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savefbx
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abtool § TERRMHE T Unity BRI RAETL AssetBundle HICHFRIERULTETRES, HEHNEFRBERAIG
M. R R EREE (L.

FERES
ZE2020FMMANERBRFHNE, ZE—RREOABTEZENSREFINEY, BIEEZMabRIFE, MEEM

ATE R GEREINEIIMENSGA R, ARMKATIUFUHRFERIE K, HEERRENEMN, FFEXNER. 2
MRS S, EARRRXERME—ESLNIE,
ZEENTERABTTERATRAURBIRAT, fEabtoolti¥] 2 AIEIXLQRAFERME, 1552 50R5 AN
AR, RMEEERIN:

1. FERENENSE, BEFEARSHEERR

2. FEEMGTRIDLESREBFE, EEFEENRL, BEREEMWE
XSRS RAMNMAE: EMERRT #EE, MINATERERSEREMEMUNFIFRREDE, F118
7000 AMabX M, HIEMANTREEILAABEH, BRXRKRAREHEDR. WEEK, FRELEEE
K, BHABEEN, BMIER TREERRALT.
ETEEFENTAEFRER, ZH/UREEGE, EEREETTALTIRRE, KRENFLAENURERMRD
ETHEA, BLEXEESREESHA0ZTRESR, EMIRERAZROAIEPRMEMMTEN, BF
RIBMSCAM. SR, BIRENET TRAEE, FMAIMNESFREETETRNIASRS.

NS
NREREFRIFOIEAD, BVREEL A, REF T H LR,
BT XSRS IERG, BRAFEE, BSER. B, thUIARFokEEN O E FHEMAMMPR, it
BM—EXRTEE, BHTR!
1. https: //larryhou.github.io/abtool-gitbook/ <

2 https://larryhou.github.io/abtool-gitbook/book.pdf <

3. https: //github.com/larryhou/abtool-gitbook/ <


https://larryhou.github.io/abtool-gitbook/
https://larryhou.github.io/abtool-gitbook/book.pdf
https://github.com/larryhou/abtool-gitbook/fork
https://github.com/larryhou/abtool-gitbook/
https://larryhou.github.io/abtool-gitbook/
https://larryhou.github.io/abtool-gitbook/book.pdf
https://github.com/larryhou/abtool-gitbook/

8 RERE

HTE£EBE TERBEPRMEAEMIRIERS, Bitabtool R ZIFHIImacOSRATFAMRIFITIT, MBI
RANBTERREMAATE, PRTFEERNATEEZZUT/UTIMEIERE:

e libreadline.tbd
o libfbxsdk.a
o Foundation.framework
o libiconv.tbd
o libxmi2.tbd
o libz.tbd

abtool 3 E T C++14nERESCH, IR0 EAMBIF X EEYRIF IR0 BN AT ST AUERS .

B/RYRIF

MR BE—R{ERabtool, BHZWRIFF LBEHET —fpabtool TR, BARIMBITIZS R, EIRH#ATT—F
1B#1E.

1. Xcode#giF

$THXcode, {EFRASH =8 BRI HITHEBRIE, ZEREFIJUNELFFEH Sshelfi~EEmERER, X
=Eabtool TEMNRERENAR, FETEMNZ2IBEHRBINER /usr/local/bin EAFTATEIE.

2. CMake/Ri%

HATATHIA, BIAI7E build/bin B EBZabtoolm<iTTH,

mkdir build
build

cmake ..

cmake —--build .

£ TypeTreeiiE

TypeTreeit®k T RIBMNREIENFIIHLER, KETypeTreefIBRIZ N TIEUnityl LY (E R & R Fabtool TR E
H, RAXtFrabtool7t B FIEESLINERITNEE.

