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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 collaborative working method which is facilitated by 

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

 

This manual focuses on installation and the basic use of the Urban Developer 

software tool. A minor part of the software has not been translated, 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 management, energy analysis 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, parking 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 and 

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 Developer (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 

manual 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%20StrateGis.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 see 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 via 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 

 



 

8 

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 „select‟ 

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 dragging 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 model 
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4 StrateGis Urban Developer 

4.1 Starting the Urban Developer  

When the Urban Developer (UD) is successfully installed 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 differ 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 appear 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 buttons 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 duration 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 chart 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 an 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 „enter‟ 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 tool 

 

 

 

 

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

to quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

Area object.  

 

Green tool 

 

 

 

 

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

quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

Green/Park land use object.  

 

Water tool 

 

 

 

 

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

quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

Water land use object.  

 

Unusable land tool 

 

 

 

 

  

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

quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

unusable landuse object.  

 

Parking tool 

 

 

 

 

 

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

quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

Parking landuse object.  

 

Land issue tool 

 

 

 

 

 

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

quickly draw a polygon. Using the „enter‟ key you can finish the polygon 

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

issue object.  

 

Paved tool 

 

 

 

 

 

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

quickly draw a polygon. Using the „enter‟ 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 tool 

 

 

 

 

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

to quickly draw a polygon. Using the „enter‟ 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 „enter‟ 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 distinguishes 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 cadastral 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 

envelope 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 the 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 first 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 files1 

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 „scenario‟s‟ and re-calculate the model in 

order to investigate 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 Areas 

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 requirements 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 constructing 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 reference 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 Areas. The UD automatically detects what Real Estate 

Objects are placed on the Sub Areas. Each Real estate 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 project 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. 



 

19 

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 determine 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 Areas or for the whole project.  

 

 

 

 

When you choose to „Sub Areas‟ 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 Plan,  Sub Areas and Land use objects 

To create a Project Plan, Sub Area or land use objects, you can either use 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 convert it into a 

Project Plan or a Sub Area 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 „enter‟ button, 

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

„modification‟ 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 estate two options are available. One is to use the real estate 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 

SketchUp‟s Component Library. You can open this library via by clicking 

„components‟ in SketchUp‟s „window‟ 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.  

 

  



 

27 

7 Project Tree 

The project tree gives an overview of the urban objects 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 Areas 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 Areas all Real Estate Objects are presented. Also it is 

possible to make a selection of properties you want to see in the project 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 living 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 steps must be taken: 

1. draw and annotate the Project Plan 

2. draw and annotate the Sub Areas 

3. draw the Land Use Elements 

4. draw and annotate the Real Estate Objects 
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8.2 Draw and annotate the Project Plan 

After you draw the project envelope, using either the tool button or the context 

menu, the basic project parameters need to be established/confirmed. 

 

 

 

 

All the tabs need to be checked, to see if the default settings apply to your 

specific case. Presently, all the default figures are based on the Dutch situation, 

meaning that € is the default currency, and that costs and revenues are specific 

for the Netherlands.  
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However, by simply moving the slider, you can adapt the figures so that they 

correspond to your specific situation. Currently no option is available to 

automatically convert currencies, so unfortunately the Euro sign (€) will always 

be used, even if the figures meant to be in dollar ($) or another currency. This 

won't affect the calculations however. 

After you have fine-tuned all the project parameters, you are ready to go to the 

next step: drawing the Sub Areas. 

8.3 Draw and annotate the Sub Areas 

Draw the Sub Areas, using the tool button or create a Sub Area from an existing 

surface using the right click context menu. The last option comes in handy 

should you import Sub Areas from a CAD or GIS file. 
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The Sub Area tabs 1 trough 13, reflect al the steps that are needed in a 

standard Land Development project. A brief description of the most important 

Tabs: 

 Tab Basis the most basic characteristics of the Sub Area are displayed. 

Some properties, such as the name and the % unusable area, can be 

adjusted. 

 Tab Planning is for the planning. The important steps in the land- and 

real estate development can be planned, by defining the start and end 

dates. Activities and costs are divided evenly over the planning period. 

