sharing resources is often 
smarter than duplicating resources. The evolution 
of a more integrative and efficient community-based 
planning strategy opens up significant opportunities 
for maximizing the resources of the community as 
a whole. The efficiency that is created where all 
of its assets are integrated has an impact on the 
community’s physical, cultural, social, economic, 
organizational and educational resources.

 The smart growth development format yields 
a connected, safe, pedestrian-friendly environment 
designed for walking instead of driving, facilitating 
community interaction and neighborliness.  The goal 
is not total elimination of car use, but rather, the use 
of the car for every daily trip.  As a result, a connected 
community development of this type has lower levels 
of automobile utilization, can employ shared parking 
arrangements and traffic management programs 
such as shuttle buses for short local trips to work or 
connections to commuter rail stations. 

 This approach to community development 
encourages owners and occupants to continually 
reinvest economically and emotionally in their 

community. It is this reinvestment that will make 
Lighthouse Landing a sustainable development, 
harmonious with its neighbors and compatible with 
smart growth policy goals of the village.

 The guidelines illustrated here are designed 
to encourage the development of the Lighthouse 
Landing as a viable mixed-use community with a 
range of land uses including retail, housing and office  
The key to sustaining a mix of uses of this type is 
employ design control over the scale and urban form of 
each building regardless of use and a flexible gridded 
development framework that can accommodate a 
range of building types.  Unlike the typical suburban 
development pattern where a separate ‘stand alone’ 
building form is the norm, in the Lighthouse Landing, 
the objective is to create an environment with visual 
continuity and a user-friendly public realm.   
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0.0

Key Elements of the Master Plan

1.1

Development	Program
Retail    132,000 SF

Office       35,000 SF

Residential   1250 units

Hotel     140 rooms

•  Re-connecting the site to the Village of Sleepy 
Hollow downtown
•  Strengthening and creating additional linkages 
from the Village to the waterfront
• Creating a Pedestrian-Friendly Multi-Faceted 
Community
•  Offering convenience by combining  housing, 
shopping, and employment 
•   Designing all buildings at an accessible scale 
•    Reducing traffic by creating a  Commuter-Friendly 
environment
•  Developing centers of activity that are accessible 
to transportation 
•  Creating a critical mass to support neighborhood 
services and amenities
•  Creating a comprehensive open space network 
that links to the water and Kingsland Point Park
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Design	Principle	for	Urban	District	and	Public	Realm
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The major Districts and Public Realm elements of 
Lighthouse Landing are: 

 • The Beekman Place District
 • The Waterfront District and Integration of 

Kingsland Point Park
 • The Central Park District
 • The Townhome District
 • The Loft District
 • The Hotel Waterfront Plaza District
 

2.1		Introduction

What makes a great community?

 Great communities have variety : a variety 
of people, a variety of buildings types, a variety of 
activities, and a variety of places and spaces. It is 
this variety that helps communities be sustainable 
and provides for a richness of experience. 

 Lighthouse Landing at Sleepy Hollow will 
provide residents and visitors alike with a rich variety 
of spaces, activities, and architecture. 

 The masterplan is organized around a 
distinct series of Districts and Public Realms which 
each have a unique character but which are knitted 
together through a pedestrian friendly street network.  
The diverse character of these Districts and Public 
Realms work together to create the community of 
Lighthouse Landing at Sleepy Hollow. 
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Beekman	Place	District		2.2
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4.5Waterfront																	2.3

Design Principles 

The Hudson River Waterfront and connection 
to Kingsland Point Park are critical elements to 
Lighthouse Landing at Sleepy Hollow. High Quality 
Landscaping and a comprehensive open space 
design will make this area a great amenity to both the 
residents of Lighthouse Landing and all residents of 
the Village of Sleepy Hollow

Design Elements

Streetscape
The streetscape along the waterfront will be consistent 
with streetscape standard throughout Lighthouse 
Landing: with emphasis placed on creating a 
pedestrian friendly environment with appropriate site 
lighting, sidewalk treatments, and street trees.
Parking
On-Street parking is provided  on the streets adjacent 
to the  Waterfront. And additional surface parking lot 
is provided at the end of Road Four, adjacent to 
Kingsland Point Park.
Building	relationship	to	Street.	
Street wall presence will be maintained along Road 
A, Facing the Waterfront.  The blocks along Road 
One will have more flexibility to allow for park and 
water view corridors.

The Waterfront District
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2.3

Building	Use
Buildings surrounding the Waterfront will be primarily 
residential. The area along the waterfront near the 
lighthouse will support additional hotel and retail 
uses. 

Building	Language	and	Massing	
In general, design each building to complement the 
architectural character of its immediate neighbors 
and to be sensitive to their material, color, and scale.  
The massing of buildings surrounding the Waterfront 
will be primarily lower scale 3-4 floors townhomes. 
The Waterfront hotel may incorporate larger 5 floors 
elements appropriate to its civic location on the urban 
plaza terminating Beekman Place.
Building	Materials
High quality building materials that can withstand 
waterfront exposure will be used on buildings 
fronting the waterfront. 
Parks	and	Plazas
The waterfront will maintain a large landscaped 
waterfront park system and will integrate with the 
adjacent Kingsland Point Park via a pedestrian trail 
system.
Civic/	Public	Buildings	
The waterfront can accommodate a waterfront 
interpretative  center. 

Interpretative Center/ Boathouse Building Example

The Waterfront Hotel may have an expressive, civic design
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•  Larger scaled buildings create a Gateway at the 
Southern end of the Park District

•  Lower scaled townhomes frame the Central Park space as 
it opens out to the Northern Kingsland Point Park edge.

Design Principles 

The Central Park District is organized around the 
Central Park, which runs 3 blocks from Road Four 
to Road One. The central park creates a great open 
space that extends the river front open space into 
the heart of the Lighthouse Landing community.

Design Elements

Streetscape
The Streetscape along the Central Park district will 
be urban in character; with an emphasis on  side 
walks, street lights, and street trees to create a 
walkable environment.
Parking
In general, parking will be hidden within the blocks of 
the Central Park District; in parking courts, parking 
garages, or individual town home garages. On-
street parallel parking will be provided along Roads 
C,4,3,2, and 1.
Building	relationship	to	Street.	
Building will strive to maintain a continuous street 
frontage, with minimal breaks to provide for interior 
block access  and service.• High Quality Urban Streetscape helps unite the District

The Central Park District

Central	Park	District							2.4

Architectural Elements draw from Hudson Village examples
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Mews treatment along one edge of Central Park

The Central Park can function as a Special Events/ Festival Space

2.4

Building	Use
The Central Park District will be residential in use. 

