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EdgeAnimPpuContext
AL UAEY EIZHB%E SPUAO—BRIBELICET 2 BHATEATS

E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
/* FF¥a A MESitTWERA */
} EdgeAnimPpuContext ;
ZOEERICIE, AL AT) EICH HESPURHO I EEmICBE T 2R A G ENTWETS, 77
Ur—vadd, ZOMERICHEEEZEY 2T, edgeAninPpulnitialize O (2 L TS 523
b0 EF,
T B
ZOREERIZSPUICE > TT 78 AENDHDOT, E—=AIZED B THh, b LLIEY v — LiERIcTE
ETHMENH Y £,
B & IH H
edgeAnimPpulnitialize
©SCEI PlayStationeEdge Animation 54 731 J77L YR



SCE CONFIDENTIAL

EdgeAnimJointTransform
B—QYa4 Y FERERRT S
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#include <edge/anim/edgeanim structs.h>

typedef struct

{
Vectormath: :Aos::Quat rotation;
Vectormath: :Aos::Point3 translation;
Vectormath: :Aos::Vectord scale;

} EdgeAnimJointTransform ;

A v N

rotation D 5 B OEHERE Sy
translation LD 5 B OSEATRBEIER Sy
scale D 9 B OPEKAE/INER Sy

R
g&

CORERIT. BEDY a A v NEH AT L ET,
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EdgeAnimBlendBranch

TJLY RV —HDITZUFEHEET S

E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
uintl6é t operation;
uintle t left;
uintlé_t right;
uintleée_t flags;
float alpha;
uint32 t userVal;
} EdgeAnimBlendBranch;
A v N
operation 7Ly NEE (TR
left DV —=T/T 73 FOA T v 7 A (TiLsHR)
right FEDOV—7/TZ70FDA T v 7 A (FresR)
flags TI70oF 777 (Tilasi)
alpha TLr RRE (0~1)
uservVal 2—HEROME

Operation X2 NE, AT OMEZIL Z &N TEET,

</ u fi& R
EDGE_ANIM_BLENDOP_BLEND_LINEAR 0 %%ﬂé7w/>/F
EDGE_ANIM_BLENDOP_BLEND_ADD_DELTA_RIGHT 1 = (a::0.0) EZE#JE (a:
1.0) LofloME7T L R
EDGE ANIM BLENDOP BLEND ADD DELTA LEFT 2 £ (a=0.0) EH+E (a=

1.0) LofloME7T L R

EDGE_ANIM BLENDOP COMPOSE ADD RIGHT

E+ ReamliLlLET

EDGE ANIM BLENDOP COMPOSE ADD LEFT

A+ EeamlRLET

E - REaLET

3
4
EDGE_ANIM BLENDOP COMPOSE_SUB RIGHT FROM LEFT | 5
EDGE_ANIM BLENDOP COMPOSE_SUB LEFT FROM RIGHT | 6

H - EEARLET

left & right IZiX, AFD 20077 7DNTNNEA T v 7 ALDBTE Y R & & ST fEE

BELET,

~/u B fE
EDGE_ANIM BLEND TREE INDEX LEAF 0x8000 Y — 75T
EDGE ANIM BLEND TREE INDEX BRANCH 0x4000 75 FieES

flags IZIE, UFOEOWTNNTE Y hORZ L o7l fiETEET,

EDGE_ANIM FLAG MIRROR 1 Ty ROFRNIT—END,
ZOWERIT, TV RV —HOT T o FERET HIEOIMEbIVET, 7T UFIE 200V ) —
HEROMOT L REEERLET,
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EHEOA VT v 7 A, Tt —7H LIE7 I v FondhnhagEizL, 7L RV ) —fp ) —
TR T UFOEANDOERIIHHIGE L TWET, EBEHDEAEL, AT v 7 20 BPEFIORYIDOESRET
KR

uservValllld, A7V a > T, 2—VEXDMHEEZET LN TEET, ZOMHEIT, =2—F VU —70e
HDOY —7 a—1 3y 7 B# EdgeAnimLeafCallback 012 (& LdHIUE) I ET,

B & H H

edgeAnimProcessBlendTree, edgeAnimBlendPose, EdgeAnimlLeafCallback
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EdgeAnimBlendLeaf

TJLY RV —HD)—J%EET S

€ B

#include <edge/anim/edgeanim structs.h>
typedef struct
{
union
{
uint32 t animationHeaderEa;
uint32 t poseAddr;
}
uintl6 t animationHeaderSize;
uintleé t flags;
float evalTime;
uint32 t userVal;

} EdgeAniﬁhlendLeaf;

A v N
animationHeaderEa T A—=ar~yXDEDT KL A
poseAddr HEFELDR—=ADT KL A
animationHeaderSize T =X —1 g~y XDV A X
flags V=727 (Titx M)
evalTime PR (D)
uservVal 2 —PEFRDIE

B =

ZOREERT, TV RY Y —HD) =T E2RELET, V—7% FEORAICBWCGEHMisNnd 7
=A—arERLET,

evalTime &, FHMiRHZ (0, d) OHFPAIZHREIFNCAIES N ET, 327 U v 7 OFRRH T,

uservValllld, A7 v a v TCa—PFERDELET Z LN TEET, ZOfEIE, =—¥ U —70FH
DY —7 a— Ny 7 B EdgeAnimLeafCallback 012 (b LHivE) EINET,
ENHREFEHLOR—RXER L TODEEE, poseAddr (ZA AV AE Y b LER—H/LA RTHOR—
ADT RV AZEET Db ET, ZOHEIZIEL, EDGE ANIM FLAG POSE FROM MAIN,
% L<I|LEDGE ANIM FLAG POSE FROM LOCAL 7 77 % ZNZEIKET HMENH Y £7,

flags ZiZ. U TFOEOWTNANTE Y NORE Lo HEIRETCE £7,

</ n il fEEL
EDGE ANIM FLAG MIRROR 1 | T7=A—varnIi—shd

EDGE_ANIM FLAG_POSE_FROM MAIN |2 | ZE|IAA U AEYHFOHREEFHLDOR—AEHRET D

EDGE ANIM FLAG POSE FROM LOCAL |4 | #E[Zu—Hh/LAE ) FOHEELOR— R &2I5ET 5

B’ H

edgeAnimProcessBlendTree. EdgeAnimLeafCallback

©SCEI

PlayStationeEdge Animation 54 731 J77L YR

11 -




SCE CONFIDENTIAL

EdgeAnimSkeleton
AT PYDRLF YNy L ERRT B

E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
uint32 t tag;
uint32 t sizeTotal;
uint32 t sizeCustomData;
uint32 t sizeNameHashes;
uintl6é_t numJoints;
uintl6 t numUserChannels;
uintl6é t numSimdHierarchyQuads;
uintl6é_t locomotionJointIndex;
uint32 t offsetBasePose;
uint32 t offsetParentIndicesArray;
uint32 t offsetJointNameHashArray;
uint32 t offsetUserChannelNameHashArray;
uint32 t offsetUserChannelNodeNameHashArray;
uint32 t offsetUserChannelFlagsArray;
uint32 t offsetCustomData;
uint32 t padl[3];
uintl6é t simdHierarchy[0];
} EdgeAnimSkeleton;
b DAY
tag N=Ta 27
sizeTotal HEY A X
sizeCustomData BARDA—YFT —HEIHARZ LT —H T —
TNDYA R
sizeNameHashes ZHINY Y 2DY A X
numJoints VaAr hokk
numUserChannels —YF ¥ RO
numSimdHierarchyQuads H—m5%ET —4 (SIMD) EY D7 Uy ROk
locomotionJointIndex BEhESITFELDNAYa A DA T v T A
offsetBasePose NR—AR—=A~DF 7 v |k
(EdgeAnimJointTransformsk)
offsetParentIndicesArray BA T v 7 AR ~OL T (intl6_t*)
offsetJointNameHashArray JaAfry NNy Al ~OF Ty b
(uint32 t*)
offserUserChannelNameHashArray I—FF v RNy V2B ~DF T
(uint32 t%)
offsetUserChannelNodeNameHashArray o —HF ¥ %)L /) — K& 2 fiH
(uint32 tH)~DA 7t v b
offsetUserChannelFlagsArray 2—HF o RxL T T TR (uint8 tk) ~DF 7
T b
offsetCustomData NARZ Ka—YPF —Z~DF T k
padl[3] At
simdHierarchy[0] STIMD [ )=
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fiR
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ZOREERIZ, ATV R DAL F U~y HETEIRLET,

F7%y MI, TRTT RLADDLOMIMETT, A7y bR A 2 2B T 521,
EDGE OFFSET GET POINTER() ¥ 7 HZAfEo T /23,

taglZiINA F V) OBIEDON—T 3 VFEEZNEFENTEY | edgeAnimGetSkelTag () 28Kl & —E 3 5
VENH Y 7,

sizeTotal [INA TV DEFH A XM LET, VAFZ LT —=Z Ny v afFA TNV o~y &
DRBIFIELTNWD D, 77V r—2a UV TEALDERBAETHIUL, ZNHDT v Fr— R
EAXF T LTOENEVETA, ZOHE. TNLOY A XEG5H A XpbELIIEET, (27
SPUMLHERIELCTII N A 2 LT — 520y Va X 3—UWEH Y 8 A, )

offsetParentIndicesArray\liE. YaA Yy "OBA LT v 7 ADORIN~DAF 71y "REENT
WET CLIFBBFELRNWZ L E2RT)

simdHierarchy (21, SPU T M 72 SIMD (238 L 7= N0 BIE RN E LTV ET, uint32_t
BOEHRIZIE, TRENL6 E Y NOBLETOA T v 7 ADRT R A->TWET, ZOESITIE,
ENREHL T THELEVEEA,

numSimdHierarchyQuads |21, simdHierarchy @7 VU w KU— K% A XEFHEELET,

B Z X H

edgeAnimGetSkelTag
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EdgeAnimAnimation