AT IUERKRIEFEEDNT ARIFLRE, EEELTRdocBRERT QuickStart.unitypackage SR, HEMRE
BIE—Unity T2, AESNFIERIRE, BidUnity3ZE abtool/Build Asset Bundles BIA[{RIFEMEES T
TypeTree iEHIabI 4, ZEREE S T 8ESiLabtoolFIBIEBERIFNR/NES, BfRKRIERE, REEEEE T
TRIFDTRERIT SRR

¢ GameObject
¢ RectTransform
e Transform

o TextAsset

o Texture2D

e Cubemap



o Material

e Shader

e SpriteRenderer

e SkinnedMeshRenderer
e MeshRenderer

¢ ParticleSystemRenderer
e LineRenderer

e TrailRenderer

o MeshFilter

e Animator

¢ Mesh

ARG ENTERRELEBE T A LRIRER, AR MUBCERabtool R A TypeTree iR, AT
QuickStart ZRBIREZEE T &R/ EENRFXRE, URFEZAREKZFabtoolIN, EFBIUBIWIRITHER
FIEEZMabXX 4, MMAIIMRERIRATREZ M Uity 28 BUEHE, R RIHREMRREEEMSONTF, BISIRE
FENBBEERPRZIPARX—R.

doc/resources

find . —-iname 'x.ab' | xargs abtool savetree -a types.tte

ERHIAETE find G LEHRMIAENab Y, FHEXLEXHET xargs Efkthabtool TRAELE, RATESRIE
FEM types.tte X (HARMAIMUEN savetree B -a SHIBEEMFZFER) , XMERNIFEIUnity2LE
Bk,

ERIRFIICATS

types.tte B DHHIXY, EEEEBCH+RBARERZ NabtoolfTA, BT FEIXITE S A INBIATERIXME
%, BNIREMGLLER protoc 4RIF *.proto XE—HE,

abtool gtt —a doc/resources/types.tte -o abtool/assetbundles/unity

E?LEE’JH*UZK%EI*E*EE%HL?i HEKBHNHmEE RN abtool/assetbundles/unity , A S A TSR
BEIRNABMEETEMR.

RERIF

B E—SBRBANER T Unity IR REVFIIMEAE, FAINERERREE, JFHNMKLSE TIETEN
abtool, BIEENE T A LAXMBIREBANE

41BN THEEEMYwiFabtool?

1. FHR T UnityhiR A

2. {8287 Unity RA3 B EDS K BHRM REVFFIE RIS

3. fEET AssetBundleArchive B2 1F B

4. {828T serializedFile TFfiB%EH

5. YN RFEEabtool IEFELMIEFTA MonoBehaviour HHEIE, BAIRBEETEHA RIFabtool, FTEBATKEDIERLT
FHARKDIXER D ERHE .



BT
L{RRAEMabtooii+ AMEHE, BB~ oo H<, W

abtool dump doc/resources/android/quickstart.ab



B _F NMAREH

AETESTITAEINRS, HAITNUBEESIRMINE—S T f#abtoolfIEE



RFZEBEERERXNBRRREE, BMEMabXHEERERERGENETNEIR, ETabtoolEm T HMEMHA
BRLENF §|J{t1z,.«,\, g Labtool JAREIFERRE, BERXMBARREIAEAFEAMN, FELTE
FIARREERNIR O, ANEEERNATI T ARV MESIERNTRERNRFIE, b ME. &E,
Shader. Z#HINMHE, MabXRmiFEIFRFHIFabtoolIFF&#R, B 2abtoolfITHRIEFEE R LRI Z I
RREEER.

h?imﬂuabtoolﬁﬁ FRINAERI—ARME, EZFRBRAEARFITERE =L LIZEHMRMER, KKRAMKERS
BSREEMNE

BE: AEGUERNTS EZUREBIZAEFENERXATEIZN, BB TEMIBEEN, SMERE

=
=
A

THEEE
A TR BT GoogleldZx mamit apk , A FEIERMapkERE, SEEMIRAR 1.5.151 , AhiiE a

BEH#ITTH, BREETFcdnBHENNRMY, ZXEHAAMRIOZ THEZEEENATH, MR THEBIBEETM
Google B R R B F I EMBPEIZHIT T,

AT HIF apk X Q
Q2B DA LDEA BDHED =23 #E IR

¥ FI2 337,000 £ER (RS 0.38 #)

https://chessrush.qg.com » zlkdatasys » mct» play ~

iR T IRIB RS T &

BliSEsh. BasRERN (RRERI) . WX ERAZIFE IR R I E MR 28T LT
. BRE, LBEE &A%, LBEITH. i0S FT&EAndroid TH.