Building	Language	and	Massing 
In general, design each building to complement the 
architectural character of its immediate neighbors 
and to be sensitive to their material, color, and scale. 
Buildings in the Central Park District will be of a 
variety of building scales. In general, the massing 
of buildings in the Central Park District will get lower 
as they approach the waterfront towards Kingsland 
Point Park. Building heights will range from 5  floors 
at the  tallest end of the District, to 3-4 floors at the 
lowest end of the District. 

Building	Materials
High quality building materials as described  in the 
Development Standards will be used on Buildings 
fronting the Central Park.

Parks	and	Plazas
The Central Park is the primary  and focal park 
feature of the Central Park District. 

Civic/	Public	Buildings
The primary function of the central park will be to 
provide civic open space; it could accommodate a 
small, enclosed pavilion structure.

•  Bays and Cornice treatment helps to articulate special 
corners and gateways in the Central Park District
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Townhome	District		2.5

Design Principles 

The Townhome District provides additional housing 
choices for the Lighthouse Landings community. 
The district will accommodate a variety of town 
home types. The Townhome District strives to create 
variety and choice in a Village setting.

Design Elements

Streetscape
The Streetscape along the Central Park district 
will be neighbourhood oriented in character; with 
an emphasis on  stoops, porches, small front yard 
areas, side walks, street lights, and street trees to 
create a walkable neighborhood environment. 
Parking
In general, parking will be hidden within the blocks 
of the Townhome District; The District will employ an 
alley system to provide access to townhome garages 
and service areas.
Building	relationship	to	Street.	
By using a rear-loaded alley arrangement, the 
Townhome District will maintain street frontage 
unobstructed by garage doors. At special locations 
at the waterfront, the townhome blocks may open up 
to proved views to the water from the interior of the 
block.
Building	Language	and	Massing	
In general, design each building to complement the 
architectural character of its immediate neighbors 
and to be sensitive to their material, color, and scale. 
In general, the massing of buildings in the Townhome 
District range from 3-4 floors. Flat roofs and Roof 
decks are acceptable in the Townhome District. 

The Townhome District

Corner Elements Bays and Balconies used to articulate facade

Townhomes fronting the Central Park

Modulated Roof FormsA Pedestrian Friendly Environment
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Landscape Treatment of a Townhome Pocket Park

Landscape Treatment of a Townhome Pocket Park

Appropriate Treatments of Townhome District Alleys

2.5
Building	Materials
High quality building materials will be used on 
Buildings fronting the Central Park
Parks	and	Plazas
In addition to bordering the Central Park,  and 
The Waterfront, the Townhome District also include 
several smaller Pocket Parks that provide variety to 
the landscape experience.
Civic/	Public	Buildings	
The Townhome District can accommodate a 
Lighthouse Landing resident Clubhouse/ Fitness 
Center.
Neighborhood	Parks
Intimate landscaped spaces within the townhome 
blocks provide variety in the urban fabric.
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Loft	District															2.6

Design Principles 

Located adjacent to the rail lines The Loft  District 
provides Lighthouse Landing with an additional type 
of housing that has a more industrial and loft-style 
character  These buildings may feature a more 
open-plan arrangement to allow for greater flexibility 
in living arrangements that could support live-work 
lifestyles.  

Design Elements

Streetscape
The Streetscape in the Loft District will be consistent 
with the character of the Townhome District and 
Central Park District,  with an emphasis on sidewalks, 
street lights, and street trees to create a walkable 
neighborhood environment. 
Parking
In general, parking will be located behind the buildings 
of the Loft District in parking courts adjacent to the 
rail. 
Building	relationship	to	Street. 
The Loft District will maintain a strong street frontage 
along Road  Four with minimum setbacks from the 
street.
Building	Use
Buildings in the Loft District will be primarily residential 
in use, but will provide the opportunity for live/work 
lifestyles.

Modulated Roof Forms and a more Industrial Character help to articulate the Loft District

The Loft District

Loft Character
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2.6

Building	Language	and	Massing	
In general, design each building to complement the 
architectural character of its immediate neighbors 
and to be sensitive to their material, color, and scale.  
The massing of the Loft district buildings will be 5 
floors.  Flat roofs and Roof decks are acceptable 
in the Loft District. Loft District buildings may have 
a more  warehouse or loft style appearance- with 
larger and more regular window treatments.
Building	Materials
High quality building materials that reflect a more 
industrial character will be used on Buildings in the 
Loft District. 
Parks	and	Plazas
The Loft District contains a shared Pocket Park and 
recreation area.
Civic/	Public	Buildings	
The Loft District can accommodate a Lighthouse 
Landing resident Clubhouse/ Fitness Center 
building.
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Hotel	Waterfront								2.7
Plaza		

Design Principles 

Located at the terminus of Beekman Place and on 
axis with the Lighthouse- the Hotel Waterfront Plaza 
provides a civic event space that is designed to be 
suitable for a variety both everyday activities and  
festival uses.

Design Elements

Streetscape
The Streetscape in the Hotel Waterfront Plaza is of 
a very high quality, denoting the Hotel Waterfront 
Plaza as a significant civic space. In addition to the 
entourage of street trees and high quality landscaping 
featured throughout Lighthouse Landings, the Hotel 
Waterfront Plaza will feature additional street furniture 
and be designed to accommodate special events.
Parking
On-Street parking is provided  on the streets adjacent 
to the Hotel Waterfront Plaza. 
Building	relationship	to	Street. 
Buildings fronting the Hotel Waterfront Plaza will 
be of high quality and use the plaza as a primary 
address.
Building	Use
Buildings surrounding the Hotel Waterfront Plaza will 
contain a variety of uses including:  hotel, retail, and 
residential.  

The Hotel Waterfront Plaza

The Hotel Waterfront Plaza can accommodate a variety of Special 
Activities 
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2.7

Building	Language	and	Massing	
In general, design each building to complement the 
architectural character of its immediate neighbors 
and to be sensitive to their material, color, and scale.  
The massing of buildings surrounding the Hotel 
Waterfront Plaza may range from 3 to 5 floors. 
Building	Materials
High quality building materials that reflect a more 
industrial character will be used on Buildings in the 
Hotel Waterfront Plaza District. Refer to Beekman 
Place Design Guidelines for detailed material palette 
guidelines 
Parks	and	Plazas
The Hotel Waterfront Plaza will be a mixture of hard 
and softscape; Landscaped areas will be used to 
counterbalance larger areas of hardscape that can 
accommodate special events.  A water feature may 
be deemed appropriate to be located within the 
urban plaza.
Civic/	Public	Buildings	
The Hotel Waterfront Plaza will be primarily a civic 
open space, without any major structures that would 
block the axial view of the lighthouse from Beekman 
Place.  The Hotel that frames one side of the Plaza 
would have an architectural character that is more 
civic and exuberant in character.The Plaza could incorporate special design elements at a variety of scales
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Design		Guidelines



Overview															3.1

Development Standards 
Lighthouse Landing has the opportunity to reinforce 
and refine the qualities for developing healthy 
communities for the Village of Sleepy Hollow. In 
order to achieve this positive sense of place, design 
standards will ensure that basic urban design 
principles are followed.