FoA—2a DR F YAy HERDBT B

€ B

#include <edge/anim/edgeanim structs.h>

typedef struct

{
uint32 t

tag;

float duration;
float sampleFrequency;

uintleé t
uintleé t
uintlé6 t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintleé t
uintle t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 t
uint32 ¢
uint32 t
uint32 ¢t
uint32 ¢t
uintleé t

sizeHeader;,

numJoints;

numFrames;
numFrameSets;
evalBufferSizeRequired;
numConstRChannels;
numConstTChannels;
numConstSChannels;
numConstUserChannels;
numAnimRChannels;
numAnimTChannels;
numAnimSChannels;
numAnimUserChannels;
flags;
sizedointsWeightArray;
eaUserJointWeightArray;
offsetJointsWeightArray;
offsetFrameSetDmaArray;
offsetFrameSetInfoArray;,
offsetConstRData,
offsetConstTData,
offsetConstSData;
offsetConstUserData;
offsetPackingSpecs;
offsetCustomData,
sizeCustomData;
offsetLocomotionDelta;
padl;

channelTables[0];

} EdgeAnimAnimation;

tag

duration
sampleFrequency
sizeHeader
numJoints
numFrames
numFrameSets

NR=T g BT

T = A= g ORI (7))
PV T EEE (He)

ANOFDYARX (1634 "T T4 A B)
TaAr O

7 L — L0

ZL—Abty FDOE

evalBufferSizeRequired
numConstRChannels
numConstTChannels
numConstSChannels
numConstUserChannels

VB2 R i N> 7 7 O A X
ER LT v o RV DHL

EECATRENT v > VD%
TEBIEKAE N T v > 2 DE
E 2 —VF v RO
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numAnimRChannels T = A= g VEERT v kLD
numAnimTChannels T = A= g VIETRBENT v RV D
numAnimSChannels T = A= g VIERKEINTF v RV D
numAnimUserChannels T =A—T g rya—WF v om0k
flags Wi~ = 7
sizeJointsWeightArray FELHEHN OV A X (BEHIMIELE LA WERE 1T 0)
eaUserJointWeightArrar VaAy NEAFIIHOZ—YFFH—R—F (4 R, V—LT
NULL IZRET D MENH D
offsetJointsWeightArray BELEA~DOF 7 v b
offsetFrameSetDmaArray 7L —A2Ey b DMAELS] (CellDmaListElement*) -~
OF 7w b
offsetFrameSetInfoArray 7 L—2Abty MERECS (EdgeAnimFrameSetInfox) ~®
F7tv k
offsetConstRData EBEERT —Z ~DA 7% > b
offsetConstTData EBFATREN T — X ~DF 7 v
offsetConstSData EBYLIHMG/NT —Z~DF 7 v
offsetConstUserData Ea—YF—F~DF 7w
offsetPackingSpecs Ry JHE~NDA 7y b (B vy T F ¥ 2 RIVH)
offsetCustomData HAL DA2—PF =2 EEIH AL LT —ZT—T )L~
DE7E v b
sizeCustomData HAL DA—YF =R LI H AL LT — ST —T )LD
A X
offsetLocomotionDelta T a v OBENESDOL Ty b (E SN WIREIZIT
0)
padl At
channelTables Fx LRI T— T
g &
COREERIL, T A=Y a O, F U Ny B ETERLET,
F7%y ME, T_XTCT RLADLOMHEMETT, 78y M bRA ¥ ERETHI2F
EDGE OFFSET GET POINTER() ¥ 7 H%AfEo T /23,
taglliINA F VY OBIEDN—T 3 VFEEZNEFENTEY | edgeAnimGetAnimTag () 28K IHIC—E 3 5
VERH Y £,
evalBufferSizeRequirediZid., 7V v FITHBERFHE Ny 7 7 OV A XEHEELE
9, edgeAnimSpulnitialize () ®maxSizeEvalBufferf|$ICIETIL., Z DOV A XL ETH D MLIEHRN
HoET,
sizeJointsWeightArray 2%, &V a A v NOBELEINOYV A XEHELET, ZOHA X300
SO, BANTRTCILCHRESNIEINRT 4 T = A= arThd EESHET,
B & 15 H
edgeAnimGetAnimTag
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EdgeAnimMirrorPair

DAA U RFERRY I A MRTICHTEHI TR EETEET S

€ B

#include <edge/anim/edgeanim structs.h>
typedef struct
{

uintlé_t 1idx0;

uintle t idxI;

uint32 t spec;

} EdgeAnimMirrorPair;

* v N
1dx0 1 BHDOY aA Ly DA UT 7 A
idx1 2FHDOY a AL DA LT w7 A
spec N A I/ N ]

g

COREERIZY a AV b ERITY a A T DI T U ER R ET A BRI L E T,
speclIidx0B LW idx1D25DV a4 v ML TITONSI 77— U 7EEZERTDHH DT,
—HOMFERERE | Bz AR —R o FBIOEATRE 2 AR —% 2 hOa v R—x AR 2 T
MENTWET, 2250V a4 2 bME, F—ANTZY b OKZEBITOIET,

ZOBEERITHE— GEXT) YPaAr bOI TV I OREICHHER SN, ZOBAICIT idxo &
idx1 MFE—Z7e 0 £,

specZiE, LTOMEEFRET HZ ENTEET,

I, | R
EDGE ANIM MIRROR SPEC NON PAIRED | 0x881122b3U | 3TV a A > NHDIFT—U o 7 #yE
EDGE ANIM MIRROR SPEC LINK 0xb8219203U | T DEEFFH>XT Va4 MHD
7 — U 2 T EME
EDGE_ANIM MIRROR SPEC_PAIRED 0x08192233U | X7 DA EH>TVa A NHDIF
— U U E
B Z X H

edgeAnimProcessCommandList, edgeAnimProcessBlendTree
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EdgeAnimCustomDataTable

BHROMILIZARILT—RAIU M) EZENT H-ODA T a v BERERRT 5, 2D
7_\'_/)7 =% EdgeAnimSkolcton& EdgoAnimAnimationf“ﬁFﬁ éh\ \NY “):L%Eﬁtﬂ“?’&ﬁ? 177 R
AL HE - TULVS,

€ B

#include <edge/anim/edgeanim_ structs.h>
typedef struct
{
uint32 t numEntries;
uint32 t offsetHashArray;
uint32 t offsetEntrySizes;
uint32 t offsetEntries;
} EdgeAnimCustomDataTable ;

b IV A

numEntries T—=TNVNNOT—Z T ) D

offsetHashArray Ny vag AN (uint32 t [1) ~OF Tk b
offsetEntrySizes TR A XY A (uint32 t [1) ~DOF 7k b
offsetEntries T NYF—EZ YR ~DOF 7Y R

-
glullg

Z OREEIRIL, EdgeAnimSkeleton * EdgeAnimAnimationfiE AR TR AT 2 72D DEEEOINL L= H A Z
DT —H RN 2 HEAZRELET, T —TAOERIZA 7Y 3 T, Edge AnimationTh A ¥
LT =B R— b TR0 L TEEINTZHDTT,

Zx o bY OBIIL. edgeAnimGenerateNameHash() TR EN BNy ¥ 2fllxfE> TITWET, 7—7
IVNOxZ L " 24 572D~ L 3—E% edgeAnimCustomDataChunk ) 23FIFH ATEE & 72 > TV E T,

B Z X H

edgeAnimGenerateNameHash, edgeAnimCustomDataChunk
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EdgeAnimSpuContext
SPU DI YT HR FABEDT—4HEEN Sk

E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
/* FF¥a A MESiuTWEREA */
} EdgeAnimSpuContext ;
ZOREERIZIE, SPUOa T XA MNEFOT =R EENTWET, 77V r—a 0, ZoMHE
RIZHEIE A HI D 2 T, edgeAnimSpulnitialize O IZHE L CHIHHLT 20N H Y 5,
B & 1 H
edgeAnimSpulnitialize
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EdgeAnimFrameSetinfo

TZA—=avhOFEDI L—LtEy b (TJL—LOBMAER) ZiLikd HEER

E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
uintl6_t baseFrame;
uintl6é t numIntraFrames;
} EdgeAnimFrameSetInfo;
A v N
baseFrame TL—2oty NORIIOT L —ADA LT v 7 A
numIntraFrames Tl —Abty NFOA L NTTL—L208K
ZOMERIT, T2 A= a VFOREDOT L—Lbky b (T L —LDOES) el LET,
©SCEI PlayStationeEdge Animation 54 731 J77L YR
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EdgeAnimPoselnfo
B—0R—XIZET B EENE Th DEEHS

€ B

#include <edge/anim/edgeanim structs.h>
typedef struct
{
EdgeAnimJointTransform* jointArray;
uint8 t* weightArray;
float* userChannelArray;
uint8 t* userChannelWeightArray;
uint32 t* flags;
uint32 t pad;
} EdgeAnimPosefhfo;

A v N

jointArray Y a A v NEBI~DFA 4
weightArray HAEH~DRA &
userChannelArray Z—HPF O RIBN~DIRA o H
userChannelWeightArray o —¥F ¥ R)VELEII~DRA X
flags T I T ~DRA K

pad A

R
SEI':