 Tab „Existing lots‟ is for entering land acquisition-, demolition- and 

moving costs. You can change the defaults entered at the project level 

for each Sub Area. 

 Tab Site preparation:  Enter percentages, m2 or m3. Also three generic 

cost items are included, that can be configured by the user. 

 Tab Land Use is used for defining the future land use and urban 

typology (work/living environment). You can choose a typology here, for 

instance a Housing Villa Park. By doing this, the land use parameters, 

such as FSI (Floor Space Index) and target percentages for pavements, 

parking, green, water and plots are automatically filled in. Note the roll 

down menu "Basis for calculation value": 

o Choose "copy target %" if you want to use the typology % 

o Choose manual if you want to fill in the land use parameters 

yourselves 

o Choose "percentage from map" if you intend to derive the land 

use from your SketchUp drawing. This requires that you draw all 
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the land use, using the buttons in the toolbar. You can also 

transform existing geometry (CAD/GIS import) using the "Create 

Real estate" wizard, and choosing Land Use Elements as Main 

type (Choose '1' for amount of floors, Floor height and 

footprint). First however, existing geometry has to be 

transformed into a SketchUp Component, using the default 

SketchUp menus. 

 Tab Parking displays the parking parameters. Nothing can be changed 

here. Parking is defined by: 

o The required parking spots, which is determined by the type and 

amount of real estate 

o The realized parking spots, which is determined by the amount 

of public parking space (a land use element) or built parking 

facilities, such as garages. 

 Tab Road construction can be regarded as a check list for all the 

construction activities in the public area, such as roads, public parks, 

ponds, street lights, sewer system, trees, etc. For each cost-item there 

are 3 cost levels: basic, middle and high.  

 The surface amounts (m2) are all derived from Tab 6 (land use). The 

cost levels are derived from the index numbers entered at the project 

level, but all figures can be changed at the Sub Area level. 

 Tab „Additional costs‟ is for determining the extra costs, for unforeseen 

events and plan development costs. A percentage can be entered for 

each cost item, and also the base for the percentage can be chosen. 

Furthermore some configurable cost items are included. 

 Tab „Subsidies‟ is for entering subsidies and specific funding. 

 Tab “Revenues‟ is for determining the revenues for the Land 

Development. First you have to choose which way you want to do this. 

The simplest manner is by using land prices. If you choose this option, 

you can set the average land price for issuable plots (see Tab 6), and the 

revenues are calculated.  

 If you choose ''Imported from Real Estate Objects", the revenues are 

 calculated for each real estate object by subtracting the total building 

 costs + profit from the real estate revenues (from sales and rents).  

 The residue is what can be regarded as the maximum potential 

 revenues for the Land Development. 

 Tab „Overview‟ gives an overview and Tab “Additional” is for comment 

(don't forget to use the comment boxes!!) 

 

8.4 Draw the Land Use Elements 

This is already described in 8.3: 
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This requires that you draw all the land use, using the buttons in the toolbar. 

You can also transform existing geometry (CAD/GIS import) using the "Create 

Real estate" wizard, and choosing Land Use Elements as Main type (Choose '1' 

for amount of floors, Floor height and footprint). First however, existing 

geometry has to be transformed into a SketchUp Component, using the default 

SketchUp menus. In SketchUp, the land use of the test case looks like this: 

 

 

 

Important: Land Use Elements should not cross Sub Area boundaries. Split the 

Land Use Elements if necessary. 

 

8.5 Draw and annotate the Real Estate Objects 

In 6.2 it is outlined how Real Estate Objects can be created. In this paragraph, 

the annotation menu's are described in greater detail. 

 

You can make Real Estate Objects using different levels of detail. Some 

examples: 
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A coarse approach, in 

which each building is 

comprised of 1 block 

 

A more detailed 

approach, in which a 

building consists of 

several units  

 

A visual approach, in 

which rendering, etc is 

applied. (random model 

from Google Warehouse 

is shown). 

 

 

 

The most important tabs are: 

 Tab 1 is for giving the object a name and choosing the primary function 

through the roll-down menu. 