https://www.ruan8.com > zhuanti » down v
R EFRID T8 _ AR E R Hapk TH_SM BRI ... - RIE

RIETHAN ARRFRENEZRID TH, RUSHRESNEATHRARR, L7 Hai&k
TR AR A FHR R T T Sithilt.

fiZEabiEiR
B, Bunzipi{1TE&apkEIREIIER
unzip -1 10040714_com.tencent.hjzqgame_a960942_1.5.151_j2e715.apk
MBEEERVEIN assets/AssetBundles HFEFE TabZE R, MAERNITUAREERunzipi2Elabi iR

unzip -o 10040714_com.tencent.hjzqgame_a960942_1.5.151_j2e715.apk 'assets/AssetBundles/*'
assets


https://dlied4.myapp.com/myapp/1109006800/cos.release-75620/10040714_com.tencent.hjzqgame_a960942_1.5.151_j2e715.apk

REHENIHEE TapkEEAENabER, EEERRRRYRRGIPMIIFFHIRA, YWIRREYkassetsH &
ERTEMNTESE, HBRIAMEAAssetBundlesE R EHEMNabE FHIER.

iz

BMNEMAETELFY T TAREFIRE, AT ZEMBRMNabZREETEMGEUnityhlRA, FIMEEIRERIE
MIEFN IR TypeTreed EfifRiFabtool, TNMRIFTCIELE % iBidabtool 1T E LM BIREMIRE,

find . —-iname 'x.god' | xargs abtool savetree

1. https://dlied4.myapp.com/myapp/1109006800/cos.release-

75620/100407 14_com.tencent.hjzqgame_a960942_1.5.151_j2e715.apk


https://dlied4.myapp.com/myapp/1109006800/cos.release-75620/10040714_com.tencent.hjzqgame_a960942_1.5.151_j2e715.apk

Ui

EiZab3 1

BARENTEXE - ES8WERFRab XY, WRIFAHEZM TabinEER, BATMER tist <L WERFRR
AHENRFRREZ, RAERIRMGEERRNEZEHRMENNab .,

find AssetBundles —iname 'x.god' | xargs abtool list -r

}\Aéﬁﬁiﬁﬁﬂ]ﬂ$§ artresource_captainpbr_captain_202.god T’Ej\jfﬁﬂ_—\ﬁfl o

[095/123] assets/artresource/captainpbr/captain_202/textures/captain_202103_suit_m.tga Texture2D
[096/123] assets/artresource/captainpbr/captain_202/textures/captain_2021_body_n.tga Texture2D

[097/123] assets/artresource/captainpbr/captain_202/textures/captain_2021_stuff_n.tga Texture2D
[098/123] assets/artresource/captainpbr/captain_202/textures/captain_2021_suit_n.tga Texture2D

[099/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_body_a.tga Texture2D
[100/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_body_b.tga Texture2D
[101/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_body_d.tga Texture2D
[102/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_body_m.tga Texture2D
[103/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_suit_a.tga Texture2D
[104/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_suit_b.tga Texture2D
[105/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_suit_d.tga Texture2D
[106/123] assets/artresource/captainpbr/captain_202/textures/captain_202201_suit_m.tga Texture2D
[107/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_body_b.tga Texture2D
[108/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_body_d.tga Texture2D
[109/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_body_m.tga Texture2D
[110/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_suit_b.tga Texture2D
[111/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_suit_d.tga Texture2D
[112/123] assets/artresource/captainpbr/captain_202/textures/captain_202202_suit_m.tga Texture2D
[113/123] assets/artresource/captainpbr/captain_202/textures/captain_2022_body_n.tga Texture2D