ZOfEERICIE, B-OR—-XICET RN E T TVET,

B & & H

edgeAnimPoseStackGetPose
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EdgeAnimCommand
B—O7=A—23>av >y P&l 5EER
E B
#include <edge/anim/edgeanim structs.h>
typedef struct
{
uintlé_ t command;
uintleé t arg0;
union{
const EdgeAnimBlendLeaf* leaf;
const EdgeAnimBlendBranch* branch;
uint32 t user;
}i
} EdgeAnimCommand;
b AN
command @< K ID (FisM)
arg0 a—Wa< ROBEMG| %
leaf 2~ K73 EDGE_ANIM CMD PUSH AND EVAL THIHEADY —T~DRA ¥
branch 3~ K73 EDGE_ANIM CMD BLEND AND POP THOGGDT T F~DKRA 4
user HAL La<y KO —VREME
command A > /NE, A FOMEIZERET A ENTEET,
~Ju 1B fERR
EDGE_ANIM CMD END LIST 0 O~ R & b ORE%
EDGE _ANIM CMD EVAL 1 R—ARL v 7 D—FK L&FHET 5
EDGE ANIM CMD PUSH AND EVAL 2 R AR — XA E Y T C AT S
EDGE_ANIM CMD BLEND AND POP 3 TLUREFEITLIRY 7T S
EDGE ANIM CMD MIRROR 4 RN—=RXAH I g FALD I T —HR—X
ZOREERIT, BT = A—varavry FEGEBRLET, a~v U RE, 7Ly RV Y —Z20874 5
=12, Edge Animation (2 X > CTHNEBRIICAR S ILE T,
2—HFOEK LT-a~vr R R NogE, EiRbstoa~y RigT_XTa—Ha~vr F& L TRE .,
ALY edgeAnimProcessCommandList > & 2 —HFRED a— LNy JIZES I E T,
B & 1§ H
edgeAnimProcessCommandList, edgeAnimProcessBlendTree
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PPU/SPUXHRI#
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edgeAnimSkeletonGetJointindexByName

BESNRBAZLD203A MDA U T VI RERY

E B
#include <edge/anim/edgeanim_ spu.h>
HDHNT,
#include <edge/anim/edgeanim ppu.h>
int32 t edgeAnimSkeletonGetJointIndexByName (
const EdgeAnimSkeleton* skeleton,
const char* jointName
)
I OH £ #
VIV F ALy RE—7Th D,
3l ®
skeleton CaAf L NEELATIVE U AADRA E
jointName YaAr hDAH]
® Y fE
VaAf U R NDA T v I AEBRLET,
VaA Ly EBRRPLRWEEICIE-T IR LET,
ZOEBIL, BESNARIE LSOV a A MDA T v I AEIRLET,
T B
Z OB, WEHNCSCTHN DNy a iz R LE T, LR -> T, ZOBBEID &, FHHEEAD
v afiZJE L TedgeAnimSkeletonGetJoint IndexByHash () Z e TN /NT 4 —=< » AT ITEN
Tb\ij—o
B & 1§ H
edgeAnimSkeletonGetJointIndexByHash
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edgeAnimSkeletonGetJointindexByHash

BESNNY D AEORMZL D234V MDA VT Y I RERT

€ B

#include <edge/anim/edgeanim_ spu.h>
DT,

#include <edge/anim/edgeanim ppu.h>

int32 t edgeAnimSkeletonGetJointIndexByHash (
const EdgeAnimSkeleton* skeleton,
uint32 t jointHash

i H & &

VIV F ALy RE—7Th D,

5l #
skeleton CaAf L NEELATIVE U AADRA E
jointHash VaA L NEDINy v afl
B Y {E
VaAf U R NDA T v I AEBRLET,
TaA Ly ERARNPLRWEAIZIZ-T 2R LET,
g &

ZOBEIE, FRESNINY ValOARTIE b OV a A Y NDA T v 7 AEIRLET,

edgeAnimGenerateNameHash ) ZFFONH 4 & SCFEAMO ANy UV afliE2/ERTHZ N TEET,

B % B’ H

edgeAnimSkeletonGetJointIndexByName, edgeAnimGenerateNameHash
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edgeAnimSkeletonGetUserChannellndexByName

BESN/ — FIBRIOHEF DO A—HFF Y UoRILDA VTV IRERT

E

5

ME

#include <edge/anim/edgeanim_ spu.h>
DT,

#include <edge/anim/edgeanim ppu.h>

int32 t edgeAnimSkeletonGetUserChannelIndexByName (
const EdgeAnimSkeleton* skeleton,
const char* userChannelNodeName,
const char* userChannelName

& &

5

< NVF ALy RE—7ThHbH,

Y

skeleton 2—YF RN EEGLAT IV N ~DRA
i

userChannelNodeName Z—WF ¥ R — ROLFHI

userChannelName a2 —HFF xRV DL

&

SHI:'

I—HFF v o RXNDA T 7T AR LET,
:L%—)j:ﬁ'—,\? y*;yji‘ﬁﬁx%f@b\i}%é\@:ﬂi—l ffi& L/jz—é—o

BEINE ) — N/ ARIOMERF > 2 —FF ¥ V2N DA T v 7 AR LET,
userChannelNodeName |ZIX, F ¥ ' F/VDH ) — FOL4RITZRE L T,

userChannelName (21X, v V" F/NVEAKOLARIZETEL £,

ZOREEIE, WNERIZSIFAN DNy ol E L ET, LT, 2oL &, FHEEARD
v 2z L C edgeAnimSkeletonGetUserChannel IndexByHash ) ZFFONETIE O A, N7 F—< 2 &
MIZIZEN TV ET,

B B

edgeAnimSkeletonGetUserChannel IndexByHash
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edgeAnimSkeletonGetUserChannellndexByHash

BESN/ — FIBRIOHEF DO A—HFF Y UoRILDA VTV IRERT

€ B

#include <edge/anim/edgeanim_ spu.h>
DT,

#include <edge/anim/edgeanim ppu.h>

int32 t edgeAnimSkeletonGetUserChannelIndexByName (
const EdgeAnimSkeleton* skeleton,
const char* userChannelNodeName,
const char* userChannelName

i H & &

< NVF ALy RE—7ThHbH,

5 ®

skeleton I—FF ¥ RN BELAT IV N ~DRA S
userChannelNodeNameHash a—HPF o RmI ) — ROy v 2
userChannelNameHash Z—FF ¥ ROy Y 2 fEH

' Y E

A=Y F Y U RADA Ty 7 ARRLET,

a—FFy URAADREDS RS- AR LET,

E:
l’E-Iullzl

BEINE ) — N/ ARIOMERF > 22— F ¥ V2N DA T v 7 AR LET,
userChannelNodeName \ZiX., F ¥ XNVDP ) — KONy a4 EBELET,

userChannelName \ZI%, F¥ RNV BEERO NNy Va2 ZBELET,

edgeAnimGenerateNameHash () ZFEONH 3 & SUFHI O Ny Vol E2ERT 52 ENTEXET,

B & ® H

edgeAnimSkeletonGetUserChannel IndexByName, edgeAnimGenerateNameHash
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edgeAnimGenerateNameHash
XFEHDNY LA EEHET

E B
#include <edge/anim/edgeanim_ spu.h>
HDHNT,
#include <edge/anim/edgeanim ppu.h>
uint32 t edgeAnimGenerateNameHash (
const char* name
)
I OH & #
v NVFAL Yy RE—T7Thd,
5l
name P & 4% S5
Z Y (B
Ny VafiRIELET,
ZOB¥IE, SXIFHNO Ny v aBEFELET,
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edgeAnimGetAnimTag
T A—=3a2DINAFT VBT EREBT S

€ B

#include <edge/anim/edgeanim common.h>
uint32 t edgeAnimGetAnimTag ()

o OE #

VIV F ALy RE—7Th D,

5l #
L

B’ Y {E
T A= a DA FT VX TERLET,

2
Z OBI%IE, EdgeAnimAnimation® /A F U X T E2EELET, ZDOX 7L TEAnn] &WH BT, EA
1% TEdgeAnimation] ZEMH L., nnldBEDONN—2g VEFICRVET, Z0oNRN—Ug UEBHIX. 74
—<y MAERINBT-NNIA 7 A PENET,

B ZE 1 H
EdgeAnimAnimation
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edgeAnimGetSkelTag

ATILECDNAF YR TEWMRT S

E B
#include <edge/anim/edgeanim common.h>
uint32 t edgeAnimGetSkelTag ()
o OE #
VIV F ALy RE—7Th D,
3l ®
L
® Y fE
RNV R DA TV E T ERLUET,
]
Z ORE#E, EdgeAnimSkeleton®/NA F U X FE2TSELET, 20X 71X, [ESnn] EWHENXT,
ESIZ [EdgeSkeleton] ZEM L, nniIHEDNR—2 g VFEZIIRD FET, Z0ONXR—T 3 VFFIL,
T =~y "BREEINDTZNNIA 7 VA NINET,
B & 1§ H
EdgeAnimSkeleton
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edgeAnimPpulnitialize
PPU Edge Animation 54 735 1) #1811t ¥ %

€ B

#include <edge/anim/edgeanim ppu.h>

void edgeAnimPpulInitialize (
EdgeAnimPpuContext* ppulontext,
uint32 t numSpus,
int32 t spuExternalStorageMask,
size t sizeExternalStoragePerSpu,
void* externalStorageBlock

oM & #

< NVF ALy RE—7THsb (DAL KRS ppuContexts TENMEL TWD5EH) &

5l #&
ppuContext ZOBBIZ Lo TEZAEND PPU 2 T F R MEBKEDOT KL
numSpus T = A—a RS % SPU D REL (0~6)
spuExternalStorageMask ED SPUPFLEZFf o TV DO EfRET HE Yy h~v A7
sizeExternalStoragePerSpu #r SPUHDIMEREEIE DY A X
externalStorageBlock SRR ey 7O KL A

i’ Y (@
L

R B

Z OB, PPU Edge Animation 1 77 U ZfHHL L ¥,

=X RSy 7 OINBELIERI A LB L LR WIGEITIE, B D 3 DDO518IT 0 ITRET D MENH Y
£7,

R—=AXAL 7 OINBREREIBAN L E RS AL, 77U r—va Uid, A AV b ZRHOHE
AR Y TTHRET OMLERDHY FT, 2Oy 7 7iE 16 31 MERICT T A FEALTH
DUENRHY . FOY A XL, edgeAnimComputeExternalStorageSize ) @54 & LT, numSpus.
spuExternalStorageMask, sizeExternalStoragePerSpu%{ET I LIZXL-oTROLINFET,

spuExternalStorageMask Tl&, /MBRLIEZFFO SPUIZKILT A K E Y M1 ZHELET,

ppuContext MEERIZ SPUIC L - TT 7 BAZINDLDT, e—AZEHY Y TEH, b LT r—n2
VRIS ET DR H Y 97,
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B & & H

edgeAnimComputeExternalStorageSize

©SCEI PlayStationeEdge Animation 54 731 J77L YR

-33-



SCE CONFIDENTIAL

edgeAnimPpuFinalize

PPU Edge Animation 54 735 1) D TUEZEZTS
E B

#include <edge/anim/edgeanim ppu.h>

void edgeAnimPpuFinalize (

EdgeAnimPpuContext* ppulontext

)
O £ &

YNTFALy RE—=T7Ths (BleDHAL v RS ppuContexts TENMEL TWAHHH) .
53l &

ppuContext PPUZ > T F A h~DHRA X
B Y {E

7L

Z OB, PPU Edge Animation 74 77 U OF& TALEEZ ATV E T,
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edgeAnimComputeExternalStorageSize

