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1 Introduction  

1.1  Context  

Urban development projects can be complex, involving many stakeholders and 

experts. To improve cooperation and to avoid sub - optimal decision making, 

StrateGis has developed a co llaborative working method which is facilitated by 

the Urban Developer : a Multi - dimensional decision support tool.  

 

This manual focuses on installation and th e basic u se of the Urban Developer  

software tool.  A minor part of the software has not been trans lated, some parts 

of the software are still in the Dutch Language. A completely translated version 

will become available shortly.  

 

The demo - software contains only the core application aimed. Additional 

modules  for sustainability, water manage ment , energy a nalysis are not 

included.  

 

1.2  StrateGis Urban Developer   

The StrateGis  Urban Developer  is a software package combining 3D modeling 

with automated feasibility assessments of Urban development plans. The main 

focus is on financial impact, profitability, parkin g needs, and urban plan 

quality.  

The StrateGis  Urban Developer  does for Urban Development what Building 

Information Modeling (BIM) has done for buildings and construction. By using 

the Urban Developer  as the central tool for creating and storing spatial a nd 

financial data, the complexity of large projects becomes manageable. This 

result in faster decision making, more support and understanding and finally a 

better financial and societal value of the end result.  

To successfully use the StrateGis  Urban Devel oper  (UD) a reasonable amount of 

knowledge is necessary on plan economics and urban development such as 

land planning costs, housing costs, etc. Besides this a minimal amount of 

knowledge is necessary about SketchUp  in order to operate the system. This 

man ual gives an overview of the StrateGis  Urban Developer  software and 

explains a minimal set of SketchUp  tools.  
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For more contextual information regarding the StrateGis  Urban Developer , we 

refer to our website : 

 

http://www. StrateGis .nl/new/html/english/home_english.html  

 

or the following documents:  

 

http://www. StrateGis .nl/presentaties/position%20paper%2 0StrateGis .pdf  

http://www. StrateGis .nl/presentaties/nova%20terra%20artikel.pdf  

http://www. StrateGis .nl/pdf/ StrateGis _en2.pdf  

 

 

 

http://www.strategis.nl/new/html/english/home_english.html
http://www.strategis.nl/presentaties/position%20paper%20strategis.pdf
http://www.strategis.nl/presentaties/nova%20terra%20artikel.pdf
http://www.strategis.nl/pdf/strategis_en2.pdf
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2 Installation  

2.1  Software Prequisites  

¶ Windows 2000, XP,  Vista, Windows 7  

¶ Microsoft .Net framework 3.5  

¶ Google SketchUp  7 

¶ Adobe Flash  

 

We recommend that the software is installed with Administrator rights.  

2.2  Installation Procedure  

Install the StrateGis  Urban Developer  by running the Install wizard. Make sure 

the files are installed in the SketchUp  plugin directory. The wizard will 

automatically find this directory for you. After installation you can start 

SketchUp  in order to run the Urban Developer .  

 

2.3  License Installation  

The Urban Developer  works with license files. Via the SketchUp  Tools  menu you 

can check and install your license files.  

 

 



 

6 

 

When starting the Urban Developer  without license file or when you click on 

license in the Tools  menu you will s ee the following window.  

 

 

 

Here you can request a license file via the web. The request License button will  

open up the default browser on our webpage to request a license.  
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When you have obtained a license file you will need to install this file vi a the 

license menu using the install license file button. Clicking on this button will 

open a folder explorer to install your license file.  

See Questions and Answers at the end of this document in case you run into 

problems  
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3 Basic SketchUp  Navigation  

Some basic skills are necessary in order to work with the Urban Developer  (UD). 

As the UD uses a 3D model it is handy to be able to navigate through the 3D 

space and to be able to select objects.  

 

On the internet, plots  of information regarding modeling with SketchUp  can be 

found.  A good starting point is: 

http://www.google.com/support/forum/p/ SketchUp ?hl=en . 

Also on YouTube , lot's of educational instruction videos are available.  

 

The following picture explains some basic tools within SketchUp . 
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Tool  Icon  Explanation  

 

 

Select  

 

 

The select tool can be used to select objects. It is 

possible to select multiple object by holding the shift 

key on your keyboard or to hold down the mouse 

button while selecting. A blue bounding box appears 

on selected objects. To unselect you can ôselectõ 

nothing (click on an empty space or use the esc key on 

your keyboard).  

 

 

Move 

 

 

With the move tool you can move selected objects in 

the x, y or z direction (axis). The move tool uses a 

reference point and  an insertion point to complete the 

move.  

 

Rotate  

 

Select objects can be rotated on the x - , y-  and z - axis. 