[114/123] assets/artresource/captainpbr/captain_202/textures/captain_2022_suit_n.tga Texture2D

[115/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_body_a.tga Texture2D
[116/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_body_b.tga Texture2D
[117/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_body_d.tga Texture2D
[118/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_body_m.tga Texture2D
[119/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_body_n.tga Texture2D
[120/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_suit_b.tga Texture2D
[121/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_suit_d.tga Texture2D
[122/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_suit_m.tga Texture2D
[123/123] assets/artresource/captainpbr/captain_202/textures/captain_202301_suit_n.tga Texture2D

REENGEI SR

Bidabtoolfy savetex AL AIM—RERFabXHEEAMANMERR, BINGHEIHATE RN _textures B
F, AT —-output BEFEEHMEFRER.

abtool savetex AssetBundles/Android/artresource_captainpbr_captain_202.god



LARRYHOU-MC8:demo larryhou$ abtool-cr savetex AssetBundles/artresource_captainpbr_captain_202.god
[0] AssetBundles/artresource_captainpbr_captain_202.god
__textures/Captain_202202_body_b.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202301_body_n.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_202102_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202202_body_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202201_body_b.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202201_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202103_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202102_suit_b.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202202_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
_ textures/Captain_202301_body_b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_2022_body _n.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_2021_stuff_n.64x64.etc_rgbd.tex =2,048 2.00K

_ textures/Captain_202103_body_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202101_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202103_suit_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202101_suit_a.64x64.etc_rgb4.tex =2,048 2.00K

_ textures/Captain_202101_suit_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202101_suit_b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_202201_suit_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202101_stuff_m.64x64.etc_rgb4.tex =2,048 2.00K

_ textures/Captain_202201_suit_b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_202101_stuff_b.64x64.etc_rgb4.tex =2,048 2.00K
__textures/Captain_202101_suit_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202102_body_m.512x512.etc_rgb4.tex =131,072 128.00K

_ textures/Captain_202301_body_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202103_suit_d.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_202301_suit_m.256x256.etc_rgb4.tex =32,768 32.00K

_ textures/Captain_202101_body_a.64x64.etc_rgb4.tex =2,048 2.00K

SERANRE: savetex RENGEEERTEGRZIE, HigLA[filename] [BINE][MEERE ] tex, RT
filename, ERXHRBABTESNEEBIN, BNEE T ROMGEIEDIRIESEKM,

MEEIfE VIR

ME—PBRSENEEERZ . tex BANXYE, AEAZEERNTTETMNEREEXMEN, ENHMTE
TRIRID RIS I EGPUESRAT A MR IE IR EY, AT FEMNGERE, £ IRERERNE T pythonfilAT
B textool.py , EFJLAREEMIE <. tex XHFEIRETERERH «. tga X,




import re, struct
from tex2img import decompress_astc, decompress_etc, decompress_pvrtc
from PIL import Image