R—ZF vy oa/\y 77 OABRIBEBOKE S EHET 2

E B
#include <edge/anim/edgeanim ppu.h>
size t edgeAnimComputeExternalStorageSize (
uint32 t numSpus,
int32 t spuExternalStorageMask,
size t sizeExternalStoragePerSpu
)
o
TNVTFAL Yy RE—T7Th b,
3l
numSpus T =A== a a5 SPU DRI (0~6)
spuExternalStorageMask o SPU BN EE AR > CWANEIEET AE Y h~ R
sizeExternalStoragePerSpu % SPU FH oAz oY A X
' Y fE
FHR SRR O A XA L E T,
ZOREIE, R—XF ¥ v anNy 7y OIBRLEHEBORE SEFRELET,
ZOBEDF403%, edgeAnimPpulnitialize QIZIET HDER U THIVENH Y £7°,
B & 1§ H
edgeAnimPpulnitialize
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edgeAnimEvaluateJoint

BESNETZA—Ya VB LURKICEVWTRENY 3« » F&ETHET S

E

5

ME

#include <edge/anim/edgeanim ppu.h>

void edgeAnimEvaluateJoint (
EdgeAnimJointTransform* outputJoint,
const EdgeAnimAnimation* anim,
const EdgeAnimSkeleton* skel,
uint32 t jointIndex,
float evalTime

& &

5

< NVF ALy RE—7ThHb,

Y

outputJoint Hhoafy "ERA~DRA L #
anim T A= g ~DRA A

skel ATV N NDIRA U H
jointIndex ST Aa A v DA T T A
evalTime AR (FP)

&

g&

L

x

G

OB, BBESNET A=Y a ryBXOEZIIZBWTC, BEDOYa A v FEFMILET,

evalTime [THRHIEIC (0, d) OFEPEICHEINE T, diZZ VU v T ORI T,

ZOFEBPHEINTHNDDIE, 2R L0 bREMO OO T, Hiks LTEEL TWD DI, filst
HI 722 G- oL B Y720 T, —fRAIZRFHI OBRICIE, SPU BRI 2> T 7280,
ZOREIE. By PRy ZEANCLTUER SN = A=Y a T =23 R—F LEH A,
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edgeAnimEvaluateUserChannel

BESNETZA—YavBrURRICEVWTREDI—HF v U RILEFHET S

E B
#include <edge/anim/edgeanim ppu.h>
float edgeAnimEvaluateUserChannel (
const EdgeAnimAnimation* anim,
const EdgeAnimSkeleton* skel,
uint32 t channellIndex,
float evalTime
)
L I S
VIV F ALy RE—7Th D,
3l ®
anim T A= g U ~DRA S
skel b I NNV V4
channelIndex FHT 52— F ¥ L RADA Ty 7 R
evalTime FEARERE (FD)
E Y fE
P D —HFF xRV EIR L ET
ZOBEKIT, FFEO—FF ¥ o E HHESNET = A= a VB XORENZB W TEHE L £,
evalTime [F5&EMIAIIC (0, d) OFFHICHIESNE T, T 2T, dixZ Vv 7 ORI T,
T B
ZOBBPHEINTHDOE, 2L bERISDOEDROT, Higd LTEEL TWD DI, st
A7 G oL B Y720 T, —MRAVZRFHI OBRIZIE, SPUREEIE A > T 7230y,
ZOBEIE., By MRy 7 EAMNCILTER SN T = A—v a7 —ZiEH AR — N LEHA,
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edgeAnimSpulnitialize

SPU Edge Animation 54 75 1) ###Ld 5

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimSpulInitialize (
EdgeAnimSpuContext* spulContext,
const EdgeAnimPpuContext* ppuContext,
uint32 t spuld,
void* IsStorage,
uint32 t sizeLsStorage,
uint32 t numJdoints,
uint32 t numUserChannels,
uint32 t maxSizeEvalBuffer,
uint32 t maxSizeUserBuffer
)
5l
spuContext ZOBBIZ Lo TEZIAEND SPUZ T F A MEEEROT KLA
ppuContext PPU LT % A h DAL v &
spuld Z @O SPUEAD ID (0~5)
lsStorage Edge Animation (2N D —H LA L —T DT KLA
sizeLsStorage Edge Animation NFJHTCE 20 —h VA ML — 0P A4 X
numJoints eraAfr NoK
numUserChannels La—HPFFp o RO
maxSizeEvalBuffer SNy 77 DIERKRKYA X (F7 40 Tl
EDGE_ANIM EVAL BUFFER SIZE)
maxSizeUserBuffer I—PFRy 77 DK A X (74 KTiX0)
R Y (B
L
Z DOB%%IE, SPU Edge Animation 74 77 U 4L L £7,
lsStorage & sizeLsStorage |Zi%, Edge Animation THIH TEX 2 o — WA GEEIKOT RLAE
KO A XZBELET, 20T, Ny 77 A APNESTELLEICETH—va v E2FATLE
To MERF/NA X LFO LI ICERINET,
3 * (maxSizeEvalBuffer + maxSizeUserBuffer + sizePose)
I, B =N AT OR—AFX vy v =2l 3 O00A0 y MEEID Y CET, BINTIRE S /- mEEk
. TRTEMAR Y MIfEDILET,
maxSizeEvalBuffer i, ili/Ny 7 7 DRV A XEZHBELET, 2OV A X, FEDOT = A —
Ta AR LTY =V TRE LIZFN ANy 7 7 O A XL ETHLME R H Y 7,
maxSizeUserBufferlf, V—7R7 70 FDa— NNy 7| lEEINZZ—F Ny 757DV A Xxts
/:’_LE‘I_/iTO
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edgeAnimSpuFinalize
SPU Edge Animation 54 75 !) D TREZITS

E B

#include <edge/anim/edgeanim_ spu.h>

void edgeAnimSpuFinalize (

EdgeAnimSpuContext* spulContext

)
5l #

spuContext SPU 2T F A b ~DRA o H
® Y {E

7L

Z OB, SPU Edge Animation 74 77 U Of& TR 2TV E T,
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edgeAnimProcessBlendTree

JLY RV —ZREBLT, TOEKBEREZR—ZXZRE2yIDLEIZESL

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimProcessBlendTree (
EdgeAnimSpuContext* spulontext,
uintl6é t rootIndex,
const EdgeAnimBlendBranch* blendBranches,
uint32 t numBranches,
const EdgeAnimBlendLeaf* blendLeaves,
uint32 t numleaves,
const EdgeAnimSkeleton* skeleton,
const EdgeAnimMirrorPair* mirrorPairs,
uint32 t numMirrorPairs,
const EdgeAnimBranchCallback branchCallback,
const EdgeAnimLeafCallback leafCallback
)
53l #
spuContext SPU T F A MA~DRA X
rootIndex TV R —=D— DA T v T A
blendBranches 7T VFEHNA~DIRA o H
numBranches 7T F O
blendLeaves U — T ERHI~DIRA &
numLeaves U —7 0O
skeleton ATV R ~DIRA U H
mirrorPairs 25— YL R RIETHRA L (F T4 FTIRO0)
numMirrorPairs ITHREICEEND= NV (T 7 4L R TIEO)
branchCallback I—H TS5 Fa— RNy TEHA~DRA L (F 74/ T 0)
leafCallback =YY —T a— NNy VR A~DRA 2 (574 FTIE0)
rootIndex ZiX, AFD 2007 Z 7 ONWTNNnEA T v 7 ALDMTE Y N R % &5 fHEE
ELET,
~/u B JiRT
EDGE ANIM BLEND TREE INDEX LEAF 0x8000 | U —7ET
EDGE_ANIM BLEND TREE INDEX BRANCH | 0x4000 | 7’5 L F8E T
B Y fE
7L
g
ZOBBIT., TV RV Y —FEL T, ZORKMERER—XAL v 7O RICEEET,
rootIndex|ZiX, YU —DN— AT v 7 A (@FIL0) ZHELET, ZDOA T v 7 AT,
V=T MW7 7 F RO TRERNH D £77,
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RT—=U T PTONDEAEITIE. ZOBEEICI T U IEENEINRTIIIRD A, 2T —
U > 27 1%. EdgeAnimBlendLeaf E 721% EdgeAnimBlendBranchPNER DL /2 7 T J AR ETHZ LIk -

T, V—T7E37 7 o FRATHEMEESNE T,

AT arTa— RNy VERETHAIENTEET, Ty 7 OFEMIZONT
I%. EdgeAnimBranchCallback(). 3 JUVEdgeAnimLeafCallback() &ML T 72 &0,

B & 1| B
EdgeAnimBlendBranch., EdgeAnimBlendLeaf, EdgeAnimBranchCallback. EdgeAnimlLeafCallback, edgeA

nimProcessBlendTree., edgeAnimProcessCommandList
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edgeAnimProcessCommandList

