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I GOM (Game Oriented Model)

©® NSO WN e

B89: FBXSODCCT — 8% ' — LRITAICRBE L. 3751 VERLTRET 3
BEER:

ZFXZVJIFETIL (geometry) ZERE TG

A RRZY AT EIHTransform « Bl 7 Z XEEZ 22T R B
FBXZE (/ — RBERE - geometry transform) % BRI
J—I)LRERFZVIERERILL

TR FBXSDKICHKIE L 73 L)

B—FBXh 5 &EICE—GOMMER I NS GREMMR)

IMTA(MoﬂonﬂnmLMeAmnmﬁon/GOMTA)
Bf: GOMD 7 =% —> 3 VBN DH RIS RHET #—< v b
Y5

AL a/IFUTLESERN

2T U RIEEEERW (skeletonSig D)

BEOT_X—23>T7 71 ZABLTENICYID B X F4E
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GOM 7 #+#—<Yw k

|774»%ﬁ

i RSYIFIN— B
FERS COMI000] UTF-8. #1517 3ILER
INAFY) GOME0001 Little Endian. 16-byte 75 >
A
I ZENBER
Skeleton (SKEL) :7/R—>P&E. bind pose
Mesh (MSHO) : B2, 1 >T v IR, I Xvy>a

Material (MATL) :Phongs&/hMzw by T XFvER
Animation (ANIM/CLPO) : R—>7=X—>3Y>
String Table (STRO) : XF3|7—7IL (&#Fl. /VX)

o7 uv1x

e ~wA:512bytes
o Fyv> . uZER (16-byte 751 >)

MTA 7 #—< v b
o7z

i ITwIFYN— BE ]

N1FU MTAB00O1 Little Endian. 16-byte 75 >

FAE vl TIEFTF R MER (MTATO001) (EFEHR—bko HMIE TER T —=X v b I 3 8E,

|aznzzz

e String Table (STRO) : XF3|7—7)L (W%7H)
e Animation (ANIM/CLPO) : 7=X—>3> Uy~
o skeletonSig: X4 )L bV EEMF v o (SHA-256, 32 bytes)

Insenzzs

X Xwa (MSHO,VBO, B0, SUBO, IBND)
X <7U7IL (MATL)

X 247U b >3RIE (SKEL)

X Geometry Transform (GBTM)

| xrurvmpmsrcys
RITHEHIRE:

if (memcmp(gom.skeletonSig, mta.skeletonSig, 32) != 0) {
error("Skeleton signature mismatch!");

}
skeletonSig 4 Hk:

SHA-256(
boneCount (uint32, little-endian) +
foreach bonelndex in bonePath F¥E|I&:
bonePath (UTF-8) + "\0' + parentindex (int32, little-endian)
)



BEARN

I ZEfEERETR ) > — (Invariant A)
GOM DREELETFEE,
Invariant A: TE-EZ=R4
o TERILEIC geometry (=EFILO—HJL) E/M
o XXV UKERE geometry 22
® instanceWorld | ¥EEIERGIC1[EDH5EFH
BRI

o X XF=>HT world ICHE<
o [X geometry_to_world Z&AER Y %

HEROZ RN
/1 IEL WEIRIER
vec4 skinnedPos = vertex * skinning; // geometry Z2fE]
vec4 worldPos = skinnedPos * GBTM * instanceWorld; // world Z2fs]
vec4 clipPos = worldPos * viewProj; // clip Z2fE
C OFEFOFS:

1. IRV VIRE R—X Yy > 2% BB ME/ [0 CREBRE

2. PoRA—= g i A Y RA VAT LR B 7 = X EA AL
3. FBXEDIY: / — REEBDEVZ L ICERk

4. BHMLE: 7L REXF =V IC K BMRiEEMLE

P
| 75185
EHE f&
Fhqany float32
XEY M row-major
SRERG row-vector 5T (p=p*M)
7o X 4x4 (BI0)
TR EE D E &G

ARG MLIFITRS bLELTERS
vecd p ={x, y, z, 1.0f};
vecd p_transformed =p * M; // A HHMT 5

I/ B D Ei%
vecd result =p * M1 * M2 * M3; // £ BIBICTER

XEULAT7I bk (row-major) :

float m[16] = {

m00, m01, m02, m03, // 88117
m10, m11, m12, m13, // #2417
m20, m21, m22, m23, // E31T
m30, m31, m32, m33 // E41T
|3