def main
import sys
pattern = re.compile( r'[ ~/] +\.(\d+x\d+) \.([~.]+) \.tex$")
for filename in sys.argv[1:]
match = pattern.search( filename)
if not match: continue
# print( '>>> {}'.format( filename)
fp = open( filename, 'rb')
texture_size = [ int(x) for x in match.group(1) .split( 'x')]
texture_format = match.group( 2)
mode = 'RGBA’
if texture_format.startswith( ‘etc_'):
image = decompress_etc( fp.read(), texture_size[ 0], texture_size[1], 0)
mode = 'RGB'
elif texture_format.startswith( 'etc2_'):
image = decompress_etc( fp.read(), texture_size[ 0], texture_size[1], if texture_format.startswit
if not texture_format.startswith( 'etc2_rgba'): mode = 'RGB'
elif texture_format.startswith( ‘astc_rgb'):
block_size = [int(x) for x in texture_format.split('_')[-1].split( 'x")]
image = decompress_astc( fp.read(), texture_size[ 0], texture_size[1], block_size[?], block_size[ 1]
elif texture_format.startswith( ‘pvrtc'):
# https: //github.com/powervr-graphics/Native_SDK/blob/3f88b@f3735774ab9fb718dadaeaddd6acf68d21/fr
image = decompress_pvrtc( fp.read(), texture_size[0], texture_size[1], if texture_format[ -1] ==
elif texture_format.startswith( 'rgha32'):
image = fp.read()
elif texture_format.startswith( ‘rgb24'):
image = fp.read()
mode = 'RGB'
elif texture_format.startswith( 'rgbh565'):
width, height = texture_size
image = bytearray(width * height * 3)
index
for r in range( height):
for ¢ in range(width):

v, = struct.unpack( ‘<H', fp.read(2))
imagel index+2] = (v >> & ) * // # red
imagel index+1] = (v >> & ) * // # green
imagel index+2] = (v >> & ) % // # blue
index +=

image = bytes( image)

mode = 'RGB'

elif texture_format.startswith( 'rgbad4444'):

width, height = texture_size

image = bytearray(width * height x* 4)

index =

for r in range( height):

for ¢ in range(width):

v, = struct.unpack( ‘<H', fp.read(2))
imagel index+2] = (v >> & ) * // # red
imagel index+1] = (v >> & ) * // # green
imagel index+2] = (v >> & ) * // # blue
imagel index+3] = (v >> & ) * // # alpha

index +=

image = bytes( image)
elif texture_format.startswith( 'alpha8'):

image = fp.read()

mode = 'L’
else: continue
result = Image.frombytes(mode, tuple(texture_size), image, 'raw')
savename = re.sub( r'(\.[~.]+){3}$"', '', filename) + '.tga'
result.save( savename)



print( '+ {} => {}'.format( filename, savename))

if __name__ == '__main__":

main()

E(ERRTEINEextoolIE] /usr/bin/localy BR T, BEIFARTAESREA—MRRNBZFILEZXTIA
7

cp -fv textool.py /usr/ /bin/textool

ET B I textool#e e «. tex TAEITET, HMEHNERXHFMHEER « tex XHHNERB R,

textool __textures/*.tex

LARRYHOU-MC8:demo larryhou$ textool _ textures/*.tex

_ textures/Captain_202101_body_a.64x64.etc_rgh4.tex => _ textures/Captain_202101_body_a.tga

_ textures/Captain_202101_body_b.512x512.etc_rgb4.tex => _ textures/Captain_202101_body_b.tga

_ textures/Captain_202101_body_d.512x512.etc2_rgba8.tex => _ textures/Captain_202101_body_d.tga
___textures/Captain_202101_body_m.512x512.etc_rgh4.tex => __ textures/Captain_202101_body_m.tga
__ textures/Captain_202101_stuff_b.64x64.etc_rgb4.tex => _ textures/Captain_202101_stuff_b.tga

_ textures/Captain_202101_stuff_d.64x64.etc_rgbd.tex => _ textures/Captain_202101_stuff_d.tga
___textures/Captain_202101_stuff_m.64x64.etc_rgbd.tex => _ textures/Captain_202101_stuff_m.tga

_ textures/Captain_202101_suit_a.64x64.etc_rgb4.tex => _ textures/Captain_202101_suit_a.tga
__textures/Captain_202101_suit_b.512x512.etc_rgb4.tex => _ textures/Captain_202101_suit_b.tga
__textures/Captain_202101_suit_d.512x512.etc2_rgba8.tex => _ textures/Captain_202101 suit_d.tga
_ textures/Captain_202101_suit_m.512x512.etc_rgb4.tex => _ textures/Captain_202101_suit_m.tga
__textures/Captain_202102_body_b.512x512.etc_rgb4.tex => _ textures/Captain_202102_body_b.tga
__textures/Captain_202102_body_d.512x512.etc2_rgba8.tex => _ textures/Captain_202102_body_d.tga
_ textures/Captain_202102_body_m.512x512.etc_rgb4.tex => _ textures/Captain_202102_body_m.tga
__textures/Captain_202102_stuff_d.64x64.etc_rghb4.tex => _ textures/Captain_202102_stuff_d.tga