JLYRYY)—mav U RYR MNEWLET S

€ B

#include <edge/anim/edgeanim_ spu.h>
void edgeAnimProcessCommandList (
EdgeAnimSpuContext* spulontext,

const EdgeAnimCommand* commandList,

const EdgeAnimSkeleton* skeleton,

const EdgeAnimMirrorPair* mirrorPairs,
uint32 t numMirrorPairs,

const EdgeAnimBranchCallback branchCallback,
const EdgeAnimLeafCallback IeafCallback
const EdgeAnimUserCallback userCallback

1S

spuContext
commandList
skeleton
mirrorPairs
numMirrorPairs
branchCallback
leafCallback
userCallback

B Y

L

R
g&

SPU 2T F A h~DIRA L H

gy R R RADEAL X

AT N SDRA A

TV UITREERTARA X (T 74/ FTiX0)
RT—HEEICEENDSG NI (T 740 FTIEO0)

2—WT I Fa— NNy TEEA~DRA L H (T 74 FTIHO0)
=WV =T a— Ry JEBEA~OKRA % (T 74/ FTIE0)
FkEsnprnasy FAOZ—Fa— Ly 7 BEE~ORA 5
(F7 /L FTiX0)

COBIZ. TV RV —pa~vr R A MEAE L E, 2 OFHIL, edgeAnimProcessBlendTree ()
12 & > THREBICFRER S E 1,

B & & H

EdgeAnimCommand, edgeAnimProcessBlendTree
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edgeAnimLocalJointsToWorldMatrices3x4

O—HLZEEMS a4 > FEROERSE T —)L RZER 3x4 75 QRIS ERT S

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimLocalJointsToWorldMatrices3x4 (
void* outputMatrices,
const EdgeAnimJointTransform* inputJoints,
const EdgeAnimJointTransform* rootJoint,
const intlé_t* jointLinkage,
uint32 t count
)
53l
outputMatrices HAH T —v RIFHIEA | ~D R A v &
inputJoints AH B —HNT 3 A v MBI ~D KA L F
rootJoint N— btV aAfy NEBADRA L H
jointLinkage SIMD (Single Instruction, Multiple Data) PEE~DRA &
count SIMD RN DT U 3
E Y fE
7L,
® B
ZOREUE, v—hNVZERIY a A v NEBOELYZ U — /L RZ2[H] 3x4 A OB A L £,
edgeAnimLocal JointsToWorldJointsPAE DS L ¥y BEENOE Y a Ay hoa—h VA —)LE
T, ARV a A FOU )L REBTIIRL ZOE Y aA v FHFOU —/L REBIZB T, IE
L EBENDINE I NOF = v 7 BNFHEFFITOET,
SIMD DALERDOHEME |, outputMatrices B DA Xix 4 = Y O CRITERY $H A,
jointLinkagelZlX, EdgeAnimSkeletonlZ & £ D simdHierarchyft|O7 FLUAZEL £ T,
countiIMEBEHINO = N #EFR L ET 2. ik, EdgeAnimSkeleton®dDF—H Hv6 4 %
numSimdHierarchyQuads& W) X TrHE T £,
COBEAEMES L ATV a L THAT—VEMO DN TEET, BlYa A bOA T v AT
By FRREINTWIHE, Bl aA Ly NORT—V U T EHZET 72012, Blvaf s honr
— NNV A =V OWEI, FOr— R NVZEM A — VPR REINET,
T B
SPUX° SSE DFEIETIE, HHWDHHRA XN 163, MIT TA AL FENTHDHRERH D F9,
B & 1§ H
EdgeAnimSkeleton
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edgeAnimLocalJointsToWorldMatrices4x4

A—ALZERY a4 2 b EBROESZ T —)L FZEME 4x4 THIORIICEHRT S

€ B

#include <edge/anim/edgeanim_ spu.h>

void edgeAnimLocalJointsToWorldMatrices4x4 (
void* outputMatrices,
const EdgeAnimJointTransform* inputJoints,
const EdgeAnimJointTransform* rootJoint,
const intlé_t* jointLinkage,
uint32 t count

3 #
outputMatrices H T — v RITHIEH~D R A > &
inputdoints A=y aAf v NEBRRRII~DRA ¥
rootJoint N— btV aAfy NEBADRA L H
jointLinkage SIMD (Single Instruction, Multiple Data) PEE~DRA &
count SIMD BEREN D= > ~ U %K
® Y {E
L,
®_5
ZORREIT, v NVERY a A o NEBROES & T — )L R2ER] Ax4 T A ORISR L £ 7,
edgeAnimLocal JointsToWorldJoints ) B8 LEE L B0 BERNOE Y a v hoa—h )L A r—L
BHEN, K&y a Ay hOT— ) REBTII R ZDEY aAy NAFOU —/L REBNZIHBNT,
ELLSBHEINDINE I DOF = v 7 BPHERHIITOIE T,
SIMD DALERDHEME || outputMatrices B DA x4 =2 Y O CTRITERY $H A,
jointLinkagelZlX, EdgeAnimSkeletonlZ & £ D simdHierarchyftd|D7 LU AZEL £ T,
countiIMEBEHINO = N #EFR L ET 2. ik, EdgeAnimSkeleton®dDF—H Hv6 4 %
numSimdHierarchyQuads& W) X TrHE T £,
BYaA Ly DA Ty 7 AT By RRREISNTWDEGE, OB, A7 a v THRAS
—IVEMI ZENTEET, RESNTWDAEA, BlYaA L NORT—U U T HMET L0, Bl
VaA v hOr—NERARr—VOWEIT, FOr—HNVZERAr—ARFEINET,
SPUX° SSE DFEEETIE, HHWDHRA U FN 16 34 MZT TA L A FENTVWDILERH Y £7°,
B E IE H
EdgeAnimSkeleton
©SCEI PlayStationeEdge Animation 54 731 J77L YR

-45 -



SCE CONFIDENTIAL

edgeAnimLocalJointsToWorldJoints
O—hLERDS 31 > FEREAIE T — )L FEMISERT

€ B

#include <edge/anim/edgeanim_ spu.h>

void edgeAnimLocalJointsToWorldJoints (
EdgeAnimJointTransform* outputJoints,
const EdgeAnimJointTransform* inputJoints,
const EdgeAnimJointTransform* rootJoint,
const intlé_t* jointLinkage,
uint32 t count

5l #
outputdoints MDD =V RYa A FEBRSI~DRA o Z
inputJoints AN u =Dy aAf v NEBERSI~DRA X
rootJoint N— btV aAfy NEBADRA L H
jointLinkage H—meSLET—4 (SIMD) WE~DRA %
count SIMD [t D> U D%k
E Y fE
7L
]
ZOREIEX., m— A NVEROY a A v NEWRLSE T —L RZERICERLET,
SIMD DB DR F. outputJoints BEFIOY A XL, 4= N DEFETHLIVENH Y £7°,
jointLinkageld. EdgeAnimSkeletonH D simdHierarchyfit#|OT7 FL A &ZFEL T,
countlX. MEEAIO= ) OFEZEELET, ZOIE, EdgeAninSkeleton®d T —H M6 4 *
numSimdHierarchyQuads& WO RIZK VHETHZ &N TEE T,
BYaAr hoA Ty 7 ATHEDRE Yy FBRRESNTWD A, 2O, &7 a TR
—VERO) ZLENTEET, RESNTWDIGEG, BlYaA v NORT—U U 72T L7202, B
TaA v houa—NVEBAr—LOWEIZ, FOr—NEBAr—ARNREEINET,
R
SPUR? SSE DEHETIX, HHWPELIRA L FN 1634 NMIT TA AL FINTWARLERH Y 77,
B ZE 15 H
EdgeAnimSkeleton
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edgeAnimWorldJointsToLocalJoints

T—IL FEMD Y a4 v b EBRESNZEO—DIVERICERT S
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#include <edge/anim/edgeanim_ spu.h>
void edgeAnimWorldJointsToLocalJoints (
EdgeAnimJointTransform* outputJoints,

const EdgeAnimJointTransform* inputJoints,
const EdgeAnimJointTransform* rootJoint,
const intlé_t* jointLinkage,

uint32 t count

3l ¥

outputdoints
inputJoints
rootJdoint
jointLinkage
count

' Y (B

L

E:
l’E-Iullzl

HAdeoa—h vy a A v NEBESI~DRA X
ANTTDOT =)V RV g A o NEHERH|~DRA &
—hrTaAy NEBA~DRA o H
H—mASLET—4% (SIM) PEE~DRA 2
SIMD = U DX

ZOBEBIE. Y= REMOY a A NEBEYE o — B VZERIICE#R L F7,

SIMD DB DR F. outputJoints BEFIOY A XL, 4= N DEFETHLIVENH Y £7°,

jointLinkage ¥, AZ/V N> H D simdHierarchy BH|DT R A& L E T,

count |Z, BRSO M) ORERELET, ZORE, ATV FrDOT =ik 4 *
numSimdHierarchyQuads & WO RUCL VHAETHZ ENTEET,
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edgeAnimJointsToMatrices4x4
DaA Yy NEBRDOESE 4X4 1THIIZEERT D
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#include <edge/anim/edgeanim_ spu.h>

void edgeAnimJointsToMatrices4x4 (
Vectormath: :Aos::Transform3* outputMatrices,
const EdgeAnimJointTransform* inputJoints,
uint32 t count

53l &

outputMatrices T HNECF~DIRA &

inputJdoints ANV aA v NEWESI~DRA 4

count TaAr b
® Y {E

L
& 3

ZOREEIT. TV a A NEHORSZ 4X4 DITHINTEB L £,

SIMD DILEEDFeM: b, outputMatrices BEANIDH A XiE, 4 = MU OEHTHLIVLERNH Y £,
OB

SPUX° SSE DFEIETIL, HHWDHHRA L ZN 163, MIT FA AL PENTHDHRERDH Y 7,
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edgeAnimMatrices4x4TodJoints
4x4T5IDEHNZED 3 A4 > FEBIZERT S
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#include <edge/anim/edgeanim_ spu.h>

void edgeAnimMatrices4x4ToJoints (
EdgeAnimJointTransform* outputJoints,
const Vectormath::RAos::Transform3* inputMatrices,
uint32 t count

