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1.
pvm PVr Manipulation pvr pvr
pvr
pvm
o IFF
©)
©)
©)
©)
o texId
o pvr pvm
pvr pvm  pvr
o pvm
©)
o Ninja pvm texlist
o global Index
o PVPL

PVRT

pvm
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PVRT
PVRT4)
bytesize(4)
| _bytesize
padding ]
+—
PVRT4) PowerVR
bytesize(4)
category code(4) 4bpp  8bpp
xsize(2) ysize(2)
4“— 32
Data
bytesize

bytesize
texlist global Index
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global Index
pvm
pvm

PVMH_PS_BANKID

global Index
PVMH PS BANKID

PVMH
global Index
PVMH  pvmstatus
global Index

pvm globallndex

global Index

4bpp
8bpp

PVRT

4bpp
global Index
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bytesize

<Pvm format>

[PVMHT4)][bytesize(4)] -~ IFF
[PVMH J(PWM )
[ MDLNT4)][bytesize(4)] -~ IFF
[MDLN 1C )
[CONVT4)][bytesize(4)] <~ IFF
[CONV 1C )
[PYMIT4)][bytesize(4)] -~ IFF
[PVMI 1 ( )
[IMGHT4)][bytesize(4)] -~ IFF
[ IMGH 1C )
[PVPLT4)][bytesize(4)] -~ IFF
[PVPL 1C )
[PVRT4)][bytesize(4)] -~ IFF
[PVRT J(PVR )
[COMMT4)][bytesize(4)] <~ IFF
[COMM 1C )
o IMGH PVRT
o PVPL PVRT
O pvm PVMH
COMM  PVMH COMM PVMH
pvm PVMH
o IFF
PWM
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2.2

ChunkName : PVMH’

(PVM Headder Infomation)

pvm pvm PVMH
PVM pvr
texlId entryld pvr
global Index

[PVMHT4)][bytesize(4)]

[pvmstatus(2)][entrycount(2)]

{ [entryld(2)][pvrname(28)][categoryCode(2)]
[entryStatus(2)][Bankld]global Index(4)][PaletteBankld(2)] }

entryconut entrycount
pvrname, categoryCode
entryStatus globallndex pvmstatus
pvmstatus
2 pvm

#define PVMH_PS PVRNAME (1<<0)
#define PVMH_PS CATEGORYCODE (1<<1)
#define PVMH_PS _ENTRYINFO (1<<2)
#define PVMH_PS GLOBALINDEX (1<<3)
#define PVMH_PS CHUNK MDLN (1<<4)
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#define PVMH_PS_CHUNK_CONV (1<<5)
#define PVMH_PS CHUNK_ PVMI (1<<6)
#define PVMH_PS CHUNK IMGC (1<<7)
#define PVMH_PS CHUNK_ PVRT (1<<8)
#define PVMH_PS_CHUNK_COMM (1<<9)
#define PVMH_PS BANKID (1<<10)
#define PVMH_PS CHUNK PVPL (1<<11)
PVMH_PS_PVRNAME pvrname

PVMH_PS_CATEGORYCODE CategoryCode
PVMH_PS_ENTRYINFO  EntryStatus
PVMH_PS GLOBALINDEX GloballIndex

( ) Ninja pvm
PVMH_PS_CHUNK_MDLN MDLN

PVMH_PS_CHUNK_CONV CONV

PVMH_PS_CHUNK_PVMI PVMI

PVMH_PS_CHUNK_IMGC IMGC IMGC

PVMH  entrycount IMGH

PVMH_PS_CHUNK_PVRT PVRT PVRT

PVMH  entrycount PVRT

PVMH_PS_BANKID globalIndex

PVMH_PS_CHUNK_PVPL PVPL pvm PVPL
PVRT
entrycount
pvm pvr
entryld
pvm Entryld TexId PVRT
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Entryld
texlist
PVMH i j

Swap(data[i], data[j])

