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What is a 3D file format ?



First iteration

• BSON

• Really fast to read/write

• Contains only datas used in Speedernet Sphere

• Not easy to update

• No retrocompatibility



New iteration

• Binary

• Hard to write / easy to read

• Retrocompatible with some limits

• Contains only datas used by the objects



The navigation: The blocks

• 1°) The header:
• Contains all informations about the file

• 2°) The lights block:
• Contains datas about lights ()

• 3°) The textures block:
• Contains filenames of the textures used in that scene

• 4°) The nodes:
• Contains datas about 3D objects



The big change: Pointers



Why are they useful ?

• In the header:
• Allow the reader to jump from the header to each other block with ease

• In the blocks:
• Allow the reader to jump to any parameter of one element in the block

• Allow the writer to not write an element in the file if it is not relevant

• Give a lot of control to reader on how they want to read the file

• Allow an old software to load new version of the file


