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Game Oriented Model Format (.gom) Version 1.0 (Complete Specification)

1. BB
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2. EfEEETR) ¥ — (REFH)

Invariant A: TE 52 ZEfH]
o TELILEIC geometry (=EF/ILO—7HIL) ZB[]

o XEZVIUHERS geometry ZEfH
o instanceWorld (3¥EEIEHIC 1[E]D #HEFA

|zt=sm

o XEZVUEAT world IC8E<
e geometry_to_world Z3EZHEAY %

3. 175% (RREIE)

GOMVITIZUTZEET %o

BER : float32

XEYAL : row-major

SEERRN © row-vector BT (p'=p* M)
1THNEEIC 4x4



e [EHZ% . Left-handed / Y-up / meters

4. 7 74 LR

GOMIFTF X FFZE, (GOMT0001) & /N FUFR (GOMB0001) %D,

Ry o+ N— (FEE8NA k)

e GOMTO0001
e GOMB0001

5. 7% X 2, (GOMT0001)

UTF-8 (BOMZ L) . #8i&Y 7 ZILER.

5.1 Skeleton

Skeleton = {
boneCount = <int>,
bones = [

{
parent = <int>,
name = "<string>",
path = "<string>",
bindLocal = [[...],[...],[--.],[---]]

}

]
}

e bonesEcFlEA bonelndex
e pathlZEREZENEHR

5.2 MeshPart

Meshes = [
{
name = "<string>",
meshBindGeoToModel = [[...1,[...],[...,[.--]],
vertices = [ { p,n,t,uv,bi,bw } ],
indices =1 ... ],
submeshes = [ { materiallndex, indexStart, indexCount } ],
inverseBind =[[[...]] ]
}
]

EEREY: CRC%)

o RARARE
o S5T1.0E#t
o weightf#)[E. FEfEl&bonelndexFIBZ1 T L —2

5.3 Animation

Animations = [

{



name = "<string>",
duration = <float>,
rootBonelndex = <int>,
flags = ["HasRootMotion"],
tracks = [ { bone, keysl[] } ]
}
]

#f3 : T/S=linear. R=slerp

6. MeshPartiR#y

Rule M1

® FBXXw a/— REfITMeshPart4Eng
o YT )7 IPENESUBOTRIE

Rule M2
T Di5GEIEMeshPartE 9E|§ 3 :

o RIXTILE B
e inverseBindh' &% 3

7. N1 FURE, (GOMB0001)

T1EEA YA (512 bytes)

Little EndianEE,

|71 8%
® magic (&&EIC GOMB0001 (8 bytes ASCII)

® headerSize I3FIC 512
® formatVersion (E&EIC 1

I7.l.2§'J¥1|E (enum) E&

AERD enum [ETAT uint32 £ § B, KED enum [EEZITE S 723HE. ARAIITST—r 93 (vl) o
endianness (Jf3kF)
v1TIE7 7 1 JLIdLittle EndianEEEH. FHRILRD =N v A enum ZHFD,

® ENDIAN_LE=1 (Vl1lZEICCh)
e ENDIAN BE=2 (F#)

coordinateSystem

® CS_LH YUP_METERS =1

matrixConvention



TP TEINIE+HERRKN) 2XRT,

® MC_ROW_MAJOR_ROW_VECTOR_RIGHT_MUL =1

e

filt

e 175id row-major THMINS (m00,m01,m02,m03,m10,...)
o (&l row-vector £ LTHW p=p*M (p=[xyz1])

I 7.1.3 validationFlags (bitfield)