5l &

outputJdoints WD Y a A NEHES|~DRA X

inputMatrices AN TEDATHINELFN~DRA &

count YaA v b
® Y {E

L
& 3

ZOBIEIX. AXATHIOESNE Y 3 A > NEBUZER L £,

SIMD DALER DM £, outputJoints BEHIDH A XiZ, 4 =2 N DERTHLILERH Y £,
OB

SPUR> SSE DEIETIX, HHWPHRA N 16 34 MIT TA A SN TWAHARLERH D 77,
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edgeAnimJointsToMatrices3x4

Daqr NEBRDOERINZE 3x4 1THIEH]RT S

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimJointsToMatrices3x4 (
void* outputMatrices,
const EdgeAnimJointTransform* inputJoints,
uint32 t count
)
53l &
outputMatrices T HNECF~DIRA &
inputJoints ANY a4 v NEBRFI~DFEA 4
count TaAr b
X Y (B
L
ZOBEUE. Ya A MEHORSNE 3X4 DITINEB L ET,
SIMD DAELDOKE E| outputMatrices BEAIDOH A XiZ, 4 =2 N DEBRTHIMERH Y 7,
B
SPUX° SSE DFEIETIL, HHWDHHRA L ZN 163, MIT FA AL PENTHDHRERDH Y 7,
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edgeAnimMatrices3x4TodJoints
3x4 THIDESES 34 > FERIZERT S

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimMatrices3x4ToJoints (
EdgeAnimJointTransform* outputJoints,
const void* inputMatrices,
uint32 t count
)
5l &
outputJdoints WD Y a A NEHES|~DRA X
inputMatrices AN TEOITHIEFN~ DA o &
count TaAr b
X Y (B
L
ZOBEBUE, 3XAITHIDOESNE Y a A v NEHIZES L E T,
SIMD DALER DM £, outputJoints BEHIDH A XiZ, 4 =2 N DERTHLILERH Y £,
B
SPUX° SSE DFEIETIL, HHWDHHRA L ZN 163, MIT FA AL PENTHDHRERDH Y 7,
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edgeAnimBlendJointsLinear

2 ODR—XDEDEAFTET LY FEEITT S
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#include <edge/anim/edgeanim_ spu.h>
void edgeAnimBlendJointsLinear (
EdgeAnimJointTransform* outputJoints,

uint8

const
const
const
const
float

t* outputWeights,
EdgeAnimJointTransform* leftJoints,
uint8 t* leftWeights,
EdgeAnimJointTransform* rightJoints,
uint8 t* rightWeights,

alpha,

uint32 t count

3
outputdJoints DD Y a1 v NEBESI~DKRA ¥
outputWeights WMDY a1 NEAESI~DKRA > H
leftJoints Y aAy NEBEYI~DRA > H
leftiWeights Y aAy NEREIISNDRA X
rightJoints EHYaAy NEBEH~DRA &
rightWeights EVaAy NERALIISNDRA X
alpha TLr RERE (0~1)
count YaA v K
® Y {E
L
2
ZOBEIE. 2 0DOR—AOBOELFET L REFITLET, OB
1%, edgeAnimProcessCommandList () & edgeAnimProcessBlendTree ()12 X - TR FEONH v E 4,
o [MIfRIT, EREMIEMMAZE-TT L FanET,
o VATREN & A — Vi, #IBMEEZHE->TT L FRERET,
PIFo#F#IZ, ( [PlayStation® Edge 74 77 U %) T L) o7 =A—aronry
v EBERLTEEET,
ExZEhizyaA v b Hi 7
L RIEF
P s
+ REFR
B IO ELEOT LR
B
SIMD DALER DR F. outputJoints BEFIOY A XL, 4= N DEFETHLIVLENH Y £7°,
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alpha l%[0.. 1]OHFHIZH 2 LERH Y £, ZOHPASN OIS T HEMEIIRER T,
leftWeights 23 NULL IZFXE SN2t EOEAITT T 0xFF (1.0) THDH ERESNET,
rightWeights 7% NULL ICRRE SNTHE . HAOEAIT T 0xFF (1.0) THDEWESNET,

ORI EmAKED A L H T = — AL, edgeAnimBlendPose () THIF Tx £ 9,
SPUSCSSE HIETIX, PaA v "RA U HEB 163, v, BHARA L F & 4, MNIT T A "
HUENRHY FT,

B Z H H

edgeAnimBlendPose. edgeAnimBlendUserLinear
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edgeAnimBlendJointsRelative

blendMode DEIZHE LT, 2 DDR—XDBOEHFDEAMNEY - BEMLZILUOT A VYT -

BRZETS

€ B

#include <edge/anim/edgeanim_ spu.h>
void edgeAnimBlendJointsRelative (
EdgeAnimJointTransform* outputJoints,

uint8

const
const
const
const
float

t* outputWeights,
EdgeAnimJointTransform* baseJdoints,
uint8 t* baseWeights,
EdgeAnimJointTransform* deltadJoints,
uint8 t* deltaWeights,

alpha,

EdgeAnimRelativeBlendMode blendMode,

uint32 t count

5 B

outputJoints
outputWeights
baseJdoints
baseWeights
deltadoints
deltaWeights
alpha
blendMode
count

B Y (B

HAED Y a4 v NEBESI~DKRA > Z
HATEDY a4 v NEARESI~DKRA 4
NR—RA Y g A v NEBES|~DRA X
NR—R Vg Ay NEREEII~DKRA o #
TNE T a Ay NEBELYI~DRA X
TIVE Y a4y NEREYISOKRA o H
TLv RRE (0~1)

M7 vy K/ EkE— R (FE25H)
TaAr K

L

E
l’E-IuII:I

ZOBEIL. blendModeDIEIZIE LT, 2 DDFE— XD O ELD X (NN « WEH AT LT 4 v
T BRREATO I bivEd, Z OEIX, edgeAnimProcessCommandList ()
L edgeAnimProcessBlendTree )12 X > THNEHIICFEFORNH E N E T,

[FILR] TJLYFE—F:

blendMode =

EDGE_ANIM RELATIVE BLEND ADD DELTA

NG 3OoDFE—RTIE, ZOBEITE), FRITE+FLED 2 OOR—ADMOELFTET L REE

ITLESS

o [HRIT, EREMIEMMZML > TT L FESRET,
o VATRE L 27—k, BBz~ T7 L REhEd,
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Tkl E—F:
blendMode = EDGE_ANIM RELATIVE COMPOSE ADD
blendMode = E DGE_AN IM_RE LAT IVE_COMPOSE_S UB

T E

INB3ODFE—RTHEH, Z0BEE. TV T 4 T RiThTIE (A7 7R ER) | £ +4 (ADD)
H LITE—FASB) OAREITWET, ERMESIZ. EVaA v FRREREDEESOEMETT,

LIFoFIZ, (PlayStation®bdge 7177 VHFECHBA L) WO T = A—aroudl v i %
EHLE T,

EHE BLEND_ADD_DELTA COMPOSE_ADD  COMPOSE_SUB
L RIEFE RiEE RIEFE
s s = RIEFE
gzl RIETH el RIEFE
77 EE, E+ALOBOT VR E+hA E—4

SIMD DILERDFFE I, outputJoints BEAIDY A XL, 4 =2 MU OEHTH D MERH Y £,
alpha (Z[0.. LIOFMHIZH D LERH Y 97, Z OFHADEIZK T 2EETRER T,
leftWeights IS NULL IZFXE SNz tr. EOEAITT T 0xFF (1.0) THDL ERESNET,
rightWeights 7 NULL IZRRIE SNT2G . AOERAIT T 0oxFF (1.0) THDHERESNET,

ORI Y EmKED A L F T = — AL, edgeAnimBlendPose () THIFH T %1,
SPURCSSE HEETIEZ, PaA v bRA LV HE 163 b, BARA X% 43, NIT A4 A b
HVENHY F£3

B & H H

edgeAnimBlendPose, edgeAnimBlendUserRelative
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edgeAnimBlendPose

R—XRA2y o000y FOBOTLU K (VaA v bea—HFFryUoRILOEA) 2ETT
%

€ B

#include <edge/anim/edgeanim_ spu.h>

void edgeAnimBlendPose (
EdgeAnimSpuContext* spulContext,
unsigned int poseDestDepth,
unsigned int poseLeftDepth,
unsigned int poseRightDepth,
EdgeAnimBlendOp blendOp,
float alpha,
const EdgeAnimSkeleton* skeleton

5 B

spuContext SPU T F A MA~DHRA X
poseDestDepth HAFER—=AD AR > 7 N TOBRE
poseLeftDepth ER—ADAZ v 7 N TOERE
poseRightDepth FAR—=ZADAH > 7 NTOERE
blendOp 7L RERE

alpha TLr RRE (0~1)

skeleton ATV RV EFRSNDIRA A

B Y

L

R
SEI':

ORI, R—X2F v DAy hOBOT LR (PaAdr hea—FFy LDl &%
ITLET,

ORI, bRy MIESELEZ TS DMA BIENTEET H5A5121E. DIA DB TT50%
HFHbET,

Hhxay MI, ALZEFEICAR Y FTEMNEWVWERA, DF V., poseDestDepth (T,
poseLeftDepth b L< X poseRightDepth ZHETIUX, T DL TREZITH Z LN TEET,

B % B’ H

edgeAnimBlendJointsLinear, edgeAnimBlendJointsRelative, edgeAnimBlendUserLinear., edgeAnimBl

endUserRelative
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edgeAnimBlendUserLinear

20N A—HF ¥ UoRIIEBIOBOEHRIL T4 VT H#RTT 5
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#include <edge/anim/edgeanim_ spu.h>
void edgeAnimBlendUserLinear (
float* outputChannels,
uint8 t* outputWeights,
const float* leftChannels,
const uint8 t* lIeftWeights,
const float* rightChannels,
const uint8 t* rightWeights,
const uint8 t* channelFlags,
float alpha,
uint32 t count