The guidelines begin with urban design standards 
which create an organized and unified community. 
The fundamental elements of the development 
regulated by these guidelines include Street	Design,	
Architectural	 Design	 and	 Open	 Space	 Design.` 
Historically, design guidelines have focused on 
cosmetic issues, such as landscape improvements 
and architectural treatments. These issues become 
more effective when implemented with the appropriate 
comprehensive urban design principles. The Design 
Standards will address a range of subjects from 
the macro issues of the village design to the micro 
concerns of architectural detailing, all being important 
contributing factors in creating cohesive, sustainable 
community development.
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3.1
Macro	Issues

Fundamental to the design principles governing the 
Master Plan of Lighthouse Landing is the placement 
and relationship of key project elements including 
buildings, parking and roadways. The organization of 
architecture, streets and parking facilities determines 
what will become open space and public realm. 
A sense of place is fostered not by the buildings 
themselves, but by their ability to define public 
spaces. Equally important is the scale of these 
elements, which relates to their ability to welcome 
and engage the pedestrian realm. The following 
principles address critical village design issues 
guiding the development of Lighthouse Landing.

Buildings located close to streets and roadways give 
definition to the street as a public realm, and create a 
comfortable sense of place for pedestrians. Building	
Heights	 and	 Massing shall vary yet respect the 
height and scale set by neighboring buildings. While 
emphasis should be made on the transparency of 
the street facade, consideration, where appropriate, 
should also be paid to any elevation visible from 
public areas and circulation routes. Buildings will 
be placed adjacent to roadways with minimal 
setbacks from the curb. The front	 elevations and 
building entrances will face major roads. Within the 
community, buildings should exhibit a commitment 
to quality design in their approach to color, materials 
and massing. Architectural inspiration should draw 
upon local and regional styles and offer a variety of 
typologies distributed throughout the development 
contributing to a sense of diversity.

Streets will link in an informal grid network and be 
part of and contribute to the pedestrian system of 
walkways and open space amenities.  Careful design 
treatment of streets and sidewalks is critical to 

creating the desired pedestrian friendly community.  
The streetscape	and	landscaping of public spaces 
will visually organize Lighthouse Landing, linking 
common areas and important architectural features.  
Landscaping the public realm is a unique site 
investment that improves with age and therefore 
becomes an important component in ensuring long 
term community success.

Lighthouse Landing will implement a street system 
designed to incorporate numerous traffic	 calming	
elements.   These traffic calming measures intend to 
slow traffic speed to a level compatible with bicycle 
and pedestrian traffic while maintaining safe, easy 
passage for emergency response vehicles. 

Mixed	 use development within land bays and, 
where appropriate within buildings, adds a sense 
of vitality and interest to the larger community.  The 
development provides an opportunity to mix uses 
both horizontally within the site and vertically within 
buildings.  Within the core the intent of mixing 
uses provides extended hours of activity, a sense 
of community,  and reduces dependency on the 
automobile.

Lot	sizes and geometry are designed to encourage 
an efficient use of land, define public greens and 
maintain a strong street edge. Building front, side 
and rear yard setback dimensions will be reduced 
from typical standards  to increase the sense of 
spatial definition and urban community.  Setback 
dimensions will provide adequate room for sidewalks, 
streetscape improvements and, where appropriate, 
private landscape improvements between building and 
sidewalk.  Minimal and varying setbacks contribute 
to the village character of the development.
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Street	Design																																										3.2

Design Intent

The design approach will shift the emphasis from  accommodating 
vehicular traffic to encouraging pedestrian movement. The 
automobile, with appropriate traffic calming initiatives (narrower 
streets, on-street parking, clearly defined sidewalks and special 
paving at critical locations), can be compatible with, and 
contribute to, a pedestrian friendly environment.  Streets will 
be interconnected to distribute traffic evenly throughout the 
community.  The street framework will support a wide range of 
land uses, and create a public infrastructure that encourages 
pedestrian activity, street life, and a sense of community and 
place.

Street Standards

Curb	Radii 
Intersection and entrance drive radii dimensions associated 
with the public and private streets will be kept to minimum sizes 
to reduce traffic speed and make pedestrian crossings less 
daunting. Typical Curb Radii shall be 5’-15’ to reduce pedestrian 
crossing distances and reduce car speed at intersections.  
Typical alley curb Radii shall be 5’. In limited instances larger 
curb radii may be used to accommodate loading, service, or 
over-sized vehicle requirements. 

Alleys	
 Will occur primarily within residential blocks providing alternatives 
to driveway interruptions and garage doors facing the street 
creating a suburban edge.  Alleys minimize the hazards of 
vehicles moving across sidewalks. 

Curb	Cuts	
Are the entrances and driveways that interrupt the street curb 
line. The Lighthouse Landing Master Plan minimizes curb cuts 
through the use of shared entrances and alleys that separate 
driveway traffic from street traffic.  Fewer curb cuts also improve 
traffic safety.  Numerous curb cuts on streets facing public 
spaces are discouraged.

On-Street	Parking	
Throughout the community, on-street parking will help reduce 
parking lot and garage sizes and have a calming effect on 
roadway traffic. On-street parking also enhances the sidewalk 
environment for pedestrians by providing a buffer between 
pedestrians and moving cars. 
Two-way	Traffic
 All streets will accommodate two-way traffic with the exception 
of the one-way split around the Village Green, the Plaza and 
train station drop off area.
Bicyclists 
In order to best accommodate both cyclists and pedestrians, the 
Master Plan for Lighthouse Landing emphasizes street design 
that alters its orientation from an auto-only to pedestrian friendly, 
multi-modal environment that stimulates community, personal 
interaction as well as safe travel. Successful neighborhood 
streets are those that encourage people to walk and ride 
bikes to access local destinations.  This will be accomplished 
in Lighthouse Landing through narrower roadways and travel 
lanes, shorter blocks, terminating vistas, a grid network of 
streets with multiple connections and ample streetscape 
amenities.  These design elements calm motorized traffic which 
is key to providing a safe environment for pedestrian oriented 
street activity including biking.  A bicycle network consisting of 
on-street and off-street paths should be provided.
Fire	Access
Building layouts should provide full emergency access to at 
least one long side of each structure.  Adjacent emergency 
lanes, which occur within the street system and parking lots,  
are within 20’ of the building. Hydrants have been located to 
provide for minimum hose runs to each building.
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3.2	

Primary	Street	Network	
Primary Network provides the main access into the site 
from the Southern end off Beekman Avenue forming a 
loop with Beekman place, Road One and Road Four. This 
road network connects various Urban Districts with each 
other and carries majority of the traffic flow.