FIFF __textures BRIIEEHATZ,

e T T e

() 4

Captain_2022_body_n.t Captain_2022_suit_n.tg Captain_202101_body_b Captain_202101_body_ Captain_202101_suit_b.t Captain_202101_suit_m. Captain_202102_body_
ga a .tga m.tga ga tga b.tga

> I [

T\‘ 'g/

Captain_202102_suit_b. Captain_202103_body_ Captain_202103_body_
m.tga tga b.tga m.tga tga .tga b.tga

Captain_202201_suit_b. Captain_202201_suit_m Captain_202202_body_ Captain_202202_body_ Captain_202202_suit_b. Captain_202202_suit_m
m.tga tga .tga b.tga m.tga tga .tga

3

Captain_202301_body_ Captain_202301_body_ Captain_202301_suit_d. Captain_202101_body_d Captain_202101_suit_d. Captain_202102_body_ Captain_202102_suit_d.
b.tga n.tga tga .512x512.etc2_rgba8.tex 512x512.etc2_rgba8.tex d.512x512....2_rgba8.tex 512x512.etc2_rgba8.tex




M

textool T B4k #15E = S IEEBIBEex2img |, Z T A% TBinomialLLC/basis_universal®, Ericsson/E TCPACK®
*Dpowervr—graphics/Native_SDK4, RS TK0Ib3 IR A ER], EE TR F

T RGBA32 . RGBA4444 . RGB24 . RGB565 Al Alphas MEEIETLAVERED, LI XA—BEE, NIZAAR{THE AN
D HINEEREE,

1 https: /igithub.com/KOIb3/tex2img.git «

2. https: //github.com/BinomialLLC/basis_universal/

3. https: //github.com/Ericsson/ETCPACK «

4. https: //github.com/powervr-graphics/Native_SDK/tree/master/framework/PVRCore/texture <

5_ https: /igithub.com/KOIb3 «
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https://github.com/K0lb3/tex2img.git
https://github.com/BinomialLLC/basis_universal/
https://github.com/Ericsson/ETCPACK
https://github.com/powervr-graphics/Native_SDK/tree/master/framework/PVRCore/texture
https://github.com/K0lb3
https://github.com/K0lb3/tex2img.git
https://github.com/BinomialLLC/basis_universal/
https://github.com/Ericsson/ETCPACK
https://github.com/powervr-graphics/Native_SDK/tree/master/framework/PVRCore/texture
https://github.com/K0lb3

M

RE

FEZREEBAVREER artresource_captainpbr_captain 202.god XHHET, HHLEMAERE, REFEAME LS
T, TR EabRIREEIEE SR . fox XM,

$ abtool savefbx AssetBundles/Android/artresource_captainpbr_captain_202.god

LARRYHOU-MC8:assets larryhou$ abtool-cr savefbx AssetBundles/Android/artresource_captainpbr_captain_202.god
AssetBundles/Android/artresource_captainpbr_captain_202.god
_ fbx/Captain_2022_body. fbx
__fbx/Captain_2023_suit.fbx
__fbx/Captain_2022_suit.fbx

__fbx/Captain_2021_suit.fbx
_ fbx/Captain_2021_stuff.fbx
_ fbx/Captain_2023_body. fbx
_ fbx/Captain_2021_body. fbx

FBXSZ{EA] i@ Autodesk FBX Review $TFF

o000 Autodesk FBX Review (1.4.1)
Captain_2022_body.fbx

59.8fps (<1ms)

11021 polygons

R XAEMIDITESTH, tbalFE(IAIATEBlenderBEHEBRIAEL . UVsHRER.
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https://www.autodesk.com/products/fbx/fbx-review

/ Wﬁ’ﬂ&ﬁ&ﬁ

7 RN
LT TN
Hdit e

§ A
Se '4" N,

P ——— T 1) s
ZEMEFESERNGE, AN S EERNE captain_202201_body_b.tga BEBER—T



B, RFEBRIFEAR—H, XHEGR—H.... B2, EUELTHETHMELEEERT.



