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A Note from Bill
Right Size Your Home: Design to the Human Scale

     “Define Your Own Sense of Home” 
has been our design mantra through 
the years but I’ve discovered that 
people, if not properly guided in the 
design process, aren’t always happy 
when they do. In particular, prospective 
clients might start off with such a large 

“dream home” that by the time they get to plumbing fixtures, 
lighting, even landscaping, they’ve blown their budget on a 
too-big house and now can’t afford the finishes and selections 
that would make it special. The space may not even be 
designed to a human scale that makes it comfortable on a day-
to-day basis, but there are other options.
     Now, I’m not saying that a lot of space is necessarily the 
wrong move. What I am saying is it’s better to ask, “What 
are the top few things we want this house to do for us?” Then 
think long term and prioritize the answers. It could be that a 
chef’s kitchen is important to you, but a seldom used living 
room in is not. Think about how you will live in the house 
at least as much as the perceived resale value or the “should 
haves.”
    In her book, “The Not So Big House,” Sarah Susanka talks 
about developing “a blueprint for the way we really live.” 
Don’t build unused space, she says. Instead, right-size the 
home and still have a budget left for the details. 
I see a lot of homes that are mundane; they’re big, with high 
square footage, but not a lot of character. I also see more 
people coming around to this idea – to get the higher quality, 
reduce the size. 

    For a couple building their dream home after having raised 
a family, this means talking about whether 7,000 square feet is 
truly what they want. I’ve seen it happen that, after the glow, 
the initial excitement of moving in, they find it’s too big, too 
cumbersome. Living there on a daily basis might mean too 
much upkeep or more maintenance than they ever imagined. 
     We look to what is important to you and then design, even 
build, that into the house. If the kitchen is important, then 
let’s make it really special. Fine details in the living space can 
give the “awe” value that a cavernous room with windows 
punched in a drywall surface can’t. 
     The details of a home are key.  A wall of windows might 
create glare, heat and lighting control a problem, while a nice 
window grouping can provide so much more interest. Even 
ceilings, typically ignored, can create visual interest, in the 
form of a 9 or 10-foot coffered ceiling, as one option. The 
right lighting can totally transform artwork and a modest-
sized house will allow for the purchase of finer details like 
2-inch LED adjustable recessed lights, for example, which are 
typically more expensive than 5-inch recessed lighting cans.
     Taking a page from Susanka’s playbook, we’ve even 
coined our own phrase, “design to the human scale.” We 
want to provide spaces that both look good and function well 
because they are thoughtfully developed – and to the right 
scale.

BILL STYCZYNSKI
PRESIDENT



5th  Anual
Gingerbread House Building Event
By Bill Styczynski

Sylvia displays her latest gingerbread creation along 
with ones from the previous 4 years(left).  It had 
become a family tradition to display them every holiday 
season.
Everyone having a good time building their own 
gingerbread house(above and below).



Thank You

     Studio 21 Architects held their 5th annual 
Gingerbread House Building Event on 
December 9th with the biggest turn out yet.   
A total of 82 children built their gingerbread 
dream homes by the time the day was over.   
     Each child was given a cardboard base, 
several rectangular-shaped foam blocks, a 
selection of additional geometric-shaped foam 
blocks and proceeded to create their unique 
Gingerbread House design.   As can be seen 
on our Studio21 Architects Facebook page, no 
two are alike.  Once the design was complete, 
they were then covered in graham crackers 
and decorated with frosting and candy.  
     Our event was again a big success because 
of the efforts of our hardworking staff and 
numerous volunteers.  We prepared in advance 
by cutting foam and cardboard, others greeted 
guests and gave them guidance, while others 
mixed frosting and kept the candy dishes 
full.  In the end, the sticky floors and general 
disarray in the office was all worth the effort!  
     Although the event was free to attend, 
we did ask for either toy donations to Toys 
for Tots or a monetary donation to Ronald 

McDonald House Charities.  The generosity 
was tremendous as we were able to fill three 
large boxes of toys, and our donation to 
Ronald McDonald House totaled $500.00.  
     What surprised me more than the creativity 
and fun that occurred at our office was the 
pure emotional joy that overwhelmed me 
when I saw photos of some of the kids at 
the Ronald McDonald’s House in Winfield.  
Along with the monetary donation, we 
provided them with supplies to build their 
own Gingerbread Houses.  These are kids 
facing huge challenges in their lives and I 
am happy we provided a little bit of joy and 
diversion to their day.  
     I love this event!  It’s my official beginning 
of the holiday season, watching the kids of 
various ages put together their masterpiece 
creations.  It was inspiring to see many 
families return for multiple years, as this has 
become part of their tradition.  I somehow 
believe one of these wonderful children will 
become an aspiring architect and come back 
as an intern at our office to kick start their 
career.  Who knows?