Secondary	Street	Network
Secondary Network provides an alternate access into the 
site from River Road onto Road A. This network feeds 
into the Primary Street Network and gives access to the 
interiors of the various Urban Districts.

Service	Network
It consists of a network of alleyways that provide access 
to the parking, loading-unloading areas and in effect 
provides a rear end service to all the different uses. This 
takes a significant amount of load of the service vehicles 
away from the primary and secondary street network and 
helps in creating a friendly pedestrian atmosphere.

Pedestrian	Network
It consists of a series of interconnected trails, mews, 
plazas and pathways that provide efficient, integrated 
pedestrian environment to the community. Each block is 
wrapped by tree lined sidewalks with a minimum width 
of 5’. In addition to that all the residential blocks have 
a set of interconnected mews to facilitate pedestrian 
thoroughfare. The Central Park is flanked by mews that 
leads to the Waterfront trail network.

Street Typologies
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J

J

K

K

I

I

L

L The implementation of a continuous streetscape 
is vital to the visual organization and unification 
of Lighthouse Landing, linking public areas and 
architectural features.

The following streetscape sections and guidelines 
address improvements between the street and 
the right-of-way line including sidewalk treatment, 
landscaping, lighting, utilities, signs, and other 
design items.  Through simple improvements and 
organization, this relatively narrow area can improve 
the quality of the pedestrian experience and enliven 

3.2 



3.2 

Section A - A
Typical for Road Four

Section B - B
Beekman Place 

Section C - C
Typical for Road Two and Three with median
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3.2 

Section F - F
Typical Waterfront section for and Road A and Road One
(For Portion of Road One from Central Park to Road D)

Section E - E
Typical section through alleys

Section D - D
Typical section for Road Two, Three and Four
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Section H - H
Section through Beekman Place Plaza

Section G - G
Typical section through the Central Park, mews and Road C

3.2
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Section I-I
Typical Section through Roads Two and Three

(Between Road C and Beekman Place)

3.2.

Section J-J
Section through Road One

(Between Central Park and Beekman Place)

Section K-K
Section through Road One

(Between Road Four and Road D)
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3.2

Section L-L
Section through Road Four 

(On upper portion of Road Four from Beekman Place to Block A)



Lane	Width	and	Curb	Radii

The width of  travel lanes for typical streets shall 
be    10’-12’

Typical Curb Radii shall be 5’-15’ to reduce 
pedestrian crossing distances and reduce car 
speed at intersections.  Typical alley curb Radii 
shall be 5’. In limited instances larger curb radii 
may be used to accommodate loading, service, 
or over-sized vehicle requirements.

•

•
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Intersections should be at right angles whenever 
practical, and are discouraged from being less 
than 75 degrees.

Sidewalks and Walkways
Sidewalks should be provided along all sides of 
the lot that abuts a public street.

Continuous internal pedestrian walkways, no 
less than 4 feet in width, should be provided from 
off-street parking areas to the principle customer 
entrance of all building on the site.

•

•

•

At a minimum, walkways should connect focal 
points of pedestrian activity such as transit stops, 
street crossings, building, store entry points, etc. 

Sidewalks should feature adjoining landscaped 
areas that include trees, shrubs, benches, and 
flower beds. Special paving treatments shall 
be provided for sidewalks and crosswalks in 
Beekman Place, Waterfront District, Central 
Park District and Hotel Waterfront Plaza.  Curb 
extensions (bulb-outs) are encouraged throughout 
Lighthouse Landing community, but  mandatory 
at Beekman Place and Hotel Waterfront Plaza. 

Internal pedestrian walkways should be 
distinguished from driving surfaces through 
the use of durable, low maintenance surface 
materials such as concrete pavers, bricks, or 
scored concrete to enhance pedestrian safety 
and comfort, as well as the attractiveness of the 
walkways. 

Continues paved sidewalks along both sides of the 
street shall be separated from the vehicular lanes 
by street trees and parking lanes. Pedestrian 
facilities shall be maintained year round.  

 
The width of the street sidewalk/ planting areas  
shall be 8’- 15’ (See Chart 2 below and street 
sections)

Chart 2
District Sidewalk/ Planting Area Width
Beekman Place  17’
Hotel Waterfront Plaza 17’
Central Park District  15’-16’
Waterfront District  8’-17’
Town home District  8’-17’
Loft District   15’-16’

•

•

•

•

•

Special paving treatments shall be provided for 
sidewalks and crosswalks in Beekman Place, 
Waterfront District, Central Park District and Hotel 
Waterfront Plaza. 

Numerous curb cuts on streets facing public 
spaces are discouraged

Alleys Will occur primarily within residential blocks 
providing alternatives to driveway interruptions 
and garage doors facing the street creating a 
suburban edge.  Alleys minimize the hazards of 
vehicles moving across sidewalks.

Alleys are encouraged be masked from the road 
adjacent to the Hudson River waterfront, central 
park, the Hotel Waterfront Plaza and other primary 
streets by a liner building or street screen.

The maximum typical alley width shall be 24’. 
(See diagram for town home setback in Chapter 
3.1)

•

•

•

•

•

Street	Design												3.2



Parking		Design							3.2	

Design Intent

Lighthouse Landing will provide adequate parking 
without sacrificing the ambiance of the public realm 
and pedestrian scale setting. The location of parking 
and its design treatment are planned to reduce the 
visual impact of parking in the public realm.

The intent of the following guidelines is to minimize 
the impact of parking on the pedestrian realm.

1. Surface Parking Lots have been screened off from 
public realm by buildings and landscape.

2. A significant amount of the parking is located 
below the street grade and within townhome garages 
to screen from view.

3. Above grade parking structures have been 
screened off from the public realm by single loaded 
use wherever possible.

4. A network of alleys has been created to serve the 
parking structures from rear.
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Strategy A

Strategy B

Strategy C

Parking Strategy
Accompanying diagrams show 3 specific Parking 
Strategies used in Lighthouse Landing in addition to 
Underground Parking to comply with the guidelines.
Different parking strategies shall be designed for 
different building typologies. 

A.		Podium	Parking
This involves above grade parking structure screened 
off on all sides from the street. In the case of this 
diagram,  the parking is screened by single loaded 
residential use.The roof of this structure can be then 
used as a roof terrace providing amenity space for 
the residential use.

