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The goal of the Glob format is to specify a standard file format for storing basic textured 3D scenes. The format is intended to be easy for anyone to implement, while providing independence from image-loading libraries and texture databases. Textures are stored in a raw format inside of the glob file instead of an external source. An image loader is not needed because the texture data is ordered in basic RGBA form. The glob format is not intended to store advanced scene data such as bsp nodes, potentially visible sets, shadow volume data, lighting data, etc. This enables the user to implement the scene data in his own unique application. The glob format is not expected to have a small file size for complex scenes. Although, compressing the .glb file can reduce the size as much as 80% in some cases, making storage or internet transfer easy.





The format of the glob file is simple to understand. The first part of the file is the header containing information about the textures and meshes. The texture data follows the header while the mesh data follows the texture. Textures consist of the texture name and textels. Meshes consist of the mesh name and the set of 3-sided polygons used by the mesh. Each polygon contains 3 vertices and an index into the set of textures.





Header





Byte		Size(bytes)	Value


====		====		================


1 - 4		4		Glob ID. A set of 4 characters reading  'G', 'L', 'B', '#' where # is the version of the glob file format.


5 - 37		32		Map name. A null-terminating set of characters defining the name of the map.


38 - 41	4		Number of textures contained in the glob file. (4-byte unsigned value)


42 - 45	4		Number of meshes contained in the glob file. (4-byte unsigned value)


46 - ?		varies		[ Textures ]


? - ?		varies		[ Meshes ]








Textures





Byte		Size(bytes)	Value


====		====		================


1 - 32		32		Texture name. A null-terminating set of characters defining the name of the texture.


33 - 34	2		Textel width of the texture. (2-byte unsigned value)


35 - 36	2		Textel height of the texture. (2-byte unsigned value)


37 - ?		(w * h) * 4	Texture data. Consecutive sets of red, green, blue, and alpha components of the texture. This set of


				1-byte unsigned value quads spans textel width * textel height * 4 bytes.





Meshes





Byte		Size(bytes)	Value


====		====		================


1 - 32		32		Mesh name. A null-terminating set of characters defining the name of the mesh.


33 - 36	4		Number of 3-sided polygons for the mesh. (4-byte unsigned value)


37 - ?		numPolys	[ Polygon ]








Polygon





Byte		Size(bytes)	Value


====		====		================


1 - 4		4		Vx. X position of vertex 1 to the mesh. (4-byte signed floating point value)


5 -8		4		Vy. Y position of vertex 1 to the mesh. (4-byte signed floating point value)


9 -12		4		Vz. Z position of vertex 1 to the mesh. (4-byte signed floating point value)


13 -16		4		Nx. Vertex normal X of vertex 1 to the mesh. (4-byte signed floating point value)


17 - 20	4		Ny. Vertex normal Y of vertex 1 to the mesh. (4-byte signed floating point value)


21 - 24	4		Nz. Vertex normal Z of vertex 1 to the mesh. (4-byte signed floating point value)


25 - 28	4		S. Texture coordinate s of vertex 1 to the mesh. (4-byte signed floating point value)


29 - 32	4		T. Texture coordinate t of vertex 1 to the mesh. (4-byte signed floating point value)





33 - 36	4		Vx. X position of vertex 2 to the mesh. (4-byte signed floating point value)


37 - 40	4		Vy. Y position of vertex 2 to the mesh. (4-byte signed floating point value)


41 -44		4		Vz. Z position of vertex 2 to the mesh. (4-byte signed floating point value)


45 -48		4		Nx. Vertex normal X of vertex 2 to the mesh. (4-byte signed floating point value)


49 - 52	4		Ny. Vertex normal Y of vertex 2 to the mesh. (4-byte signed floating point value)


53 - 56	4		Nz. Vertex normal Z of vertex 2 to the mesh. (4-byte signed floating point value)


57 - 60	4		S. Texture coordinate s of vertex 2 to the mesh. (4-byte signed floating point value)


61 - 64	4		T. Texture coordinate t of vertex 2 to the mesh. (4-byte signed floating point value)





65 - 68	4		Vx. X position of vertex 3 to the mesh. (4-byte signed floating point value)


69 - 72	4		Vy. Y position of vertex 3 to the mesh. (4-byte signed floating point value)


73 - 76	4		Vz. Z position of vertex 3 to the mesh. (4-byte signed floating point value)


77 - 80	4		Nx. Vertex normal X of vertex 3 to the mesh. (4-byte signed floating point value)


81 - 84	4		Ny. Vertex normal Y of vertex 3 to the mesh. (4-byte signed floating point value)


85 - 88	4		Nz. Vertex normal Z of vertex 3 to the mesh. (4-byte signed floating point value)


89 - 92	4		S. Texture coordinate s of vertex 3 to the mesh. (4-byte signed floating point value)


93 - 96	4		T. Texture coordinate t of vertex 3 to the mesh. (4-byte signed floating point value)





97 - 100	4		Index into the set of textures specifying the texture used by this polygon. A value of -1 means there


				is no texture associated with this polygon (4-byte signed value)





Example files can be downloaded at:


Doom3 Map - http://globformat.tripod.com/examples/Doom3.zip


Quake 3 Map - http://globformat.tripod.com/examples/Quake3.zip





Please send any questions or comments to mtanks2002@yahoo.com