1

. https://www.autodesk.com/products/fox/fox-review <


https://www.autodesk.com/products/fbx/fbx-review

ZIRBRIF

HEREEEGIFAIIIRT abtoolBZARIZ IR fiﬁif%ﬁﬁ , [BRRXMIHMEEARRIZNE, MENIXTLEIME
Sd RrE=A TEANUEREIE CENRE. EZ%ZKEX/H_}‘ZF‘\/ XA ZTE FA B RIE, KEFER
RIMENER, MRWABTIFEEN, i]‘ﬁ'ﬂkmﬂF%T*UE’Jo [EFAR T : EEfRabZRUULBS ZIKMR, ABAZME
RIFIRFILER =2

F18ab&iEERT X TypeTree
AR E TabiT 8O

public static AssetBundleManifest BuildAssetBundles(
string

kk_A*QES"‘%%l BuildAssetBundleOptions ﬁﬁ;ﬁ? %Uabﬁ’]ﬂ'@ﬁ'ﬁ ,E\:EF”Wﬁﬂﬁ DisableWriteTypeTree ﬂb{?&l‘zﬂ
TypeTree,

/// <summary>

/// <para>Do not include type information within the AssetBundle.</para>
/// </summary>

DisableWriteTypeTree = 8,

i Fabtoolét KER D INEEEE T TypeTree, BRI EXHTypeTreeRFEMEBET? KA AEER! TypeTreeEH
Unity4RY, #a)iE0, WRZZHEBRANUNityth 27 AR S 5K TypeTreeld, EXMIERT, *iETypeTreek
BXUZERS LT B f# MonoBehaviour , BAIFERZRIGH! #a1ER, WRIRE T Unity AFFATTHRRA (FrtE
hR) , AR R e ERFN!

ttﬁﬂfﬂﬁﬁki#iﬂz%,m%fﬂTm/}?E’]TypeTree B2 T AR AERREIUnity 2017.4.26 1

[ ¢ hero_12_90021001_1

00000}556E6974 79465300 00000006 352E782E 78003230 31372E34 2E323666 31000000||UnityFsS 5.x.x 2017.4.26f1
00020 00000004 4E230000 00580000 00790000 00431EC0 0100B204 00020000 O00161E4 N# X y C 5 a.
00040 00030A00 246CDFOA 0OCOS5BD3 00030000 26400000 23030A00 2900013A 0010061A $1. . [. &@ # )
00060 O0OFO1800 04434142 2D353737 30633830 39323239 30643166 37613465 32396461 5 CAB- 5770c8092290d1f7a4629da
00080 65623438 61353963 6400F001 O00009A2 00062640 00000011 00001000 0100FOO0||eb48a59cd . . &e .
000A0 32303137 2E342E32 3666310A 32000D13 00501300 00007309 O0F204FF FF2DA9CS|(2017.4.26f1 2 P 3 5 naoo
000CO 6F9EFC8B 31A480D5 B8858755 F3011700 F202A372 646834BC AF26EAB1 D21B29E3||o...1...... u. . .rdh4. . &... ).
OOOEO® 95531517 0OF202D8 71346D99 0BBC294D 02F4C366 BF1B6D04 1700F002 761CA81F||.S o oo o) ooio [ 6 &5
00100 78491542 BADC37F8 10AB3455 721700F2 14040012 EOEDDFD6 3095F615 6C5699AB||(xI B..7. .4Ur . ... 0.0 VL.
00120 1360518C 96F656C2 8F711E8B 79DC1603 EFEED55A 3E0OF101 B6BBDOE8 8D1FEB63 "0 00Vo 0l oMo  000Z® o coooo ©