7o eATE
float value = m[row * 4 + col];

EHRIERF DPF:

| A% =>4 > GBTM > A Y RA VAT > Ea— > JAYzovay
vecd worldPos = vertex * skinning * GBTM * instanceWorld;
vec4 viewPos = worldPos * view;



vec4 clipPos = viewPos * projection;

/I £lzlE—EIC
vec4 clipPos = vertex * skinning * GBTM * instanceWorld * view * projection;

| =2z

HE {i&
NV RRZ Left-handed
Erm Y-up
B meters
| v rume
EHE {i&
IVTA4T> Little Endian
TIAUAY K 16-byte
NT 1 I8 0x00

771 LS

| commTa Nt 0771 L

GOM 7 7 1 ILiBi&

B + offset 0

| Header (512 bytes) |
e + offset 512

| STRO Chunk |

| header (16) |

| payload (...) |

| padding (0x00) |

mmmmm e + ALIGN16(...)
| MATL Chunk |

| header (16) |

| payload (...) |

| padding (0x00) |
T — + ALIGN16(...)
| SKEL Chunk ({£E) |

| header (16) |

| payload (...) |

| padding (0x00) |

mmmmmm e + ALIGN16(...)
| MSHO Chunk |

| header (16) |

| VBO, IBO, SUBO, |

| IBND, BNDO, GBTM |

| padding (0x00) |

T ——— + ALIGN16(...)
| ANIM Chunk (1£8) |

| header (16) |

| payload(..) |

| padding (0x00) |
T —— + ALIGN16(...)
| CLPO Chunk(s) (IE&) |

| header (16) |

| payload (...) |

| padding (0x00) |



MTA 7 7 1 JLiEiS

ommmmmm e + offset 0

| Header (512 bytes) |

| skeletonSig (32 bytes)|

| atoffset 76 |

ommm e + offset 512

| STRO Chunk (#A%B) |

| header (16) |

| payload (...) |

| padding (0x00) |
o + ALIGN16(...)
| ANIM Chunk |

| header (16) |

| payload (...) |

| padding (0x00) |

B eI + ALIGN16(...)
| CLPO Chunk #1 |

| header (16) |

| payload (... |

| padding (0x00) |
oo + ALIGN16(...)
| CLPO Chunk #2 |

| header (16) |

| payload (...) |

| padding (0x00) |
oo + ALIGN16(...)
|... (¥ Vv TR |

FHEL

® GOM: MATL, SKEL,MSHO Z&¢ (ZILETILT—4X)
® MTA: STRO, ANIM, CLPO D& (F=ZX—>3>DH)
o MTA w4 offset 76 I skeletonSig (32 bytes) Z &L

| ~vsise (512bytes)

GOM A w4

FT7€vk Z14—=ILF
0 magic char(8]
8 headerSize uint32
12 formatVersion uint32
16 coordinateSystem uint32
20 matrixConvention uint32
24 sourceHash uint8[32]
56 converterVersionStrld uint32
60 validationFlags uint32
64 chunkTableOffset uint64
72 chunkTableCount uint32
76 reserved uint8[436]
MTA A w4

vk AN 1=K
0 magic char[8]
8 headerSize uint32
12 formatVersion uint32

16 coordinateSystem uint32

436

12X

H12

Bl
"GOMB0001"
=512
=1
=1 (LH/Y-up/meters)
=1 (row-major)
SHA-256 of source
STROESERID
EvbT71—ILE
0=7%L
ChunkEntry#%
012

"MTAB0001"
=512
=1

=1 (LH/Y-up/meters)



F7€v b Z14—=ILF

20 matrixConvention

24 sourceHash

56 converterVersionStrid

60 validationFlags

64 chunkTableOffset

72 chunkTableCount

76 skeletonSig

108 reserved
BEMEL:

® GOM: offset 76 H* 5 reserved[436]

uint32
uint8[32]
uint32
uint32
uint64
uint32
uint8[32]

uint8[404]

#12

32

404

e
=1 (row-major)
SHA-256 of source
STROZERID
vl TIZ 0 EE
0=7%L
ChunkEntry#t
SHA-256 of skeleton

032

e MTA: offset 76 h*5 skeletonSig[32]. offset 108 h*5 reserved[404] GOM ANy X F—TILE MTANY A TF—TILDERIZLL