B.		Donut	Parking
In this case the roof of the underground parking deck 
is used as an interior surface parking lot screened 
off on all sides by enveloped retail and residential 
buildings. The lot is serviced by an internal set of 
alleyways.
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C.  Rear Loaded Townhouses
All the townhouses in the development are rear 
loaded with parking garage and driveway at the rear 
of the building accessed by a network of alleyways. 
This gives an uninterrupted street facade to the 
community. A variety of parking strategies for town 
homes  may be considered to achieve a variety of 
building heights.

D.  General Parking Design
Parking lots should be generously landscaped with 
shade trees. In the interiorof lots, parking aisles 
should be divided with planting strips and tree 
islands,averaging a tree every 4 to 10 spaces. 
Brick, pavers or textured surfaces should be used 
to break up the monotonous effect of the blacktop 
and emphasize walkways for pedestrians.

Sunken parking levels should not be exposed 
more than 5’ above grade. 
Shared parking between nearby uses are 
encouraged to reduce parking requirements, 
particularly, in cases where adjacent uses 
have different hours of operations (such as a 
residential building and an office building).  

•

•

Parking		Design								3.2

D.  General Parking Design (continued)
In general, on-street parallel parking shall be 
provided on at least one side of the street. 
Parking lanes shall be 7’-8’.  (See street 
sections)
Surface parking lots are encouraged to be masked 
from the main street frontage by a liner building or 
street screen.  
Tandem parking shall be allowed within the 
alleys.  
Parking lots and garages are encouraged to be 
accessed by alleys wherever possible.
Parking structures are encouraged to be wrapped 
with active uses on the ground/street level 

•

•

•

•

•

•



Streetscape	Design	3.2	
Street	Trees 
Both sides of a street should contain street trees occurring in a 
continuous and regimented fashion (placed 35’ to 50’ on center).  
Canopy trees should be placed between the sidewalk and curb 
in a min. 4' wide planting zone. Only high canopy trees should 
be used to improve visibility, security and ease of maintenance. 
Once established, trees should be limbed to about 12-15' 
above grade. Street plantings shall strive for consistency and 
compatibility in the planting palette used on each block leg. 
Street trees  should be aligned  with regular spacing where 
possible with clearance provided for building entrances.  Street 
tree planting trips shall be min. 4’ wide.  Street tree wells and 
grates shall be used for public sidewalks wherever there is no 
planting strip. 

Streetscape	Furniture 
The whole of Lighthouse Landing development would have 
consistent streetscape furniture, including, benches, trash 
baskets, newspaper dispensers, kiosks, telephones, etc. 
Elements should be strong and durable, as quality will provide 
savings over the life expectancy of cheaper fixtures.   A single 
color theme and type will be adopted for all streetscape 
fixtures and furniture.   A minimum of one bicycle rack place 
shall be provided within the public or private frontage for every 
ten vehicular parking spaces at the Central Park, the Hotel 
Waterfront Plaza and the Waterfront District.  Seating Furniture 
shall be provided along the sidewalk within the Waterfront District, 
Central Park District, Hotel Waterfront Plaza, the pocket parks, 
neighborhood parks and recreation areas.  Benches, when 
provided, should be placed to face sidewalk or other pedestrian 
ways.  A playground shall be provided in the residential area.

Special	Amenities 
Special paving materials, sculptures, water features, banners 
and flags can be used for visual interest and to create 
memorable images.  A significant water feature should be 
provided in Central Park.  (With potential for winter use). A 
playground should be provided in the residential area.

Walls,	Fencing	and	Screening 
Where parking and rear yards occur along the parkways, 
walls, fencing and screening shall be encouraged.  Fencing 
of wood, forged iron, steel or aluminum (painted black) shall 
be consistent in design and materials, as a unifying element 
throughout the area.   Street screens* should be between 3.5 
and 8 feet in height and constructed of material matching the 
adjacent building facade.  Street screens shall have openings 
no larger than necessary to allow automobile and pedestrian 
access.

*Street screen material shall be painted wood, berms, stones 
masonry, hedges, brick, or other durable material (e.g. fiber 
cement panels) which matches principle buildings, vegetation 
or combination of them.

Street screens should be located coplanar with the building 
facade line wherever possible. 

Loading	and	Service	areas
Loading, service areas and storage areas should be located 
appropriately to minimize view from adjacent roadways, 
sidewalks, open space.  Street Screen may be used.

41~THE VILLAGE OF SLEEPY HOLLOWLIGHTHOUSE LANDING AT SLEEPY HOLLOW



42~THE VILLAGE OF SLEEPY HOLLOWLIGHTHOUSE LANDING AT SLEEPY HOLLOW

Lighting

A single family of lighting fixture and pole design will 
be utilized throughout Lighthouse Landing.  Uniformity 
of fixture and pole design, color and compatibility with 
other site furniture elements will help organize the 
landscape setting.  This contributes to the sense of a 
quality environment in addition to providing a sense 
of security.  Lighting should be located between the 
street curb and the sidewalk.

Street	Lights	
Refers to light fixtures located along typical roadways, 
at intersections and within parking lots.  Street lighting 
shall be provided on poles with a mounting height not 
greater than 20’ and a 1:3 light ratio in parking areas 
and alleyways.

Pedestrian	Lights
Pedestrian lighting refers to light fixtures located 
along sidewalks, pedestrian areas, plazas and open 
spaces. Pole mounted fixtures shall be not greater 
than 16’ high and stationed at intervals of 30’ to 50’.  
Fixtures shall be less than 4 footcandles with a light 
ratio not to exceed 1:3.

Ambient	Lighting	
Additional night-time interest and illumination shall 
be provided by ambient lighting. However, uplighting 
shall be kept to a minimum to reduce effects of light 
pollution.

Lighting should be located between the street 
curb and sidewalk

A Lighting and Signage Plan should be developed 
for Beekman Place and the other Lighthouse 
Landing Districts.

•

•

Lighting		Design							3.2



Architectural	Design																														3.3
Design Intent

The design intent of the following guidelines is to ensure that 
buildings exhibit a commitment to quality of design, materials and 
color, respect the regional character and natural environment. 
The purpose is to develop standards which recognize the 
importance of a collective impression that will be the distinctive 
image of Lighthouse Landing.

Design  
The natural setting and heritage of the region should be looked 
upon as points of departure for design development.  Diversity 
is an inevitable result of time and fashion and should be seen as 
an important hallmark of a successful mixed-use community.  

The issue is to select architectural design that has the integrity 
and resolution to be compatible with surrounding buildings and 
achieve an appearance that will extend beyond fashion and 
contribute to the village setting and sense of timelessness and 
sustainability.  