Braiden build his gingerbread house 
from his bed at Central Dupage 
hospital(right).

Bill Styczynski present Donation  
totaling $500.00 to Katie 
Allabough(middle right).  The house 
director at the Ronald McDonald 
house in Winfield across the Central 
Dupage Hospital. 

Toys for Tots donation(bottom).  
Thank you to all the families that 
donated to Toys for Tots.
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How VR leads to better design
by: Manho Lam

Virtual Reality

     The environment we 
live in is three dimensional, 
and in recent years more 
and more design software 
and tools are available for 
architects to design in three 
dimensions.  Yet, the first 
time an architect steps into 
the space they designed, the 

final result still does not quite feel the same as what 
they had envisioned.  Traditionally we can output 
renderings, animations, and scale models from the 3D 
model we create in our programs, but it is still difficult 
to translate the design in terms of the sense of scale.  
That is something you just need to be able to walk into 
the space to get the feel for it.  Enter Virtual Reality.
     Virtual Reality(VR) such as the Oculus Rift, the 
HTC Vive and/or Augmented Reality(AR) such as the 
Microsoft Halo glasses are tools that are better links 
between the 3D model and the architect.  A complete 
VR setup encompasses a head-mounted display, 
sensors that track the movement of the head-mounted 
display, and controllers to navigate and interact with 
objects within the virtual world.  The experience of 
VR with a head mounted display can give the user 
a better feel of space and with the controller you are 
able to interact with objects inside the space.  The 
experience can be quite realistic.  I once saw a demo 
at a convention where the user was having a difficult 
time leaping off a ledge in the VR environment 
though they knew perfectly well that they were 
standing in the middle of a convention hall. 
     Up until recently, it was still difficult to utilize 
VR in everyday work flow because the computer 
hardware requirement necessary to drive the 
head-mounted displays are quite demanding. Also, 
cables connecting the head-mounted displays to the 
computer also make things a bit cumbersome.  The 

release of the wireless head-mounted display and a 
computer powerful enough to drive the entire system 
now fit into a backpack which dramatically increases 
the usability of VR.  Even though the cost of all of this 
equipment, at this time, can be a bit difficult to justify, 
the increasing adaptation of this technology should help 
make it more approachable in the future.
     With the hardware issue resolved, designers are 
beginning to figure out some of the best practice 
for utilizing this technology.  One company was 
determining the best escape path off a 5 level industrial 
platform using VR.  The user within the VR froze going 
down the escape ladder because of a fear of heights.  
The issue was quickly resolved by adding a safety cage 
around the escape ladder in the VR environment.  It is 
the minor details on how to best use this technology 
that are still being worked on everyday.
     The next progression of the VR is to be able to 
design in the VR environment.  The manipulation of 
the 3D model in the VR environment can pass back to 
the design software.  Even better, the design software 
will have a VR mode that one can just design within 
the Virtual world.  Instead of having people tell you to 
move the window 4 inches over, 3 inches back then 
9 inches over again.  They can just put on the VR 
controller and move it to wherever they want and it 
will reflect in the model.  A once multiple step process 
done now in one step!
     We are still a few years off from fully utilizing VR 
in our everyday work flow.  One thing for sure is that 
it is going to have a big impact on the design industry.  
Architects will be able to experience the space and how 
it functions as they design, all while testing out various 
design ideas.  As for the clients, VR is a way for them 
to better understand the space and the architect’s 
design intent to ensure the design matches their needs 
and desires.  A win-win scenario.  

HTC VIVE head mounted display 
with the wireless module/battery 
pack on top(above).

HP Z VR backpack G1 Workstation
(below).