TZEm:

IvalidationFlags Ev bEE

validationFlags (3Z#8'Y —ILHNEITL 7%

bit0

bitl

bit2

bit3
bit4

bit5

Evk

1<<0

1<<1

1<<2

1<<3
1<<4

1<<5

ZOMOE Y MMEFH (VITIZ0) -

EgY =l (BFAH) :

uint32_t flags = 0;

flags |= (1 << 0); // VALIDATED_BIND_MATRICES

flags |= (1 << 1); // VALIDATED_WEIGHTS
flags |= (1 << 2); // VALIDATED_SUBMESHES
flags |= (1 << 3); // VALIDATED_INDICES
flags |= (1 << 4); // VALIDATED_BONE_INDICES

flags |= (1 << 5);

header.validationFlags = flags;

O—4—fil (FiHiddk) :

/I BEZBRELTERALTH KWL
[/ B—8—[FHE ORI EEREL TIEE DAL

bool bindValidated = (header.validationFlags & (1 << 0)) = 0;

YRY

// VALIDATED_MATERIAL_INDICES

bool weightsValidated = (header.validationFlags & (1 << 1)) = 0;

IRHMDOEy b FER (BEEHLTHEL)
uint32_t unknownBits = header.validationFlags & ~0x3F; // bit0-5L14+
if (unknownBits = 0) {

"
}

EE RHMORIET S IMNII->TWS

EELRN:

Y — )LIEERIT LRSS B E Y bZIITS

O—4 —|& validationFlags = &Z{&#HE L TKS

Gty b7 5 TERET %o

X

VALIDATED_BIND_MATRICES

VALIDATED_WEIGHTS

VALIDATED_SUBMESHES

VALIDATED_INDICES
VALIDATED_BONE_INDICES

VALIDATED_MATERIAL_INDICES

O—#4 —|3 validationFlags IZE{%% < B DRI Z RITLABITNIE R SV

KADOE Y MIERLTEL (EEHDR)

=

inverseBind * bindLocal = Identity %
REDE#

LERDOV A FEEH10THBC
CEIRFEAH

HIXyvahwewE (R - 58
®L) ZRIEEH

24 VT v I ANEE N & IREE &
£bonelndexh\&EFE A % &EEE 7
“£materialindexh‘ &5 F A % KA H



|7 v>osmime 16 bytes)

struct ChunkHeader {

uint32_tfource; 1/ F v v JHBIF (AXF)
uint32_t size; /A4 Ba— kg4 (XA B)
uint32_t version; /vl Tl 1 EE

uint32_t flags; /vl Tl& 0 BElE

|5

I fourcc R
74—=<vhk:

IEREIC 4 3XF D ASCII XF
KXFDH

WFHEA
XFtw b [A-20-9]

335 fourcc MFLY:

INFDFHBF (F): vBo, 1B0) (. null #RIFT 4 /N1 NIRRT S ©

'VBO\O' // null§&ikT4/N4A b
'IBO\O’ // null#&imT4/84 K

BEhHl:

® STRO, MATL, SKEL, MSHO
e VB0, IBO, SUBO, IBND
e BNDO, GBTM, ANIM, CLPO

HELh7

stro (UNXFIEAAT)

Mesh (N\XFEED)

MAT (REH4THRWL)
MATLL (RSN 4%BZ3)

REA:

// fourcc % uint32 & LTS (little-endian)
uint32_t fourcc_vb0 = 0x30304256; //'VBO\0' % little-endian TH&#M
/I V=0x56, B=0x42, 0=0x30, \0=0x00

/184 MBS & U TEERR
if (memecmp(&chunk_fource, "VB0\0", 4) == 0) {

/I VBO F v > & JL18
}

ARER

e fourcclI W 4NT kb & LTS
o 3XFDHAIE null iRiE (0) TEDHS
o ZIR—2 () EDHIFFEHALAEWL

Istro (xz515—o0) -wm
Bis:
stringCount: uint32

offsets: uint32[stringCount]
stringData: char{] // UTF-8, null§%if



R#:

o SE1EHIR
o HEIEY — b (UTF-8 byte-wise)
e ID: OXFFFFFFFF=7L

I MATL (Material Slots) - GOM #7E
1BE:

materialSlotCount: uint32
slots: MaterialSlot[materialSlotCount]