3l #
outputChannels A D2 —FF ¥ o RNVEH~DRA &
outputWeights H D EAESN~DRA &
leftChannels o —YF v o RIFF~DIRA &
leftWeights BRI ~DRA o Z
rightChannels Ha—YF v o X VEH~DRA o Z
rightWeights HERES|~DRA &
channelFlags F ¥ LRI T T TEFN~DRA v F
alpha 7L RRE (0~1)
count a—HPF LRI O

B Y {E
7L

]

ZOBBUE, 2 00 —FF ¥ URNVESIORIOBE T VT 4 v 7 EFEITLET, O
1%, edgeAnimProcessCommandList () & edgeAnimProcessBlendTree )12 X o CTHEHIICFEONH S E 9,

7 L v REIEOEMEIX, channelFlags TER SN 7 7 7L > TF v RNVENNTETETLHZ LN
TEET
e EDGE ANIM USER CHANNEL FLAG CLAMPO1 3i%E &N 7HAITid, HfEIE
[0.0f....1.0£] OFFIZIRHIFITHIE S ILE T,
TS DO 7 Z 7 I3EHENE T,
LIToFRIZ, ( [PlayStation®Edge Z-1 77 V2 TiHA L7T2) MR T =A—varoudy
7 BBRILET,

EgEIheYaA b 7

7L ARIE T

= s

H RER
EBIOE EEEDOT LR
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T B

SIMD DALEE DR || outputChannels FAFIDOYA XX, 4 =2 b OEERTHILENRSH D 97,
alpha (Z[0.. LOFMAIZH D LERH Y £9°, Z OFPHADEIZK T HEMEIIREEZ T,
leftWeights IS NULL IZFXE SNzt EOEMAITT T 0xFF (1.0) THDL ERESNET,
rightWeights H NULL IZRRE SNT2E. AOBEKILT T 0oxFF (1.0) THDEREINET,

channelFlags 73 NULL \ZERE INT-HE. 77 7133 XT 0x00 (F 74V FEIE) THhHERES
nET,

ZORS LY EAKAED A ¥ T = — AT, edgeAnimBlendPose () THIFTX F9,
SPURSSE BETIH, VaA v "RA LU X E 1634 b, BERA L ZE AL NITTA A T
HVENRHY F7,

B & & H

edgeAnimBlendPose, edgeAnimBlendJointsLinear
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edgeAnimBlendUserRelative
2201 —HF v oRIVESIOBOHMITLUT 4 VT #ERTT 5

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimBlendUserRelative (
float* outputChannels,
uint8 t* outputWeights,
const float* leftChannels,
const uint8 t* leftWeights,
const float* rightChannels,
const uint8 t* rightWeights,
const uint8 t* channelFlags,
float alpha,
EdgeAnimRelativeBlendMode blendMode,
uint32 t count
)
3l ¥
outputChannels HALED 22— F v X VEH|~DRA A
outputWeights S D EHEF|~DHA 4
leftChannels N— 2 a2 —YF v o RILEF|~DRA &
leftWeights N— ZEHEFH|~DRA X
rightChannels FNE2—PF ¥ o RNVEF~DRA v Z
rightWeights F B BRI ~OFA ¥
channelFlags F X VI T T TEFINDEA 5
alpha 7L v RRE (0~1)
blendMode 7 Lo K/ EfkE—FR
count Z—HFF ¥ RO
® Y (E
L
ZORBUE, 2 oD —FF ¥ R AESIOB O T VT 1 o 7 E2FATLET, ZORK
I%.edgeAnimProcessCommandList () & edgeAnimProcessBlendTree )12 X o CHNERIIZFEONH S 30 E 97,
T vy R OEEIL, channelFlags TEFRINTZ T T T Lo TF ¥ U RNVBEATEHETHZ &R
T&EET
e EDGE_ANIM USER CHANNEL FLAG CLAMPO1 2 aRE S L7-#A12id, HIJiEiX[0. 0f. ... 1. 0f]
DO FRFA I FRFIAIIATIE SV E T,
e EDGE_ANIM USER CHANNEL FLAG MINMAX 2SiRE SN7EHAIIE, [Hk £— FOME -
BEREIX, TN TR - R/ MBEICEB S E T,
NSO T T T ER I ET,
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FIL%21 JLVEFEE—F:

4

blendMode = EDGE ANIM RELATIVE BLEND ADD DELTA
ZOFE—FRTIE, ZOBEEITE. b LITEFEDWSNND, 2 ODR—ADEOELMTE T LR
EFEITLET,

o [HIEAIX, EREMEMM AL TT Ly FENET,

o WATRENE X — /Wi, BEMEEZE->TT L FELET,

Bl E—F:
blendMode = EDGE ANIM RELATIVE COMPOSE ADD
blendMode = EDGE ANIM RELATIVE COMPOSE_SUB

IOFE—KRTIE, ZoBKE, 7V T EiTbTIC (TAT7IxER) £+ 4 (@abp) . b
L<IE%E - £ (SUB) OWWISNDDOHMAEITWVET, ERMEMIL, £YaA Yy PBRREZOLHD
E;HIETT,

PIFTozRIZ,  ( TPlayStation® Edge 74 77V M%) THHALE) WoMmi7=A—rarony
v 7 BRI LET,

EE BLEND_ADD_DELTA | COMPOSE_ADD COMPOSE_SUB
2L RIER RIEFE RIEF

o = 7= RIEF

H RIERE H RIEF

Wiy (1) TV R(kE, k) FE+h fe-H

7 (2) TLrR(E, EYR) KAl (e, ) Be/ME (e A)

(1) 7%/ k] £— K—EDGE ANIM USER CHANNEL FLAG MINMAX D3g%iE S AL TUMRUY,

=L

(2) [77¥—] F— FN—EDGE ANIM USER CHANNEL FLAG MINMAX 23gXE I T2,

SIMD DILEE DRV || outputChannels BEHIOHA XL, 4 =2 b OEERTHLMLERH Y 77,
alphaid, [0.. 1JOFMIZHDLENRHY £, ZOFPHSNDEIS T LEEITRERTT,
leftWeights M NULL IZRTE SNZHE. EOERTIT T OoxFF (1.0) THDERESNET,
rightWeights 7 NULL IZRRIE SNT26 . AOEAIT T 0oxFF (1.0) THDHERESNET,

channelFlags 7 NULL IZERE SNTZHE. 77 13T T 0x00 (FOF 7 40 FEIE) TH D LK
ESnET,

ZOBBE Y EKED A X T 2 — AL, edgeAnimBlendPose () TR T& 9,
SPURCSSE EEETIZ, VaA v MARA U FZE 1631 b, BHARA L Z % 4L NITFA4 A bT
DYENRHY FF,

B Z H H

edgeAnimBlendPose. edgeAnimBlendJointsRelative
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edgeAnimPoseStackPush
AAY I D—FLIZKR—X%1DEBMNT S
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#include <edge/anim/edgeanim_ spu.h>
void edgeAnimPoseStackPush (
EdgeAnimSpuContext* spulContext

)

5l #
spuContext SPU T F A MA~DRA X

® Y {E
L

g &
ZOBBIE. AX v I D—F EICE—X % 1 OBIMLET, B—H)VANT DAY v 7 B —HIZ 72
STEA. ZOBEIE. HBIHEDIIZAR—X0, Z 0 SPUIZBIE T Bz A A v A Y OINTEEE
(b LdHAUE) ~D DMA 55 A2 BIsE L £,
B—)A RTIZS AL AE VTS FRERPE S TORWEEIZIE, ZORKIET—a %
FITLET,

Bg & IE H
edgeAnimPoseStackPop
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edgeAnimPoseStackPop
RAEYID—FBLIZHEIR—XEHET S

E B
#include <edge/anim/edgeanim_ spu.h>
void edgeAnimPoseStackPop (
EdgeAnimSpuContext* spulContext
)
5l #
spuContext SPU T F A MA~DRA X
® Y {E
L
ZORBIT, AZ v 7 D—FLCHDR— AW L LT, AL AFVIRFESNIER—ZADFET
DAL, DMA 2o T, FZIlibh iz AR —XEn—h LA K TICEXIALET,
B & IH H
edgeAnimPoseStackPush
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edgeAnimPoseStackGetPose

R—ZXRB VI DRE depth DHEIZHHR—XIHERF T o -BHRERSTT S

€ B

#include <edge/anim/edgeanim_ spu.h>

void edgeAnimPoseStackGetPose (
EdgeAnimSpuContext* spulontext,
EdgeAnimPoseInfo* pose,
uint32 t depth

53l &
spuContext SPUZ T F A RA~DRA X
pose ORI L > TEZIAEN DA —XEFREEEROT R
depth R—AXDAHE v JIRS
Y fE
L
& 3
ZOREEIE., R—XA%X v 7 DIRE depth DNLEIZH DA —RZREOMHIT SN EHRERELET,
B &E 15 H
EdgeAnimPoselnfo
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edgeAnimCustomDataChunk

*E'Eé*bf:ﬁZ@A?—’il 7___7}[/75\6~I_‘/ k1) @/\‘y:/:l_%—cggg&guéhéjjxaAj__\s_a
IVHAIERRIRT S

€ B

#include <edge/anim/edgeanim_ spu.h>

Void* edgeAnimCustomDataChunk (
const EdgeAnimCustomDataTable* pCustomDataTable,
uint32 t chunkHash

5l &
pCustomDataTable HABZINT— BT —T~DRA o Z
chunkHash BEREINIGEHDAZ LT =X N DNy v ad,
B Y {E
BRI NIy Va2 BN T T — X2 MU A~DOKRA U X &R LET,
Ny Y2 INT — T IVRICAFE L7 WA T NULL 2K L 7,
g &
ZOBEIE. BESNTZHIARAF LT —HT—T AN, T h )OOy a4 THINSNDE DAY LT
— 2T NV ERGELET, DAZ LT —HT—TI)L~DIRA L H
I%. EdgeAnimSkeleton * EdgeAnimAnimationfi& KD A 7~ MENOLIRETE £9,
B & 15 H
EdgeAnimCustomDataTable
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EdgeAnimLeafCallback