Buildings shall be either traditional in their architectural character 
contemporary expression of traditional styles and forms 
respecting the scale, proportion, character and locale materials; 
or contemporary innovative architecture representative of 
current architectural thinking, but respectful of scale, proportion 
and character of surrounding/adjacent buildings. Imitations of 
the look of the traditional buildings are discouraged; Avoid “fake” 
historic architecture.  

Faux treatments, “Blind” window openings are 
discouraged to avoid Disney-like representations of 
historic architecture.  Architectural elements shall not 
be distorted and misused to camouflage incompatible 
building types, such as, colonnades used to “activate” 
street placed in front of inactive blank walls, arches 
that are “flattened” in proportion because of low floor-
to-floor heights, classical columns that are too “fat”, 
and horizontally proportioned windows on buildings 
meant to be based on 19th C. New England, etc..
A variety of architectural features and building 
materials are encouraged to give each building 
or group of buildings a distinct character.  One or 
more buildings of contemporary expressions are 
encouraged throughout Lighthouse Landing to create 
a feeling of “planned eclecticism”.  Prevailing facade 
lines shall be maintained within the same block, even 
when distinct architectural styles are employed.
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Materials 
Local character should be looked upon for material 
references. The use of architectural materials should 
be limited to one or two elements for the major 
portion of the building. Brick, glass,stone, pre-cast, 
fiber-cement panels, and wood are all appropriate, 
contextual materials.   Less durable materials such 
as vinyl, aluminum siding, and plastic or fiberglass 
details or molding should be avoided on the lower 
levels of buildings. No buildings shall be sided with 
sheet aluminum, asbestos, corrugated metal, plastic 
or fiberglass siding. Windows and doors should be 
of quality construction and strong thermal and noise 
performance.
Windows and doors shall be made of aluminum, 
wood or vinyl-clad wood. Windows and doors shall 
be glazed in clear glass with no more than a 10% 
daylight reduction. Balconies, galleries and arcades 
shall be made of concrete, painted wood or metal.
Materials and color palette that is related to local 
traditions shall be used, but avoid historical mimicry 
that creates and inauthentic appearance.Durable 
material shall be encouraged everywhere, but 
mandatory at the ground floor. Desired exposed roof 
materials include slate, shingle and metal formed to 
resemble “standing seams”. Gutters shall be made 
of galvanized steel, copper, or painted aluminum.  
Stoops may be made of brick, cast concrete, 
masonry or metal. Street screen material shall be 
painted wood, berms, stones, masonry, hedges, 
brick, or other durable material which matches 
principle buildings, vegetation or combination of 
them.

Color 
The primary building colors utilized should be earth 
tones and colors found in the local landscape.  
Accent colors (brighter hues and values) may be 
used to complement the building color(s) and may 
be applied to window mullions, cornices and other 
architectural elements.

Elevations 
All elevations will have the same design elements and 
materials as the street facade.  However, the primary 
street facade will maintain a hierarchy and contain 
the main building entrance.  Buildings that face more 
than one street will maintain the same architectural 
treatment, design, materials, and colors compatible 
to the front facade.  Balconies, front porches, bay 
windows and stoops are encouraged. The undercroft 
of decks and porches less than 5’ above grade shall 
be enclosed by wood lattice or louvers.

Building Orientation 
Buildings should be oriented with the main building 
entrance on to the primary street. Corner lot buildings 
should choose to orient towards one street, but 
may shift in their location and angle to give a more 
irregular sense of place reminiscent of the village 
character. Secondary entrances should serve the 
side and rear elevations, parking and rear yards.

Window Openings 
Window openings help to create a friendly environment 
and are critical in establishing a building's architectural 
character and proportions. Windows should be 
encouraged on all elevations, including those facing 
parking and service areas, when feasible.  All street 
level exterior windows will use clear glass.  Highly 
reflective glass will be discouraged.  Shutters shall 
be operable and sized to windows.  Doors and 
windows that operate as sliders are prohibited along 
frontages

Architectural	Design																														3.3

Encouraged
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Retail Frontage
Retail frontage shall provide as continuous  shop front 
as possible at sidewalk level along the entire length 
of the retail frontage. The shop front shall be no less 
than 70% glazed in clear glass and may provide an 
awning or signage overlapping the sidewalk.  Doors 
and windows that operate as sliders are prohibited 
along frontages.

Service Areas 
Dumpsters and service areas should be located 
appropriately and screened from view from adjacent 
roadways, sidewalks and trails using either dense 
evergreen landscape materials or masonry and 
wood frame walls, 6' to 8'  high, matching the 
adjacent architecture.

Setbacks
Building setbacks are minimized at most of the places 
to maintain the Street wall. The front yard in case 
of townhomes are also minimized and have been 
detailed out in Chapter illustrating Street Sections. 
Buffer space closer to the rail line is provided by 
landscape design and introduction of alleys.

Discouraged

Encouraged

Roofs
Buildings may have flat roofs enclosed by parapets 
or sloped roofs. Pitched roofs shall be sloped no 
less that 5:12, except that porches and attached 
sheds may be no less than 2:12.  Dormers may take 
gable, hip or shed form, and should cumulatively 
not exceed 1:2 of the overall roof length.  Dormers 
shall be placed a min. of 36” from side building walls.
Dormers shall be roofed with a symmetrical gable or 
hip.  Flat roofs are encouraged to be enclosed by 
parapets a minimum of 6 inches height.  All gables 
should be functional.  Roof terraces are encouraged 
to create a more varied roofscape/skyline.

Mechanical Equipment
Mechanical equipment should be concealed from 
public view as much as possible. Utility boxes should 
be screened using fencing, walls, or vegetation, 
by locating them in the rear of a building lot, or by 
housing them in structures resembling outbuildings. 
Heating, ventilation, and air conditioning equipment 
typically mounted on the roof should be situated 
beyond sight lines as viewed from the ground and 
adequately screened from public spaces as much as 
possible. 

Roof Terrace Forms

Encouraged
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Town home front setback shall be minimum 4’  
and maximum of 15’ to ROW on typical streets.  
Town home side setback on end units shall be 
minimum 4’ maximum of 15’ to ROW on typical 
streets.
Town home rear setback shall be minimum 15’ 
from the center line of the alley.  (Face of project-
ing rear decks may be a minimum of 10’ from the 
center line of alley.)
Facing town home frontages should be minimum 
40 feet, except in some cases, where town home 
front faces side of another unit, where 30’ mini-
mum is allowed. 

•

•

•

•

Apartment building setback shall be minimum 4’ 
and maximum of 15’ to ROW on typical streets.
Typical hotel setback shall be min. 4’ and maxi-
mum of 15’ to ROW.  Facades facing Beekman 
Place may have zero setback to ROW. 
Typical retail setback shall be min. 4’ to ROW.
Facades facing Beekman Place may have zero 
to 5’ setback to ROW. 