MaterialSlot:

nameld: uint32

flags: uint32

kd, ks, ke: float32[3]

shininess, opacity: float32

diffuseMapld, normalMapld, specularMapld, emissiveMapld: uint32

F7#LEFETTUTIL

kd =(1.0, 1.0, 1.0)

ks =(0.04, 0.04, 0.04)
ke =(0.0, 0.0, 0.0)
shininess =32.0
opacity=1.0

ISKEL (Skeleton) - GOM &
BE&E (SoAR:R) :

boneCount: uint32

parent: int32[boneCount] /1-1=8%L
nameld: uint32[boneCount]  // STROSHE
pathld: uint32[boneCount]  // STROZEE
bindLocal: float32[boneCount][16] // row-major 4x4

R#:

e parent[i] <i (fEERBEEMLE)
e bonePath HZJETY —~

I MSHO (MeshPart Container) - GOM ‘B

REBF v > 7.

VBO: TEm/\Y 7 7

IBO: f > F w4 Z/N\w 77 (uint32)
SUBO: H T X v aESE

IBND: InverseBind{7%!|

BNDO: BindLocal{T5] ({£E)

GBTM: MeshBindGeoToModel (f£E)

VFOLTER 7 #—< v k (72 bytes) :

position: float32 x3 (12 bytes)

normal: float32 x3 (12 bytes)

tangent: float32 x4 (16 bytes) // w=handedness
uv0: float32 x2 (8 bytes)

bonelndex: uint16 x4 (8 bytes)

boneWeight: float32 x4 (16 bytes)

| ANiM/ cLPo (Animation)

ANIM #&5&:



clipCount: uint32
clips: CLPO[clipCount]

CLPO 18:&:

nameld: uint32

duration: float32 // seconds

rootBonelndex: int32

interpMode: uint32 // IM_LINEAR_SLERP = 1
flags: uint32  // HasRootMotion, Loop(F#1)
trackCount: uint32

tracks: Track[trackCount]

Track i8i&:

bonelndex: uint32

trkeyCount, rotKeyCount, scKeyCount: uint32
trKeys: TrKey[]

rotKeys: RotKey[]

scKeys: ScKey[]

HRR:

e Translation/Scale: $&HZ 4R
e Rotation: slerp (dot<0 7% 5 flip)

71 MERE

BE
GOMV1 TlE. IRTDIERDAR—>T 4 MIUATOFRRMICHRES -

1. ZRARE: 5O LEDFEIL EMI4D DA FF
2. B8511.0: 71 hEEE 1.0 IZIERE
3. YV —FiR$:

® boneWeight P&IIE

o [FMEDHZEIE bonelndex FIE

B4 = DRI

AT n EDR— T2 (bonelndex(i], boneWeight[i])
B KRARMEDERL S E

FlE:

/1. weight BZJIE. [E{E7%5 bonelndex FIETY — b
std::sort(influences.begin(), influences.end(), [J(auto& a, auto& b) {
if (a.weight |= b.weight) return a.weight > b.weight; // [ZII&
return a.bonelndex < b.bonelndex; // FIE

D;

/2. Eii42 DIMRIF
if (influences.size() > 4) {
influences.resize(4);

}

I13. BEt&EtE

float sum = 0.0f;

for (auto& inf : influences) {
sum += inf.weight;

}

I14. L
for (auto& inf : influences) {



inf.weight /= sum;

}

/1'5. MEAREDIZE (F01E&H
while (influences.size() < 4) {

influences.push_back({0, 0.0f});
}

15
fl 1: 3%&

AJT: bi=[3,1,2], bw=[0.5,0.3,0.2]
4 73: bi=[3,1,2,0], bw=[0.5,0.3,0.2,0.0] // BEICPEIE. 012

Bl 2: ) — FHBE

AJT: bi=[1,3,2], bw=[0.3,0.5,0.2]
Y — %1 bi=[3,1,2], bw=[0.5,0.3,0.2]
i 773: bi=[3,1,2,0], bw=[0.5,0.3,0.2,0.0]

Bl3: 5858 (MU VIBE)

AT bi=[0,1,2,3,4], bw=[0.4,0.3,0.2,0.08,0.02]
{1142 bi=[0,1,2,3], bw=[0.4,0.3,0.2,0.08]

&5t 0.98

IE#R1E: bi=[0,1,2,3], bw=[0.408,0.306,0.204,0.082]