)—JRED I DDNATZAVRAT—OZEICTHEUHENS

€ B

#include <edge/anim/edgeanim_ spu.h>
void ( *EdgeAnimLeafCallback ) (
EdgeAnimSpuContext* spulontext,
const EdgeAnimBlendLeaf const* leaf,
const EdgeAnimAnimation* anim,
const EdgeAnimSkeleton const* skel,
const int32 t pipelineStage,
const uint32 t dmaTag,
void* userScratchBuffer

5l
spuContext SPUZ T F A MA~DRA X
leaf TV RV V=D =T ~DRA L HF
anim T A= g U ~DIRA H
skel ATV R ~DIRA o H
pipelineStage BEONR, T TA AT — (-2, -1, 0)
dmaTag — DMA #
userScratchBuffer 2—WRT T F Ny T HEBA~DORA Z
E Y fE
L
o

o= Ny 7EEIE, V=T D 3 oD, T T4 AT =V TR ENE T, 2D a—
LNy 7 BT AT, a2 —/b3 v 7 % edgeAnimProcessBlendTree () ® leafCallbacki|¥ & LT
ELET,

leaflZlE, BHAELBEF DY — T ~DRA L FINA>TWVET,

anim\ZiZ, AT T VAT —=UN0DGEITIET = A= a U~y B~DRA U F . FLsoL
AITIE NULL A5 TWET,

pipelineStage i, V=T DHEDNRAL T I, VAT =B A>TWET, ZOfEE LTHHERD
W, BANEID) -2, -1, 0 T, AT —U-2, -1E, ML VATNCRAET 20T, T—2DF Y 7 =
FICHATEET, AT—0 Tld, V=71 30EELTH Y . FHEFEADR =1L, R—XA X v
I D—FLEOR—=ZXELELTT VAT HIENTEET,

userScratchBufferid, BAED ) — 7O onza2—F A2V 2B L TWET, 2—P A FE
UNR 72 WG EIIINULLAE S NE T, 22— A7 T TNy 77D A X
1%, edgeAnimSpulnitialize QFFONHH LOHFTHEE L 7,

dmaTag i, 2=V AT Z v F NNy 77 OO DA ZBIET H72DIEbNET, AIDO/NA T A
AT =V TR ENTZ2—V DMA DFERZFHDFNIA b—AT 25D, 77V r—ra rOEETT,
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edgeAnimProcessBlendTree, EdgeAnimBranchCallback, edgeAnimSpulnitialize
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EdgeAnimBranchCallback

TSUFRED I DDNATS5AVAT—OZEICHURHEND

€ B

#include <edge/anim/edgeanim_ spu.h>

void ( *EdgeAnimBranchCallback) (
EdgeAnimSpuContext* spulontext,
const EdgeAnimBlendBranch const* branch,
const EdgeAnimSkeleton const* skel,
const int32 t pipelineStage,
const uint32 t dmaTag,
void* userScratchBuffer

5 &

spuContext SPUZ T F A MA~DRA o H

branch TV RV U —=DT T F~DRA S H
skel ATV R ~DIRA A

pipelineStage BEONSA I, AT — (-2, -1, 0)
dmaTag Z— DMA % 7

userScratchBuffer I—HPRT T F Ny T HEADRA

' Y B

L

R
%I':

ZOa—= Ny ZBEEUE, T TFRED 3 0D, T TA VAT =V LI ERE T, 2o
— Ny T B BERT HITIE. 2 —/ Ny 7 % edgeAnimProcessBlendTree ) MbranchCallbacks| &
LTELET,

branch 2%, ALY DT 5 o F~DORA X BT LET,

pipelineStage llid, 77 VT DEEDNRAL T TA VAT —VHEBELET, ZOfEE L THRAEERD
. GEAENEIR) -2, -1, 0 T4, AT —-2, -1, TV T4 7 XVRNCRAETHDT, T—H
DTV 72y FIHHATEET, A7 =0 TIE, 77V FITUEHEATHY, 7L RERLDR—X
1. R=RXAF v I D—FBLEOR—AL LT 7 ®8ATDHZENTEET,

userScratchBufferid, BEDT T o FITHEOMHIonza—F AV EELTHOET, 2—H A
YRR EITIEINULLAESINE T, 22—V R T T o F Ny T 7DY A X
X, edgeAnimSpulnitialize QFFONH LDOHFHTHREL T,

dmaTaglI, 2=V A7 T v F Ny 77 LDOMO DA ZBRIETH-01IlibEd, RO AT T4
AT — U TCHth Sz —H DMA OFERZFHDANZA b—AT 501X, 77V 55— a VOFEETT,
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edgeAnimProcessBlendTree, EdgeAnimLeafCallback, edgeAnimSpulnitialize
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EdgeAnimUserCallback

aAX Y RREBO 3 DDA T34 VART—oTEIZ, BEIAGNVaTURFIDARDONST-
VIZMEUHEN D

€ B

#include <edge/anim/edgeanim_ spu.h>

void ( *EdgeAnimUserCallback) (
EdgeAnimSpuContext* spulontext,
const EdgeAnimCommand const* cmd,
const EdgeAnimSkeleton* skel,
const int32 t pipelineStage,
const uint32 t dmaTag,
void* userScratchBuffer

5l
spuContext SPUZ T F A MA~DRA o H
cmd FEEInnwa—HFavr FADRAS &
skel AV N SDIRA B
pipelineStage HWIEDONRA T T4 AT — (-2, -1, 0 ODWTH
)
dmaTag —F DMA #
userScratchBuffer I—PRT T F Ny T FEE~DORA L H
® Y {E
L,
g B3

’@ﬂ—wﬂy7%@i nvyPkﬁ®3o®N47?4yx%—y”&V\mﬁén&wnv/l
IDRRDOMDTZITHERNH ENE T, ZOa—A Ny 7 28845121, 2

v edgeAmmProcessCommandLlst () Dusercallbacki|$ L LTI LiTo

emd 1ML, WS snwa—Fa<wr RaORA VI nEaEnE T,

pipellnestageG X, T VFOREDONRA T T, VAT —UNEENFET, 1 -2, -1, 0 DWW
NN TT (ZOIEFTHRE) . A7 —U-2L-11F7 Ly FEORNIRAEL, &@7)7I/%
MeLTERNTEES, 27— VOTﬁfﬁy?ﬁmﬁﬁﬁﬁmiﬁénfkb\7V/F&®$ z
WR—=AAL 7 D—FLEDOR—=RL LTCT 7B AAREL 220 £7,

userScratchBufferid, BAED a~< v NICBEMIT Oz —F AT ) ~DKRA X T, 72721
fAIHHE SN ST HAIEINULLIZZR Y £F, 2—FR7 T v TF NNy T 7DH A X

= edgeAmmSpulmtlallze()@ﬂ?@‘ﬁ LRIz ESNE T,

dmaTag Z 21X, 2—H R 7 F v F /w7 7127 5 DMABIEZ B T & £ 3, f R 2 A DRI
UW@A4774/%7—y1%ﬁént¢«1@n~%mm_ﬁLTxh~w%ﬁ5®i;77)&
—va YIDOFEEICR Y £,
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edgeAnimProcessCommandList, edgeAnimSpulnitialize
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EdgeAnimBlendOp

SESFELITLUTA VI EREE—FERTEHR

€ B

<7 a

EDGE ANIM BLENDOP BLEND LINEAR

fE
0x000

R

PUFO7 VLR
fola = 0.0]
Ailo = 1.0]

EDGE_ANIM BLENDOP BLEND ADD DELTA RIGHT

0x001

DLFoO7 LR
Fla = 0.0]
Add(fe, ) [o = 1.0]

EDGE_ANIM BLENDOP BLEND ADD DELTA LEFT

0x010

UTFTOT7 LR
4 lo = 0.0]
AddCH. %) [a = 1.0]

EDGE_ANIM BLENDOP BLEND SUB DELTA RIGHT

0x011

UTFTOT7T LR
FEla =0.0]
Sub (£, A) [a = 1.0]

EDGE_ANIM BLENDOP BLEND SUB_DELTA LEFT

0x100

SN ANENE
Hloa = 0.0]
Sub (F. ) [o = 1.0]

EDGE_ANIM BLENDOP COMPOSE_ADD

0x101

BRK
Add (Z£. F) [WHREE SIS
FNLUSNOEEIT, Eb LITA

EDGE_ANIM BLENDOP COMPOSE SUB RIGHT

0x110

AR

Sub (/2. A) [WABRESINTHE
FNUNOHEET, £ LT
Inverse ()

EDGE ANIM BLENDOP COMPOSE SUB LEFT

0x111

BRK

Sub (K. &) [MANRESINEHE
FNLANOSGEE. A LR
Inverse (/£)

R
SEI':

Z DEHIE. edgeAnimBlendPose () Dblendopil#i s L CIESINET,
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EdgeAnimRelativeBlendMode

SEIFELHERMILY KEEE—FERIEH

E B
~7n {1 fRR.
EDGE_ANTM RELATIVE BLEND ADD DELTA | 0x000 | [Base| & [Base+Delta] & DD 7 L R
EDGE ANIM RELATIVE BLEND SUB DELTA 0x001 rBaseJ L [Base - Delta] k@ﬁaﬁ@jl/‘/
=
EDGE ANIM RELATIVE COMPOSE ADD 0x010 [Base + delta] @;ﬁéf%
7L BTN
EDGE ANIM RELATIVE COMPOSE SUB 0x011 [Base — delta] @;ﬁéf%
7Ly RiEHThRN
EDGE_ANIM RELATIVE NONE 0x100 | J—F~L—< 3> (REH)
]
Z DEEIE, edgeAnimBlendJointsRelative () 38 JL TN edgeAnimBlendUserRelative () DblendMode 7l
B LTEINET,
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