Similar to the Move tool, the rotate tool uses an 

reference point as middle point for the rotation  

 

Orbit  

 

This button allows the user to rotate  the view of the model 

by dragging the mouse over the 3D model  

 

Pan view  

 

The Pan view enables user to pan the model by 

dragging the mouse over the 3d mode  

 

Zoom  

 

 

The zoom tool allows user to zoom in and zoom out 

by using the mouse wheel or by draggin g the mouse 

over the 3d model.  

 

Zoom all  

 

 

The zoom all button will automatically create a zoom 

in order to view the extents of the whole mode l 
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4 StrateGis  Urban Developer  

4.1  Starting the Urban Developer   

When the Urban Developer  (UD) is successfully inst alled you can start up the 

system by running SketchUp . Within SketchUp  you can start the UD extension 

using the Tools  menu. Obviously there are more plugins available for SketchUp  

so your plugins menu might dif fer from the following picture.  

 

 

 

 

Via the StrateGis  menu you can install or check your license  or start up the UD. 

After small loading and initialization period (< 2minutes) a new toolbar appears 

(see following picture).  
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4.2  The Urban Developer  Toolbar  

When you have started the UD a toolbar will a ppear in SketchUp  (see following 

picture) . 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

  

 

 

 

 

 

 

 

 

In the following table these buttons are explained.   

Urban Developer Toolbar  
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Settings  Button  

 

 

Opens the settings window for the Urban Developer. Here you can choose  

the following:  

-  if you would like to open the project tree after each calculation.  

-  If you would like to filter the object properties. Invalid properties will 

not be displayed in the project tree. There is a performance penality 

for this.  

Calculation Button  

 

Arguably one of the most important bu ttons with the UD application. This 

button calculates the results of the current model in SketchUp . After 

calculation all opened charts are automatically updated. The necessary 

duration of a calculation varies from 10 seconds to 2 minutes (depending on 

the  size of your SketchUp  model and computer performance).  

 

Calculation Button  

 

This button calculates the results of the current visible  entities in the  model 

in SketchUp . After calculation all opened charts are automatically updated. 

The necessary duratio n of a calculation varies from 10 seconds to 2 minutes 

(depending on the size of your SketchUp  model and computer performance).  

 

Chart Button  

 

 

Multiple charts can be opened when using this button. A new user interface 

will appear. You have to set the c hart you want to see and if you want to 

display the chart for the whole project or the last selected Sub Area . In case 

of Sub Area  the chart will automatically update itself when you select a Sub 

Area within SketchUp . 

 

Information Button  

 

 

 

 

This button will open the StrateGis  website using the default web browser  

Scene information  

 

 

 

 

 

This button opens a n user interface for the selected scene. Here you can 

annotate the current scene  
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Project tool  

 

This button will start the Project creation tool when no project object is 

available in the current model. The creation tool enables you to quickly draw 

a polygon. Using the ôenterõ key you can finish the polygon drawing mode 

and the UD will automatically convert this polygon into a project object and 

it  will open the project user interface.  

When a project object is already available this button will open the project 

user interface.  

Sub Area  too l 

 

 

 

 

This button starts the Sub Area  creation tool. The creation tool enables you 

to quickly draw a polygon.  Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a Sub 

Area object.  

 

Green too l 

 

 

 

 

This button starts the Land use creation tool. This  tool enables you to 

quickly draw a polygon. Usi ng the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 

Green/Park land use  object.  

 

Water too l 

 

 

 

 

This button starts the Land use creation tool. This  tool enables you to 

quickly draw a polyg on. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 

Water land use  object.  

 

Unusable land  too l 

 

 

 

 

  

This button starts the Land use creation tool. This  tool enables you to 

quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 

unusable landuse  object.  

 

Parking  too l 

 

 

 

 

 

This button starts the Land use creation tool. This  tool enables you to 

quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 

Parking landuse  object.  

 

Land issue  too l 

 

 

 

 

 

This button starts the Land use creation tool. This  tool enables  you to 

quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a land 

issue object.  

 

Paved too l 

 

 

 

 

 

This button starts the Land use creation tool. This  tool enables you to 

quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 

paved landuse  object.  
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Building  too l 

 

 

 

 

This button starts the building  creation tool. The creation t ool enables you 

to quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into a 2 

storey building object.  

 

Building  component  

 

 

 

This button starts the building  component  tool.   A window will popup where 

you can enter the necessary parameters  for creating a simple blockshaped 

building. This building can be found in the component window of SketchUp. 

The Building tool is more advanced and recommended  

 

Existing lot  

 

 

 

 

This  button starts the building  creation tool. The creation tool enables you 

to quickly draw a polygon. Using the ôenterõ key you can finish the polygon 

drawing mode and the UD will automatically convert this polygon into an 

existing lot object.  