Bl 4: AfEDZS

AJ7: bi=[3,1,2], bw=[0.5,0.25,0.25]
Y — b1 bi=[3,1,2], bw=[0.5,0.25,0.25] // 0.25 [E{&I& bonelndex FIIE
H73: bi=[3,1,2,0], bw=[0.5,0.25,0.25,0.0]

B
ZHEY — LIS T2 REEL AT U 5730 ¢

X]| TNTOIERD 4 EUT

1o za4 FEEH 1.0 £ led

x] boneWeight [#IE. [EE%: 5 bonelndex FIE

x] bonelndex H&EE A (0 <= bonelndex < boneCount )

e o0 0
—r—r—r—

REEIREE
V-t

TARTDIEFIF UTF-8 byte-wise FEIE THEE:

. bonePath: SKEL ® bonelndex B

. meshNodePath: MSHO ® MeshPart B
. materialKey: MATL @ materiallndex B
. clipName: MTA @ CLPO lEF?

BEors

BWN

/I UTF-8 byte-wise tE# (memcmp / strcmp)
/| B — JUIRTFEELE
I RXFINCFIRY f=feH 2L

EEIEE



o HABERIIC floatd2 NF ¥ R
o VertexKey | bitwise —BLLES
o REHIFFARE (le-5 H)

Jcomvio

HR— MEEE:

AEFIAYD a2 [AF VB LAY
Phong /N7 7L
R=>TZX—=>3> (T/R/S)
IL—hrE—> 3Vl (X/Z#%E). YEh[EIER)

HIBR:

Uv: 1w b
4 > w2 R uint32 D H

fvravio

HR— MEEE:
o BT _X—>3a>ouvyr
o skeletonSig Bt F v ¥
o SREMIRIE

HUBR:

e GOM O SKEL X B#MEh % 3156 D AHEATIEE
e bonelndex & GOM ? boneCount KiG THRITNIEHE S BN

| =mEmpur oy
GOM {al:
// SKEL » 5 skeletonSig #5t&

uint8_t gom_sig[32];
compute_skeleton_sig(skel, gom_sig);

MTA f8l:
Il ~v B> skeletonSig & i AH

uint8_t mta_sig[32];
memcpy(mta_sig, mta_header.skeletonSig, 32);

HzE:
if (memecmp(gom_sig, mta_sig, 32) = 0) {

error("Skeleton mismatch!");

}

2EH A 1
e e

1EE E2E(E
maxBoneCount 4096

maxVertexCount 10,000,000



1HH HELE(E

maxIndexCount 30,000,000
maxMaterialSlotCount 65,535
maxSubmeshCount 65,535
maxClipCount 1024
maxTrackCount 8192
maxKeyCountPerClip 1,000,000

E5izs

WEBFTVY:
1. Bind Pose Consistency: inverseBind * bindLocal = Identity
2. Weight Normalization: sum(boneWeight) = 1.0 + 1e-4
3. BoneIndex Range: 0 <= bonelndex < boneCount
4. Index Range: 0 <= index < vertexCount
5. Submesh Coverage: E#87%4 L. BaRE%A& L. 30DEH
6. Material Index Range: 0 <= materialindex < materialSlotCount

| o—2—xu0)

void ParseGOM(const uint8_t* data, size_t fileSize) {
/1.~y BEGEHAL (512 bytes)
const GOMBHeader* header = reinterpret_cast<const GOMBHeader*>(data);
ValidateHeader(header);

2. F %> & IEXFZHFAD
size_t offset = 512;

while (offset < fileSize) {
const ChunkHeader* chunk = reinterpret_cast<const ChunkHeader*>(data + offset);

1154 XH&EE

if (offset + 16 + chunk->size > fileSize) {
Error("Invalid chunk size");
return;

}

// payload J0LI2
const uint8_t* payload = data + offset + 16;

switch (chunk->fourcc) {

case FOURCC('STRO0"):
ParseSTRO(payload, chunk->size);
break;

case FOURCC('SKEL"):
ParseSKEL (payload, chunk->size);
break;

. woFv>s

default:
NI FKEMF v > I ERFY T
break;

IIRDF %> o I1CH8E) (16-byte 754 A2 b)
offset = ALIGN16(offset + 16 + chunk->size);
1
}

| comTo001 (GOM 7% 2 RZR)



B

UTF-8 (BOM# L)