PVMH  Entryld

pvrname
Texlist Gigen global Index
categoryCode
PVR PVRT
PVMH
entryStatus
pvm pvr CategoryCode
#define PVMH _ES W8 (D
#define PVMH_ES W16 2
#define PVMH_ES W32 )
#define PVMH_ES W64 (&)
#define PVMH_ES W128 (5)
#define PVMH_ES W256 (6)
#define PVMH_ES W512 )
#define PVMH_ES W1024 (8)
#define PVMH_ES H8 (1<<4)
#define PVMH_ES H16 (2<<4)
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#define PVMH_ES H32 (3<<4)
#define PVMH_ES H64 (4<<4)
#define PVMH_ES H128 (5<<4)
#define PVMH_ES H256 (6<<4)
#define PVMH_ES H512 (7<<4)
#define PVMH_ES H1024 (8<<4)
#define PVMH_ES LOCK_ORDER (1<<8)
#define PVMH_ES LOCK PVR (1<<9)
#define PVMH_ES DITHER (1<<10)
#define PVMH_ES ADITHER (1<<11)

PVMH_ES_LOCK_ORDER
PVMH_ES_LOCK_PVR pvr
PVMH_ES_DITHER

PVMH_ES_ADITHER o
PVM_ES_W8

PVM_ES_W16 16
PVM_ES_W32 32
PVM_ES_W64 64
PVM_ES_W128 128
PVM_ES_W256 256
PVM_ES_W512 512
PVM_ES_W1024 1024
PVM_ES_H8

PVM_ES_H16 16
PVM_ES_H32 32
PVM_ES_H64 64
PVM_ES_H128 128
PVM_ES_H256 256
PVM_ES_H512 512
PVM_ES_H1024 1024

global Index
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ChunkName : TCOMM?
(pvm COMMent)

pvm
pvm

[COMMT4)][bytesize(4)]
[free comment string]

free comment string
Bytesize string
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ChunkName : MDLN”

(pvm MoDeL Name List)

pvm
pvm texId

[ MDLNT4)][bytesize(4)]
[modelcount(2)]
{ [model name string] }

modelcount
pvm
texld

model name string

pvm

Texld

pvm
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ChunkName : TONV?”
(pvm CONVerter)

pvm PVMConv pvm

PVRConv
/usr/local/project/pvmconv2 -di — pvmconv2 -di
pvmconv2 — pvmconv2
-vg2 -t - PVMConv -vg2 -t
PVMI option

string

PVMI

-vg4
/ pvm
PVMConv

[CONVT4)][bytesize(4)]
[converter name string(pathbytesize)]
pathbytesize converter name
converter name string
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ChunkName : PVYMI”’

(PVM Infomation)

pvm

PVMH entrycount
PVMConv

CONV

[PYMIT4)][bytesize(4)]

[pathbytesize(2)][optionbytesiz€?2)]

{ [texture name string(pathbytesize)]
[option string(optionbytesize)] }

PVMH entryconut

pathbytesize texture name string

optionbytesize option string

texture name string
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option string

ChunkName : 1IMGC?

(Original IMaGe Container)

IMGH

[IMGHT4)][bytesize(4)][type(2)][image data(bytesize-2)]

type
type
IMGC_FMT_ARGB ARGB8888
image data [ARGB8888].
IMGC_FMT_PAL8 palette
image data [palette256 1[index]..
IMGC_FMT_BMP  bmp
IMGC_FMT _TGA tga

INGC_FMT PIC pic

INGC_FMT PIX  pix
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ChunkName : PVRT?

(PVR Texture)

[PVRTT4)][bytesize(4)][pvr data]

PVRConv pvr
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ChunkName : PVPL”
(PVR Palette)

[PVPLT4)][bytesize(4)][category code(2)][bankld(2)]
[entryoffset(2)][entrycount(2)][palette data]

palette data:
RGB565
[16bitRGB]
ARGB1555 ARGB4444
[16bitARGB]
ARGB8888
[32bitARGB]

PVRConv

4bpp 0 63 8bpp
0, 16, 32, 48 bank
(entryoffset)
entrycount
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pvm