Consistent setbacks from the streets are encour-
aged.  New buildings on a street should conform to 
the dominant setback of buildings built in previous 
phases.  

Awnings may encroach the public sidewalk without 
limit, stoops may encroach 100% of the depth of the 
setback.  Open porches and awnings may encroach 
up to 50% of the depth of the setback.  Balconies 
and bay windows may encroach up to 25% of the 
depth of the setback.

•

•

•

The front facade of the principle building on any 
lot should have their principle pedestrian en-
trances on a frontage line facing onto a public 
street or open space.  The front facade should 
not be oriented to face directly toward a parking 
lot and alleys.  
Building facades are encouraged to be built par-
allel to primary streets along a minimum of 65% 
of its length wherever praticeable.
 Solid masonry Frontage masonry walls * shall 
not exceed 1st floor finish floor height.  Fences 
along public right-of-way shall be no higher than 
42 inches.
*Solid masonry frontage walls shall be painted 
fence, walls of stones, hedges, brick, or other 
durable material which matches principle build-
ings, vegetation or combination of them.
Where possible, first level residential floors are 
encouraged to be raised 2’ to maximum 5’ from 
average side grade

•

•

•

•

•

DiscouragedEncouraged

Encouraged

Encouraged

Building	Setbacks			3.3	
Building Relationship to Street

Lot size and geometry are designed to encourage 
an efficient use of land, define public greens and 
maintain a strong street edge. Building front, side 
and rear yard setback dimensions will be reduced 
from typical standards to increase the sense of 
spatial definition and urban community. Setback 
dimensions will provide adequate room for sidewalks, 
streetscape improvements and, where appropriate, 
private landscape improvements between building 
and sidewalk. Minimal and varying setbacks contribute 
to the village character of the development.

Discouraged



Building	Massing					3.3
Building	Massing 
Buildings will exhibit variety in their massing, 
projections and recesses while maintaining a human 
scale which is comfortable for the pedestrian.  Where 
appropriate, asymmetry in design is encouraged to 
provide visual interest.  Visual vitality and architectural 
diversity will further be achieved through the use 
of elements such as balconies, porches, turrets, 
dormers, bays and areaways.  At the same time, 
shared common elements will be utilized to unify the 
overall design. 
Key	Corners	and	Gateways
Building massing is creatively varied specially at 
the Strategic locations shown in the accompanying 
diagram. Local anchors are developed at these key 
corners like at the tip of Beekman Place or at the end 
of Central Park by framing the space with accentuated 
building mass. Several Gateway opportunities are 
recognised at key entrances into the community like 
at the Transit Plaza or at the Village Green.
Building	Heights 
Proposed structures will be respectful of adjacent 
structures while allowing variety and interruptions in 
roof forms and skyline treatment that will enhance 
the sense of pedestrian scale and visual interests 
while screening mechanical equipment.  
Civic	Structures
Various public buildings with civic uses are introduced 
throughout the community which can act as local 
landmarks and anchor the public realm in the different 
districts with their unique architectural typologies. 
They are designed to provide interesting pauses 
in the integrated pedestrian network. Therefore, 
Building Design Guidelines do not apply to civic and 
public buildings, or special use buildings. (Including 
hotel).

Strategic focal points and landmarks can be defined by 
altering the building massing at these Key Corners. Special 
building corners and various architectural elements can 
be used to create a sense of place. 

Building mass can be altered creatively at strategic points 
of entry to establish a sense of Gateway and providing an 
identity to the community.

The Civic structures with a distinguished building design 
and unique massing can be used to anchor the various 
districts and in turn can act as landmarks.     
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Building	Massing					3.3

Architectural	Massing
Where possible, buildings are encouraged 
to have   street wall lengths less than 180’. 
Long uninterrupted walls are monotonous 
and should be modulated or broken up with 
architectural features. The use of multiple 
architects or designers is encouraged to 
provide additional variation and diversity in 
the physical design of the street. The building 
massing of a street wall longer than 120’ 
should be de-emphasized in a variety of ways: 
dividing the building into multiple massings, 
architectural details such as division or breaks 
in materials, window bays, separate entrances 
and entry treatments, variation in roof lines, 
awnings.  
Multiple ground floor entries are encouraged 
for residential buildings.  Different building 
typologies may be combined to provide 
architectural varieties, such as embedded 
town home/ duplex units on base of apartment 
buildings. 



Open	Space	Design								3.4

Design Intent

Quality landscape architecture is critical to the image 
of Lighthouse Landings at Sleepy Hollow. 

• Appropriate landscape will unify elements of the 
development, enhance the pedestrian environment, 
frame and focus views, and provide screening for 
roadways, parking and service areas.

• Landscape design interest should be created 
through the use of plant material, site and retaining 
walls, higher quality paving materials, and publicly 
accessible accent features, such as sculptures and 
fountain. 

• The design of the landscape should emphasize 
such elements as form, texture, and rhythm, as well 
as celebrate the seasonal nature of environmental 
change. 

• Building entry points, plazas and other special 
public spaces demand a higher level of design detail. 
This may be achieved through the use of a richer 
palette of plant materials, more complex paving 
patterns, etc.
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Open Space Typologies

Lighthouse Landing will include a green infrastructure of managed 
and natural areas, and provide an appropriate and continuous 
landscape setting accessible to the whole community. The 
public space becomes an overarching organizational element 
for the community.  A goal of the development is to provide 
green spaces and recreational amenities in a broad range 
of landscape settings, such as retail streets with landscaped 
sidewalks, a village green with pedestrian amenities, pocket 
parks, plazas, patios, and natural areas with walking trails.  
Where appropriate, portions of existing vegetation will be 
preserved and incorporated into the development. 

The plan includes the following components:

Pocket	Parks	and	Urban	Plazas	
The Hotel Waterfront Plaza at the terminus of Beekman Place 
anchors this mixed use district and provides a platform for 
variety of activities that enhance the sense of community. 
Various green spaces throughout the community play a role 
in enhancing neighborhood interaction by providing exterior 
gathering spaces for chance and informal social interaction.

Village	Green	
Village Green forms an integral part of the Pocket Park structure 
and provides a Gateway into Lighthouse Landing. It forms an 
important civic arrival point to the community. Central to the 
village, the green will accommodate informal recreation activities 
that utilize the sloping topography of the site and open view of 
the Hudson river along Beekman Avenue Axis.

Landscaped	Streets,	Sidewalks	and	Trails 
Various informal parks and open spaces will be linked within 
the community through landscaped streets, sidewalks and trails 
encouraging pedestrian activity.  Streetscapes are envisioned 
as a critical part of the community’s open space contributing to 
the public realm and the overall sense of place.