BE) TSR

NG G
TNy IR TOREAETIER

BAEE

Skeleton ={ ... }
MaterialSlots = ... ]
Meshes =] ... ]
Animations = ... ]

Skeleton

Skeleton = {
boneCount = 3,
bones = [
{ parent = -1, name = "Root", path = "Root", bindLocal =[...] },
{ parent = 0, name = "Spine", path = "Root/Spine", bindLocal = [...] },
{ parent = 1, name = "Arm_L", path = "Root/Spine/Arm_L", bindLocal = [...] }
]
}

MaterialSlots

MaterialSlots = [
{

name = "DefaultMaterial",

phong = {
kd =[1.0, 1.0, 1.0],
ks =[0.04, 0.04, 0.04],
ke =[0.0, 0.0, 0.0],
shininess = 32.0,
opacity = 1.0

1

maps = {
diffuse = "textures/diffuse.png"”,

m
3

normal =

specular =",

emissive ="
1

}

]

Meshes 4l

Meshes = [
{
name = "CubeMesh",
meshBindGeoToModel = [...], // 4x4 175
vertices = [
{p=1I[x,¥, z], n=[nx, ny, nz], t = [tx, ty, tz, tw],
uv = [u, v], bi=[0, 0, 0, 0], bw = [1.0, 0, 0, 0] },
/.. fEDTES
I
indices = [0, 1, 2,2, 3,0, ...],
submeshes = [
{ materiallndex = 0, indexStart = 0, indexCount = 36 }
I
inverseBind = [[...], [...], [...] ] // boneCount {E® 4x4 175



Animations 44

Animations = [
{
name = "WalkCycle",
duration = 1.0,
rootBonelndex = 0,
flags = 0,
tracks = [
{
bonelndex = 0,
trKeys = [ { time = 0.0, value = [0, 0, 0] }, ... ],
rotKeys = [ { time = 0.0, value = [0, 0, 0, 1]}, ... ],
scKeys =[{time = 0.0, value = [1, 1, 1]}, ... ]
|3
/. fOoR=>D Sy
]
}
1

fvTA sz bR (1 TlgEYR— 1)
V1 TIEMTADTF X M (MTAT0001) FTZEL FEA.
HEH:
o REMMRIMORE FHITI—R. TH. T>IA—T 1 VJF)
o N—HDEMMIELR
o v1 MFRETAEE (deterministic binary, Al safe) (ZEH
vl THER—-FIh3ER:

e X MTAB0001 (/N FUFRDHA)
e X MTAT0001 (53 R FERIFIEYHR—F)

v2 L& TOIREIEIE:
o T X MERIERHICHKNEHLESH (TNYITEE)
o NELRIZA. canonicalformZ S5 EHTBHH
o NAFURERTHRLHIEE. BMLAVWARENEDH S

vl REZEADIE:

e "MTATO001" UADIY Ty I F U N—EHRARAALT—LT B

o T 5—Xvyt—If: "Unsupported MTA format. Only MTAB00O1 is supported in v1."

| 75z rER e s FURROES

HE T*Z MR
AIEE O NN 3
T7AIUNTFAX X REL
IN—ZRE AEW
FNy Y O
Jakg1E>Y O FEETTHE
Jaforay g =i:2

HRRE:

o FERMEN:BARFPOTNVI. FTOMEAEYT TR ST —2EK
o NTFHURN:RIKEILR. 0402 3 VR KRIRT—4

| =iy — L)

/1. FBX &&#AL (FBXSDK)
// 2. bonePath FEIETR—>%&Y —k
// 3. meshNodePath F#EIET Ay > a &Y —k

X NAFY
O/hzEwn

O &L
A= ILIRE
x Y — LA

O H#22

N1 FURR



Il 4. materialKey F#EIET~YT Y 7ILEY— b
/5. B8 % geometry ZBRS [C i

I16. 94 FEERLE (RK4FE. §511.0)
/7. GOM/MTA %71 (16-byte 7 5 1 >)

&< HBE[ (FAQ)

