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Foreword  
 

The OpenSpace3D project has born at I-maginer. The company wishes to democratize the creation of 

real-time 3D contents to a large public. 

This project is under Open Source license that why it is easier to broadcast it in 3D production studios 

(graphists/developers) or in student schools.  

 

However, OpenSpace3D could be used in big company to create projects for partners, in video game industry 

or for non -professional people (community). 

 

We are happy to present you a new version with new functionalities.  

 

This document aims to give you the possibility to use the platform with autonomy. 

So, we made it to give the possibility to new users to learn it easily and progressively. 

If you are a company: All questions about the use of the platform or about technical support could be 

post at: contact@openspace3d.com 

The SCOLRing forum http://www.scolring.org/ , is here to help you too. 

 

Have a nice time discover it! 

 

        hǇŜƴ{ǇŀŎŜо5 ŘŜǾŜƭƻǇŜǊΩǎ ǘŜŀƳΦ 

  

mailto:contact@openspace3d.com
http://www.scolring.org/
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SCOL technology presentation  

3#/,ȭÓ ÂÁÃËÇÒÏÕÎÄ 

SCOL is a programming language designed for network use, which gives websites interactivity between 

users, multimedia functions and 3D browsing. 

Behind simplicity, power  

It is an "interpreted" language, which leaves the designer of a SCOL site the opportunity to develop 

according to his desires and needs. However, learning the language is necessary only to Schoolmasters 

wanting to develop very specific applications. While it is true that SCOL is very flexible, it is also true that 

it is relatively complex. 

Multiuser Langage  

In the classical model of the Internet, users are not in direct touch. The server is divided into as many 

parts as there are online clients.  

Scol allows several connected clients to communicate and interact; The Scol server does not split, it 

relays communications. Browsing is no longer individual but collective.  

This feature is ideal in the field of 3D online gaming, virtual communities, e-commerce ... 

Many opportunities for enrichment  

Scol includes comprehensive development libraries (network, 3d engine, 2d interface, audio, video, SQL 

...). 
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The SO3Engine a 3D engine based on Ogre 
 

Since November 2008, I-maginer is actively working on a new 3D engine: the SO3Engine.  

It is this engine that will be addressed in this document.  

So rather than reinventing the wheel, we wanted to integrate a very powerful 3D engine "Ogre 3Dέ 

technology in the SCOL. 

 

http://www.ogre3d.org/ 

 

Indeed, it enables application development with 3D photo-realistic and very efficient rendering.  

The SO3Engine features derived directly from Ogre engine features. 

Technical Features  

- Platform & 3D API support: DirectX / OpenGL compatibility, Hardware and Information System support  

- Scenes management: Management of 3D objects (mesh, lights, cameras, skyboxes ...) to have control 

of the sceneΩǎ graph, dynamic lighting, real time shadows.  

Materials / Shaders Support: Effects on Materials, vertex supports and fragment shaders Texture 

compression  

- Animations: skeletal animation support, stage nodes animation  

- Other features: dynamics resources, physics engine based on Newton, Exports for 3DS Max, Blender, 

Sketch up 

 

  

http://www.ogre3d.org/
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OpenSpace3D presentation  
 

3D applications development platform  

 

 With OpenSpace3D platform directly developed using the SCOL technology, all users can finally 

build full 3D interactive scenes with rich 3D rendering without entering a single line of code. This 

platform has many ready to use features, is highly flexible and easy to use.  

The realization of an OpenSpace3D application needs only to integrate different functions and define 

their reciprocal interactions. 

 

Fast and intuitive development  

OpenSpace3D allows you to create full applications by assembling functions without programming.  

Each of the available functions run a feature of the application, eg video, web link, animation ... From 

this library, select your functions and combine them freely to build your application by defining the 

relationship between functions. 

A simple concept, a tool acessible to all  

OpenSpace3D is a multi-uses platform with multiple levels depending on the skills of your teams. 

 

 3D computer graphist :  

Integrate quickly and easily your own 3D productions by incorporating them in real-time in our 

platform and applying functions and interactions.  

 

 Integrator : 

 This mode already very complete allows to build complete application using the provided basic 

elements in our library. 

 

 Developer : 

 This level is aimed at developers who wish to go further by programming new features through 

the SCOL programming language because the platform is open. 
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Starting with OpenSpace3D  

Pre-requisites  

Organization of files in the SCOL partition  

 

Reminder: Unless otherwise specified, the path of directories will be relative to the sub directory \  

directory Partition_LocalUsr of my documents directory.  

Example: C:\Documents and Settings\User\Mes Documents\scol voyager\Partition_LocalUsr\ 

 

The files you use to develop an application must be placed in the directory \Partition_LocalUsr  ->  

example : C:\Documents and Settings\User\Mes Documents\scol 

voyager\Partition_LocalUsr\ma_scene\monobjet.mesh 

 

Openspace3D will only read the information placed in this specific folder!  

It is important that the computer graphics produce resources directly from that directory otherwise it 

will be impossible to import their own 3D objects.  

Ideally, the computer graphics exports its resources in a folder for the scene (see: "Ogre Export 

Documentation / SCOL"). 
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Installation of the scol Voy@ger  

 

Run the file "scol_plugin.exe". 

 

 

Select your language and click "Ok". 

 

 

On the Welcome screen click "Next". 
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On the screen "Destination Folder", you can specify the installation path, by default "C: \  Program Files \  

scol Voyager", then click "Next." 
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On the screen "Select Folder from the Start menu, you can specify the name of the program that 

contains shortcuts to the installation, by default" scol Voyager ", then click" Next. " 
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On the screen "Ready to Install", click "Install" to install the application. 
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The Scol Voy@ger is now installed on your computer, click "Finish" to close. 

 

Installation of OpenSpace3D Editor  

 

Run the file "openspace3d_editor_setup.exe". 

 

 

Select your language and click "Ok". 

 

On the Welcome screen click "Next". 
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On the screen "Select Folder from the Start menu, you can specify the name of the program that 

contains shortcuts to the installation, by default" OpenSpace3D ", then click" Next. " 
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On the screen "Additional Tasks", you can enable or disable the creation of shortcuts on the desktop and 

the Quick Launch toolbar, then click "Next." 
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On the screen "Ready to Install", click "Install" to install the application. 

 

 

OpenSpace3d Editor is now installed on your computer, click "Finish" to close. 

 

Launch 

 

To launch OpenSpace3D Editor click on the shortcut : 

 

 

 

  












































































































































































































































































































