 

Reporting tool  

 

 

 

 

Opens the reporting tool. Here you can select the report you would like to 

generate. Please contact StrateGis for more information regarding automatic 

report generation  

 

 

 

4.3  Spatial modeling  with the Urban Developer  

The StrateGis  Urban Developer  di stinguishes 5  levels of detail:  

0.  The Existing situation  

1.  Project Plan  

2.  Sub Areas  

3.  Land Use Elements  

4.  Real Estate Objects  and Constructions  

 

In the following scheme these levels are illustrated.   
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0. Existing  

objects  

 

This can be a 3D - model, based on 

a cadast ral map. The existing 

situation can be modeled in 2 

ways: 

¶ purely visual  

¶ annotated, meaning that all 

existing geometry can be 

annotated with data regarding 

m2, function, property value, 

etcetera  

1. Project Plan  

 

The Project Plan is a polygon of the 

envelo pe of the  project. It is 

annotated with basic data 

regarding the area. Also al the 

databases are adressed in the 

projectplan interface  

2. Sub Areas  

 

A Project Plan can be diveded in 

numerous Sub Areas. All Sub Areas 

can be configured separately 

through t he Sub Area interface  

3. Land Use 

Elements  

 

Land Use Elements are used to 

draw all the land use in a Sub Area. 

There are 5 types:  

1.  Public pavements & roads  

2.  Public parking  areas 

3.  Public green areas  

4.  Public water areas  

5.  Issuable plots  

4. Real Estate 

Objects  and 

constructions  

 

 

Real Estate Objects  can be 

transformed from existing 

SketchUp  drawings or created with 

the Strategis Wizard. Real Estate 

Objects  are completely 

configurable by the user  
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4.4  Level 0: Existing Objects  

It is recommended that users of the UD f irst create a SketchUp  model of the 

existing situation. Very often the basic data for making such a model is 

available through the cadastre or commercial services. Both CAD en GIS files 1 

can be imported in SketchUp  and serve as a basis for a attractive 3D model.  

 

It is possible through the context menu (right mouse) of the Urban Developer 

to transform normal SketchUp  geometry to a StrateGis Existing Object. This is 

possible after the geometry is converted to normal SketchUp  components.  

 

After the conversion  to a StrateGis Existing Object, the object  can be annotated 

with data regarding the gross floor area, present function, present value, 

demolition costs, etcetera.  

 

4.5  Level 1: Project Plan  

The first level is the Project level  which contains global parameters  such as : 

¶ project name and administrative data  

¶ experience figures for costing  

¶ estimates for calculating profits  

¶ macro - economic figures  

¶ general demolition figures  

 

On this level it is possible to define ôscenarioõsõ and re - calculate the model in 

order to in vestigate the sensibility of the urban plan on changing conditions.  

 

  

                                                

1 importing GIS files in SketchUp  is possible with the commercial plugin from ESRI. Another 

possibility is to use SketchUp  5 and the shape - importer that is available for SketchUp  5.  
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4.6  Level 2: Sub Area s 

The second level of details are the Sub Areas . Drawing a Sub Area  and defining 

its type is enough for a first rough calculation. A wide range of parameters can 

be set  on this level to determine the global list of requ irements and goals of 

this area:  

¶ name and administrative data  

¶ general dimensions such as gross area  

¶ type of area  

¶ area analysis  

¶ planning  

¶ financial results  

¶ cost figures and total costs  

¶ summary of Real Estate Objects  on this Sub Area  

 

4.7  Level 3: Land Use Elements  

Land Use Elements  are the third level. Land Use Elements  are:  

¶ public pavements  

¶ public green areas  

¶ public parking  

¶ public water  

¶ issuable plots  

 

Land Use Elements  are used to calculate the costs for constr ucting the public 

area in a plan, and to determine how much of the plan can be used to create 

revenues (the issuable plots ).  

It is not always necessary to draw land use element, it is also possible to work 

with percentages derived from a typology or refer ence plans.  
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4.8  Level 4: Real Estate Objects  

The last level is the real estate level where new and existing Real Estate Objects  

can be placed on the Sub Area s. The UD automatically detects what Real Estate 

Objects  are placed on the Sub Area s. Each Real estat e Object has  its own 

properties. Existing Real Estate Objects  have properties such as : 

¶ General information of the current building  

¶ Acquiring costs  

¶ Renovation and/or demolition costs  

 

New Real Estate Objects  have properties regarding : 

¶ general information of  the type of real estate  

¶ parking needs and parking supply  

¶ financial costs (building costs, profits, maintenance, etc)  

¶ revenues (from sale or rent)  

¶ land planning costs  

¶ footprint and dimensions  

 

There are no hard rules regarding the way you model your projec t visually. 

Below are the most important guidelines:  

¶ Sub Area 's should not overlap . 

¶ Land Use Elements  / Real Estate Objects  should  be placed on a Sub 

Area. 