Central	Park
The Central Park is the center piece of the Open Space 
Strategy for the community. It is a great wedge shaped park 
which runs for 3 blocks between Road Four and Road One. 
Mainly edged by Residential buildings it provides a community 
space not only for the community of Lighthouse Landing but to 
the larger Village of Sleepy Hollow community. It opens out the 
Southern end of the community to the Waterfront. It is more 
formal in nature than the other pocket parks and provides a 
passive recreational space to the community.

Neighborhood	Parks
The Townhome District includes a series of intimate landscaped 
spaces within the blocks to provide a variety of community space 
which is more private in nature. These spaces provide the open 
space infrastructure to the immediate surrounding residents 
and help in inducing a sense of distinct neighborhoods within 
the larger community. The Loft District in turn includes an active 
recreational neighborhood park with tennis courts. These 
neighborhood spaces also include a community building or club 
house to support the activities.

Waterfront
The Hudson River Waterfront and Kingsland Point Park are 
critical elements to the Open Space Strategy of Lighthouse 
Landing. High quality Landscaping and comprehensive open 
space design will make this area a great natural asset and 
amenity to both the residents of Lighthouse Landing and of 
the larger Village of Sleepy Hollow community. The Waterfront 
is designed to include hike and bike trails, pedestrian trail 
connecting into the larger pedestrian network and a variety of 
community buildings providing active recreational opportunities. 
Several civic structures like the interpretive center, the 
Lighthouse, Hotel, etc. would give a distinct identity and sense 
of place to the Waterfront.
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3.4
Landscape Design

Landscaping is one of the rare site investments that improves 
with age and is therefore an important component in ensuring 
the long-term viability of Lighthouse Landing as a community.  
Landscaping should be utilized extensively in the open spaces 
to add softness, texture and color to the hard surfaced public 
areas.  Dominant plant materials should be used throughout the 
areas as a unifying element of the overall plan.   

Three basic rules apply to all landscaping:
Keep	 the	 design	 simple — Landscaping should emphasize 
simplicity of design.  Quality and durability are much easier to 
achieve with simple, straightforward designs.
Use	quality	materials — Quality materials age well, stand up to 
abuse and have a comparatively long life expectancy.
Provide	easily	maintained	 installations — The best design, 
implemented with quality materials, is ineffective if it is not 
maintained.

The following items should be considered in the landscape 
design of Lighthouse Landing:

Color	and	Specimen	Material
To be efficient, color and specimen material must be used 
generously in a few key locations.  Selecting a few highly visible 
locations is more effective than sprinkling color in small patches 
over the total site.

Massing	and	Grouping	of	Plant	Material	
Large groupings of a single species is preferred to planting a 
large area with numerous species.  Trees and shrubbery should 
be respectful of the surrounding scale of both street and building 
dimensions.

Maintenance	Edges	
Maintenance edges provide an important sense of orderliness. 
Lawn areas should be separated from landscaped beds with 
edging such as concrete walks, steel edging or curbing.

Security	and	Surveillance 
Plant material should be confined to 36" and lower, and tree 
canopy (tree limbs and leaves) should begin at 12' and above 
to allow for visual surveillance and a sense of security.

Landscape Materials

Deciduous	 Shrubs - Should be used as accents to create 
seasonal color interest.   

Edging	Material -  Plant bed edging, mowing strips or other 
edging materials are encouraged. 

Evergreen	Shrubs - Shall be selected from varieties of winter-
hardy shrubs commonly found in the mid-Atlantic region.  They 
may be used where a low-level screen or hedge is desired. 

Evergreen	 Trees - Shall be used in strategic locations, and 
designed into group plantings to enhance "winter" seasonal 
interest, screen objectionable views of service areas and 
parking, and act as a backdrop for ornamental (flowering) 
trees.  

Ornamental	 Trees - Normally 12' to 25' tall at maturity, 
ornamental trees should be planted for accents and visual 
emphasis.  

Streetscape	 &	 Canopy	 Trees - Used between the building 
zone and the street edge, streetscape and canopy trees should 
be major deciduous trees.  They may be located either within 
sidewalk planters or in planting zones between the sidewalk 
and curb. The minimum preferred size is 3"-3 1/2 caliper.  

Turf	-	Lawns and other turf zones within the street ROW and 
other development areas should be used.
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3.4

Open	Space	Design	Guidelines
The landscape and paving design in the public and 
private frontage shall coordinate with the public 
streetscape.

Special landscape treatments shall be applied to 
the roof of the podium parking structures, especially 
when rooftop parking is exposed to public right-of 
–way. 

The playgrounds shall be fenced and may include an 
open shelter. 

Playgrounds shall be interspersed within residential 
areas and may be placed within a block. Playgrounds 
may be included within parks and greens.

Innovative storm water management solutions may 
combine bio-filtration techniques into aesthetic water 
features.

The setbacks between sidewalk and buildings shall 
be landscaped.

Discouraged

Encouraged
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Appendix
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0.0

Waterfront-related	Use
The Waterfront Park shall include an integrated and 
comprehensive network of public, water-related uses 
in and around the redevelopment of the Village of 
Sleepy Hollow.

The Waterfront Park shall be consistent with the 
State and County’s master plan for continuous and 
accessible open spaces along the Hudson River, 
activated with public amenities and water-related 
uses.

Highlights along the waterfront include the existing 
lighthouse, a new interpretive center, several public 
boat tie-up docks, a public pier, a mooring field, the 
potential redevelopment of the old Kingsland Park 
Bath House, a public plaza adjacent to the hotel. 

The waterfront shall include hike and bike trails, 
pedestrian trail connecting into the larger pedestrian 
network, and public amenities.

The pedestrian bridge shall be relocated/rebuilt to 
connect to Houseman’s trial.

Public accessed restrooms shall be provided at the 
hotel and bathhouse.  

For specific waterfront-related elements and 
locations, refer to Village of Sleep Hollow Waterfront 
Use Master Plan Illustration. 

Waterfront														4.1



Precedent	Analysis	4.2

As part of the collaborative development of these 

guidelines, the Village of Sleepy Hollow’s design 

consultant, Beyer Blinder Belle assembled an 

extensive precedent analyses of various building 

types relevant to Lighthouse Landing. Refer to FEIS 

Appendix 2 for full body of this analysis.

55~THE VILLAGE OF SLEEPY HOLLOWLIGHTHOUSE LANDING AT SLEEPY HOLLOW



East	Parcel														4.3

EAST PARCEL

The Department of Public Works building planned for 

the East Parcel is envisioned to be a quality building 

that meets the needs of the Department. 
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DPW Building Image



Design	Principles			4.4
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Streetworks Design Principles
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Streetworks Design Principles
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Streetworks Design Principles

 