PVMConv
3.1 pvmstatus
PVMH COMM
PVMH pvm
status
PVMH_PS_PVRNAME
PVMH_PS_CATEGORYCODE PVMH_PS_ENTRYINFO

PVRT

PVMH_PS_GLOBAL INDEX Global Index Ninja

PVMH_PS CHUNK_MDLN pvm texlId
PVMH_PS_CHUNK_CONV PVMConv
PVMConv PVMConv

PVMH_PS_CHUNK_PVMI

pvm
PVMH_PS_CHUNK_ IMGC pvi

PVMH_PS_CHUNK_PVRT pvi
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pvr

pvm  texlist
PVMH_PS_CHUNK_PVPL  pvm

PVMH_PS_GLOBAL INDEX

[PVMH] [bytesize]
[pvmstatus][entrycount]

{ [entryld][pvrname][globalIndex] }

% [ PVRT][bytesize][pvr data] }

pvmstatus
pvmstatus=PVMH_PS_PVRNAME

| PVMH_PS_GLOBALINDEX
| PVMH_PS_CHUNK_PVRT;

texlist

o O O O O

PVPL

global Index
PVMH_PS_BANKID
PVMH_PS_CHUNK_PVPL

[PVMHT] [bytesize]

PVRT
texlist

PVPL

08/27/98 I«
pvm PVRT
pvr
PVMH

PVMH_PS_CHUNK_PVRT

pvmstatus

pvm
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[pvmstatus][entrycount]
{ [entryld][pvrname][bankld]globalIndex] }

% [PVPL][bytesize][palette data] }

{ [PVRT][bytesize][pvr data] }

pvmstatus
pvmstatus=PVMH_PS_PVRNAME
| PVMH_PS_GLOBAL INDEX
| PVMH_PS_BANKID
| PVMH_PS_CHUNK_PVPL
| PVMH_PS_CHUNK_PVRT;

PVPL
RGB565 ARGB8888 ARGB1555 ARGB4444
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4.
4.1
pvm
pvm
Pvm pvm
o COMM pvm
o COMM PVMH
pvm
o PVMH entrycount pvm
IMGH PVRT

4.2
[PVMH] [bytesize]

[pvmstatus][entrycount]
{ [entryld][pvrname]
[categoryCode(2)][entryStatus(2)][globalIndex] }

% [ PVRT][bytesize][pvr data] }

pvmstatus
pvmstatus=PVMH_PS_PVRNAME
| PVMH_PS_CATEGORYCODE
PVMH_PS_ENTRY INFO
PVMH_PS_GLOBAL INDEX
PVMH_PS_CHUNK_MDLN

I
I
I
| PVMH_PS_CHUNK_PVMI
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| PVMH_PS_CHUNK_PVRT;

PVMH_PS_BANKID PVMH_PS_CHUNK_PVPL

texlist

o O O O

o pvm
O pvm pvm

texld

4.3

PVMConv

O

o texId

o pvm pvr pvr
o pvm

o pvm pvr pvm

4.4

pvm pvm gigen

o pvm
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¢ pvm PVMH
o pvmstatus pvrname global Index
pvm
o pvrname pvrname
©)
o pvrname PVMH  global Index
pvr  pvm
o pvm pvr
o pvr gigen pvr global Index
o pvr pvm pvr
globallndex PVMH global Index
pvr
4.5 model texld
pvm texId
4.5.1
PVMH
PVMH
entryld
texld
o MDLN
o PVMH entryld

SEGA System R&D CONFIDENTIAL AND PROPRIETARY Page 22



SEEGA

08/27/98
entryList[entryld] = 1; ( PVMH )
entryld texld

I texld
4.6.2 pvm
pvm pvm
PVMH entryld PVMH  entrycount
entrycount pvm  entrycount
MLDN
5.
PVMConv  pvm pvm
pvmuti |l pvm /
5.1 pvmutil
o pvr Ninja .nre
o pvr pvm
o pvm
o pvm
o pvm
o pvm pvr
o pvm
o texId
o pvm  COMM
O
o pvm
o pvm
o pvm
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