Joi:com « Fex DimLVE 2

A: GOM |3 FBX 7 — LEITAR&BELART Y,

HE FBX GOM
RITHHKAF FBXSDK 4% &
geometry ZEf4 J—RZrICERB -
REME fREE& L REEDH D
T7AITFAX AEWV hEWV
N—REE E LN peA

| 2 vtaguETT 12
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I Q4: skeletonSig M—HLABVWIS—HHFT
A UTZRESERL TS IZT Ly
FxyvIUXE:
1. bonePath H—EIL TW3h
e GOM & MTA TR ULA—FEEHM?
o R—VEAHNELRI—HMLTVWBN?
2. parentindex B"—¥ L TW3hH
o HFRFEHIRELCH?
3. boneCount H"—E L TW3hH
o R—YHHELM,?
BE: bindlocal B'ER>TWTH. BEEEE (bonePath + parentindex) HEILASEAAEETY .
TNy IR

// GOM 0 skeletonSig % 1]



uint8_t gom_sig[32];
compute_skeleton_sig(gom.SKEL, gom_sig);
printf("GOM skeletonSig: ");

for (inti=0;i< 32; ++i) printf("%02x", gom_sig[i]);
printf("\n");

// MTA @ skeletonSig % H 1]

printf("MTA skeletonSig: ");

for (inti = 0; i < 32; ++i) printf("%02x", mta.header.skeletonSig[i]);
printf("\n");

o5 itio MTA T 7 1 L EREBSICER 9 2
A: 1V, AJEETTY,
&

1. IXRTEL skeletonSig
2. clipName H'E#E LA

7 71 LB

character.gom
character.idle.mta
character.walk.mta
character.run.mta
character.attack.mta

fEWA:

/1 $RTO MTA ZFRIHAD
LoadMTA("character.idle.mta");
LoadMTA("character.walk.mta");
LoadMTA("character.run.mta");

// clipName TH4%E
PlayClip("idle");
PlayClip("walk");
PlayClip("run");

EE:GOM & MTATREIL clipName BH 2 TS5 —ICHD £,

Jos: maor—<v rezETEETH 2
A: vl TlEVFO1 DAHHR—FTY,
VF01 DAE:

position: float32 x3
normal: float32 x3
tangent: float32 x4
uv0: float32 x2
bonelndex: uintl6 x4
boneWeight: float32 x4

v2 MBEDILETFE:

BHUWEY
ERAT—
BN tangent
ARZLBREMS

o seemma e smosn 2

A:F—DANDSBICE—OHEADERETNDE CEZRELET,



B{&H:

<a id="sec-71"></a>

#BL FBX &M 2 L. BICEL GOM LRSS
/converter input.fox -o output1.gom

./converter input.fbx -0 output2.gom

diff output1.gom output2.gom # ZR7%L

REES N BIRE:

o R—>0|EF (bonePath FHEIE)

Xwa0lEF (meshNodePath FE/E)

TV T7ILDIEF (materialKey EFEIE)
TZX—=>a>y)yIOIEF (clipName FHE|E)
EFENESE (float32 #ET—E)

BEEEH
o N— 3 EIE (Git) TEDH AR

e BHTIMIRE
o EILFOBRUMREEETNS

Jos: v v poESLEBL e SHROETH ?
A RF =V TRERDBIELE I

EERIZS:

boneWeight = [0.5, 0.3, 0.2, 0.0] // &5t 1.0

boneWeight = [0.5, 0.3, 0.2, 0.1] / &5 1.1 (RF—ILAZh 3)
boneWeight = [0.5, 0.3, 0.1,0.0] / &5t 0.9 (R4 —ILAZEH 3)

¥R

o Y —)LIFT U A M EIERIL
® [—4—I|Z validationFlags = HMEsR (BEI1ER)
o [—A—|IHBITHEEE ( sum(boneWeight) == 1.0 + 1e-4 )

| com R

FBXZEZ ST IZTRIN

geometry ZERE TR ¥ = VU 5EHE
REMAREE (F—FBX—FE—GOM)
E{THICFBXSDKAE

| VA o=

o T X— 3 DIIIERE

o T ALY+ XHIE (SKELEES)

o H7LZGOMTHEMARAEE (skeletonSig—E)
o BT A—>a > nENTInEX

| as
Ei
o GOM F¥#li{tHk: Docs/GOM_Docs/spec_Sources/Original/INDEX.md

o MTA F¥#1EHk: Docs/GOM_Docs/spec_Sources/Original/spec_binary/20_mta_format.md
o ZHRERE: Docs/GOM_Docs/spec_Sources/Original/changes/CHANGELOG.md
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N—23>2:GOM V1.0 / MTA V1.0
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End of Quick Reference
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