validationFlags (& uint32 o

e bit0 (1<<0) :bindPosePass
e bitl (1<<1) :weightsPass

® bit2 (1<<2) :submeshMaterialsPass

F#9 ¢ bit3LARRIZFRA. vITIZ0,

I 7.1.4 chunkTablemissz

® chunkTableOffset == 0 DIFE : ChunkTableZz L

® chunkTableOffset =0 DIHFE © 7 71 ILEEHISD/INA FF 7t w b T ChunkTable LEEX 18T

® chunkTableCount (T > k%

char magic[8] // GOMB0001
uint32 headerSize /1512
uint32 formatVersion /1

uint32 coordinateSystem  // enum
uint32 matrixConvention ~ // enum

uint8 sourceHash[32] /I SHA-256 raw
uint32 converterVersionStr // STRO index

uint32 validationFlags  // bitfield
uint32 chunkTableOffset

uint32 chunkTableCount

uint8 reserved...] // 012 &

1

1) F

8.1 Endianness

8. N1 F ) &FED
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e Little EndianElE

82774 X2 b

o FyIUIFI6NA MERICT 1>

8.3 F v VU EAIELS

uint32 fourcc
uint32 size

uint32 version
uint32 flags

byte payload[size]
padto 16



8AF v IOHYAZXLERFT v (WA)

o sizeh 7 A IILKEEBZ ZHEIFENTS—
o SizehREFE#BIZIHBEIETS—

85KMF vV

o kxtitfourccldsizesy ¥ v JEIEE

8.6 ChunkTable ({F=

e chunkTableOffset!=0 M#ZF&. ChunkEntryfc% % {R4F

8.7 MSHO.flags (f£E

e bit0=indicesl6
® bitl =hasGBTM
o FHIE W ;IO

ONATIFVv U UERLAT D
~

STRO

uint32 stringCount

uint32 offsets[stringCount]
uint32 dataSize

uint8 data[dataSize]

SKEL

uint32 boneCount

int32 parent[boneCount]

uint32 nameld[boneCount]
uint32 pathld[boneCount]

float32 bindLocal[boneCount][16]

MSHO

uint32 meshNameld
uint32 vertexFormat
uint32 vertexCount
uint32 indexCount
uint32 boneCount
uint32 flags

uint32 reserved[2]

| vo

uint32 vertexCount

uint32 stride

uint32 vertexFormat

uint32 reserved

uint8 data[vertexCount*stride]



N

uint32 indexCount

uint32 indexSizeBytes

uint32 reserved[2]

uint8 datafindexCount*indexSizeBytes]

| suso

uint32 submeshCount
struct { int32 materiallndex; uint32 indexStart; uint32 indexCount; }

Y

uint32 boneCount
float32 inverseBind[boneCount][16]

] snoo

float32 aabbMin[3]
float32 aabbMax(3]
float32 sphereCenter[3]
float32 sphereRadius

feerm 2=

float32 meshBindGeoToModel[16]

ANIM

uint32 clipCount

CLPO

uint32 clipNameld
float32 duration
float32 sampleRate
int32 rootBonelndex
uint32 flags

uint32 trackCount

TrackiBis :

int32 bonelndex

uint32 keyCount

for each key:
float32 time
float32 tr[3]
float32 rot[4]
float32 sc[3]

10. Y — )LI&EE (WA7E)

e BindE&
e UIA &5t
® SubmeshmZaHE



e bonelndexfHF v o
e index#HAF v

11. EEZ LN (VIHEEE)

11.1 i A A EPR(E (HE3E)
REIIUTOLRZEFZ O 2##ET3 (BBERIZIS—)

maxBoneCount = 4096

maxVertexCount = 10,000,000
maxIndexCount = 30,000,000
maxClipCount = 1024

maxTrackCount = 8192

maxKeyCount =1,000,000 (&) v ZEifi)

X REMTEEARELD EFIFRTIAHRAHIFELE,

112 WBF v I%E N1 F1)
B MSHO U TFTOFF vy o NEBETD -

VBO
I1BO
SUBO
IBND
BNDO

GBTM (FEEo

IBO.indexSizeBytes I& 2 £7zld 4 DAHFFEI, ZHANMEFTAHAAAT T —,

11.3 7= X £ —BZ3R48
o keys[].time [XFIEHE

® (<=time <=duration
o JL—TJHLERL time =fmod(time, duration) Z#E£32

11.4 inverseBind DEZ
inverseBind[i] . bindZZ(CZ&1F % boneWorld[i] DE1TFIHEE T 0

AFZVINLy MMIUTTHERINS :
palette[i] = boneWorld_current[i] * inverseBind[i]

CHUSE D, geometry ZBRNTRF Z VI HTRET B

End of GOM Specification v1.0
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