¶ it is preferable to work in separate layers for different spatial objects. 

For instance put Land Use  Elements  in separate layers: water, green, 

pavements, etc.  

¶ avoid that geometry merges, so don't let geometry share lines in the 

same layer and work in groups where you can . 

¶ tip: use the Google 'get current view' tool to create your first basic layer 

for a project. On the Google photo you can draw your first plan.  
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5 Interaction  with the StrateGis  Urban Developer  

5.1  Property Windows  

The context menu (right mouse button) of each UD object (a Project Plan , Sub 

Area, existing real estate  or new real estate ) has an item to open its own 

property window.  

 

 

 

The following pictures show the property panels of Sub Area  objects and the 

project properties.  
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When you change property values, the results will immediately be calculated in 

the user interface. To determin e the impact of the changes for the whole model  

you need to push the calculate button again!  

 

5.2  Charts  

The results and characteristics of the 3D urban plan can be examined by 

several charts. To create a chart you can use the chart button. This will open up 

a new empty chart window. Using the aspect menu you can choose a 

predefined chart . 
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Besides the aspects  you have to specify if you want to see the chart for selected 

Sub Area s or for the whole project.  

 

 

 

 

When you choose to ôSub Areasõ the UD will change the chart whenever you 

select a Sub Area  in the 3D model.  When you calculate the model the charts will 

update automatically.  
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6 Creating  Urban  Developer  Objects  

6.1  Creating Project Pla n,  Sub Areas  and Land use objects  

To create a Project Plan , Sub Area  or land use objects,  you can either u se the 

Project  Plan, Sub Area  tool  or the various land use  buttons . Project plan or sub 

area can also be created using  the context menu. Using the tools on the 

StrateGis  menu bar, SketchUp  allows you to draw a  face which will automatically 

be converted into a Project or a Sub Area .  

Another option is to draw faces. When a face is already available within the 3D 

model you can select this face and use the context menu to conver t it into a 

Project Plan or a Sub Ar ea object.  
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6.2  Creating Real Estate Objects  

Using the building tool you can draw a polygon in SketchUp which will be used 

as footprint for a building object. After closing the tool using the ôenterõ button, 

the Urban Developer will automatically create a building object. Using the 

ômodificationõ toolbar or using the dynamic components window (context 

menu) you can easily modify the building.  

 

 

 

6.3  Deprecated: Wizard  for creating Real Estate Objects   

To create real es tate two options are  available. One is to use the real e state tool 

in the StrateGis  menu bar. This tool opens a user - interface where  you can 

create box shaped real estate by entering its dimensions.  
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After its creation you can find your newly created Real Estate Objects  in 

SketchUpõs Component Library. You can open this library via by clicking 

ôcomponentsõ in SketchUpõs ôwindowõ menu (directory: In Model, see pictures 

below).  

 

 

 

 

 

 

 

 

 

 

 

 

It is also possible to create UD objects via the context menu. For example 

SketchUp  Components can be converted to UD objects. First you have to select 

an Component instance in SketchUp (which is not already a UD Object)  and 

open the context menu.  
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When creating new Real Estate Objects , this action will open up a user interface 

for adding the necessary properties.   
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7 Project Tree  

The project tree gives an overview of the urban ob jects in the model. The 

project tree appears when you have clicked on the calculate button. Please use 

the calculate button whenever you make changes to the model.  

 

 

 

The tree structure presents all Sub Area s and their Real Estate Objects . Double 

clicking  one of the urban objects opens the property panel. Selecting objects in 

the project tree automatically be selected in SketchUp  as well.  
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The project tree allows you to display various information of the objects. For 

example you can choose to display  information for all Real Estate Objects  by 

selecting real estate  in the combo box  (see picture below).  

 

 

 

 

By expanding the Sub Area s all Real Estate Objects  are presented. Also it is 

possible to make a selection of properties you want to see in the proj ect tree. 

To make your own selection of properties you have to select the StrateGis  

button (See picture).  

 

 

 

 

A popup window will appear where you can make your selection (see following 

picture).
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8 Working with the Urban Developer  in practice  

8.1  Introduction  

In this manual so far a fairly technical description has been given of the Urban 

Developer . In this chapter a more practical  description is presented of the 

workflow, using a virtual case as an example.  

The case is an old abandoned harbor area, for which the municipality has plans 

to develop it as an area in which liv ing and working are mixed in a high quality 

environment. The study area is colored orange  in the following picture (a high 

resolution picture, taken from Google Earth Pro):  

 

 

 

The following s teps must be taken:  

1.  draw and annotate the Project Plan  

2.  draw and annotate the Sub Area s 

3.  draw the Land Use Elements  

4.  draw and annotate the Real Estate Objects  

 

  
