 Tab 2 displays the dimensions of the building. Also the efficiency 

factors can be chosen. These factors determine how much of the Gross 

Floor Area (GFA) can be sold or rented out as Nett Floor Area (NFA). Also 
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the GFA per unit can be chosen here. If for instance in a building with a 

total GFA of 1000 m2, you choose a GFA per unit of 100, then 

automatically 10 units will be used as input for other calculations, such 

as parking balance. 

 Tab 3 is for displaying and editing the parameters that determine the 

total land use of the building, including parking spots. 

 Tab 4 is for calculation of the total building costs, including additional 

costs, profit rate and risk increment. Furthermore, the manner in which 

the price for the land is allocated can be chosen here. 

 The base (unit price) for determining the raw building costs can be per 

 m2 GFA or per m3 gross building volume. 

 Tab 5 is for determining the revenues. This can be based on 

combinations of: 

o rent or sale  

o GFA or NFA  

o VAT included or excluded. 

 Tab 6 gives an overview and tab 7 is for the ever important comment. 
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9 Process design 

The StrateGis Urban Developer is designed to support interactive design 

sessions and charettes. In these paragraphs describe some tips and guidelines 

for process and session design. 

 

The StrateGis approach is a mixture of process elements, such as stakeholder 

interviews and substantive back-office model preparation, culminating in a 

number of interactive design sessions. A number of activities can be 

distinguished:  

  

Goal definition and scoping  

Using interviews with the relevant project partners, the underlying goals, scope 

and constraints of an assignment are determined. The nature of an assignment 

can vary heavily: from a creative brainstorm with plots of freedom and little 

constraints to meticulous design process with formal constraints, including 

political sensitivities. The design of both the model and process are adapted for 

each specific situation.  

  

Building 3D model with semantic annotations  

Each urban development plan starts from the present situation, influencing the 

(re)development possibilities. For example acquiring existing real estate, 

contaminated soil can influence the costs heavily. Therefore the StrateGis 

approach starts with a 3D-model of the area, in which all objects of interests 

such as buildings, roads and green areas are annotated with the relevant 

information such as financial and environmental data. 

  

In the preparatory phase, specialist and substantive experts (e.g. financial 

experts) are required to validate, and if needed supplement, the underlying 

calculation models and databases. If more than one organization is involved, 

this exercise is repeated for each of them. Depending on the type of process, 

the calculation models and databases have to be more or less representative, 

complete and accurate.  

The StrateGis Urban Developer comes with a large database with hundreds of 

pre-defined spatial objects and default calculation models for land- and real 

estate planning.  
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Interactive design sessions (charettes) 

The StrateGis approach is based on interactive sessions. Depending on the goal 

of the assignment, these may have a different setup. The basic principle of the 

interactive sessions is „drag & drop‟, meaning that pre-defined objects can be 

dragged from an object library to the 3D-model. A second way to define object 

is by using a parametric object designer. Each object has properties which can 

be edited using a User Interface. This enables users to demolish Existing 

objects, or to change properties of new objects.  

 

An ideal hardware configuration consists of a powerful workstation PC, linked 

to a dual screen setup: one screen for the 3D-model and another for the result 

graphs. In some cases an electronic pen or an air mouse can be used for direct 

interaction with the screen. Group size ideally varies between 6 and 12 persons, 

with a maximum of 15.  

  

Below a typical process design for a municipal development project is 

described.  

1. Preparation: goal definition & scoping (interviews), construction of 3D 

base model and fine tuning.  

2. Test session with experts. In these sessions the model is tested and 

validated, so that the persons involved get trust in the approach and the 

model. No real decisions are made in this session. The result is a 

validated model, accepted by the users.  

3. Divergent sessions. Typically these are interactive „game like‟ sessions 

to explore the possibilities, without too much consideration for 

constraints. These sessions result in multiple plans, preferably with a 

limited number of preferred plans. Plans consist of a spatial 3D-model, 

the corresponding financial report and a supporting text, reflecting the 

vision and rationale behind the plan. Up to 15 different plans can be 

designed in a single session.  

4. Convergent sessions. In these sessions the preferred plans are 

interactively optimized further and screened with regards to other then 

financial constraints, such as legislation, public support and 

environmental issues. Ideally the end result is a financially and 

otherwise feasible plan, which can count on support from all the 

stakeholders involved. This plan can be the basis for political decision 

making as well as the assignment (program of requirements) for an 

architect. 
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10 The financial model 

10.1 Introduction 

The Urban Developer combines spatial 3D models with financial and other 

calculation models. In this chapter a brief description is presented of the 

underlying financial model that is used for the land- and real estate 

development calculations. 

 

This description in no way is sufficient as a crash-course into the world of 

financial real estate management. It is only a brief account of our working 

method, so that a financial expert can relate our model and our calculation 

results to his own standards. 

10.2 Land Development 

With Land Development we mean the following: 

 Acquisition (procurement) of land 

 Demolishing the area and removing cables, ducts, polluted soil, etc. 

 If needed civil engineering work, such as leveling out the area with 

sand. 

 Construction of all the public areas (public roads & pavements, public 

green areas, public water areas, public parking areas) 

 Issuing plots to developing parties 

 

Land Development can be regarded as a normal production process, with 

issued plots as the end product. This production process has costs and 

revenues. Revenues normally come from parties, such as project developers, 

that develop real estate on the issued plots.  

A portion of the revenues from the real estate development typically is 

transferred to the land development. The exact amount can be determined in 

different ways: 

 with fixed land prices (per m2 issued lot) 

 as a fixed percentage of the value (selling price) of the real estate (Land 

Quote) 

 subtract the total building costs (including additional cots and profit ) 

from the total revenues. The difference is transferred to the land 

development. This is called the residual approach in the Netherlands. 

 

All three method's are supported by the UD. In some countries it is customary 

that the developing party builds public facilities, such as a community center or 

a swimming pool, in return for the right to develop a lot. Another possibility is 
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that both the land- and real estate development are done by the same party. 

Also these mechanism's can be simulated by the Urban Developer. 

 

Typically, the Land Development is realized by municipalities or other 

authorities. 

 

A lot of cost-items come into play in Land Development. In the StrateGis Urban 

Developer all the Tabs on the Sub Area level are intended to structure and 

establish these cost items. For instance, costs for moving a real estate are 

included under the Tab 4. Demolition. 

 

In Tab 2. Planning, start and end dates for all the costs and revenues are 

entered by the user. Combined with these items, the planning is used to 

produce a cash-flow scheme. This scheme is visible in the Reports for the 

Project and each of the Sub Areas (in the demo-version this report is in Dutch).  

 

In the cash-flow scheme, all the costs and revenues are projected in time to the 

period they occur, according to the planning. The next step is that all the cost 

and revenues are indexed for interest rates and increases in costs and 

revenues. The percentages for the indexation are defined at the Project level, in 

Tab 8. Scenario. 

 

The last step is that based on the cash flow scheme, the main indicators are 

calculated. These are: 

 Nett Present Value (NPV). The NPV is calculated with the IRR-rate that is 

defined in Tab 8. Scenario, at the Project Plan level. 

 Final Value. The final value is calculated by extrapolating the indexation 

for interest rates to the end of the planning period. The end of the 

planning period is set at the Project Plan level in Tab 3. Planning. 

 

 

10.3 Real Estate development 

(Under construction) 
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11 Q&A 

Installation problems 

 

Not enough access rights 

In case you get the following error:  

 

 

 

You do not have the necessary rights to install the license file. You‟ve got the 

following option: Give the necessary permissions via the properties pane of the 

Sketchup plugin directory. 

 

 

 

The procedure works as follows. Go to your SketchUp installation directory (f.i. 

„C:\Program Files (x86)\Google\Google SketchUp 8‟) and select the plugins 

directory. Go to the properties pane via the rightclick menu. Go to security and 

edit the users and trusted installer to have both read as write access rights. 
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12 General Information 

 

Website StrateGis: 

www.StrateGis.nl 

 

SketchUp Tutorial: 

http://download.SketchUp.com/GSU/pdfs/GSUUsersGuide_WIN.pdf 

 

 

Information: 

StrateGis Groep BV 

Herenstraat 122 

2271 CL Voorburg 

info@StrateGis.nl 

+31703874460 

 

 

 

 

 

 

http://www.strategis.nl/
http://download.sketchup.com/GSU/pdfs/GSUUsersGuide_WIN.pdf