ZEZEMNERTEHT —MERNRZRE, SARIRE quickstart.unitypackage IRIEFRIFLR abtool , EHERTLAIEE]
(UA(T: YRS 3~ T



AfTTIEE Y

Morgan_Skin_01_dark.tg Morgan_Skin_01_diffuse Morgan_Skin_01_diffuse Morgan_Skin_01_diffuse Morgan_Skin_01_illum.t morgan_Skin_02_dark.t morgan_Skin_02_diffus morgan_Skin_02_illum.t
a _atga _b.tga .tga ga ga etga ga

THAEMm =

morgan_skin_03_dark.tg morgan_skin_03_diffuse morgan_skin_03_illum.t morgan_skin_06_dark.tg morgan_skin_06_diffuse morgan_skin_06_illum.t obj_vic_033.tga prop_Kong_01_dark.tga

a tga ga a -tga ga
prop_Kong_01_diffuse.t prop_Kong_01_illum.tga t_guangtiao_801.tga trl_vic_29.tga Weapon_01_morgan_dar Weapon_01_morgan_dif Weapon_01_morgan_illu Weapon_01_morgan_Sin
ga k.tga fuse.tga m.tga glel1_dark.tga

Weapon_01_morgan_Sin Weapon_01_morgan_Sin Weapon_01_morgan_ski Weapon_01_Morgan_ski Weapon_01_morgan_ski Weapon_01_morgan_Ski Weapon_01_morgan_Ski Weapon_01_morgan_Ski
glel_diffuse.tga glel_illum.tga n_01_dark.tga n_01_diffuse.tga n_01_illum.tga n_02_dark.tga n_02_diffuse.tga n_02_illum.tga

Weapon_01_morgan_ski Weapon_01_morgan_ski Weapon_01_morgan_ski Weapon_01_morgan_ski Weapon_01_morgan_ski Weapon_01_morgan_ski Weapon_02_morgan_ski Weapon_02_morgan_ski
n_03_dark.tga n_03_diffuse.tga n_03_illum.tga n_06_dark.tga n_06_diffuse.tga n_06_illum.tga n_06_dark.tga n_06_diffuse.tga
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M

RRIER
Name Size v Kind

Morgan_Skin_01_high.fbx 597 KB  FBX File

Morgan_Skin_01_TPS_LODO_Model_morgan_Skin_01_LODO_LODO.fbx 238 KB FBX File
l:_xl Morgan_Skin_01_FPS_Model_softNormallnTangent.fbx 131 KB  FBX File
[F:XI Weapon_01_FPS_morgan.fbx 127 KB FBX File
IF_:_? Weapon_01_b_FPS_morgan.fbx 103 KB  FBX File
l:_; Weapon_01_b_morgan@high_rig_softNormalinTangent.fbx 99 KB  FBX File
l:_xl Weapon_02_FPS_morgan_softNormalinTangent.fbx 80 KB FBXFile
I:_XI Weapon_02_morganr@rig_softNormallnTangent.fbx 73 KB  FBX File
[F:xl Weapon_02_avatar_morgan_skin_02_softNormalinTangent.fbx 72 KB  FBXFile
[:xl Weapon_02_Rope_morgan.fbx 66 KB FBX File
l:_; Weapon_02_FPS_morgan.fbx 65 KB  FBX File
IF:_XI Morgan_Skin_01_TPS_LODO_Model_morgan_Skin_01_LODO_LOD2.fbx 65 KB FBXFile
I:_XI Weapon_01_TPS_morgan.fbx 49 KB  FBX File
I:_xl Weapon_02_TPS_morgan_Skin_02_model_softNormalinTangent.fbx 48 KB FBX File
[:_XI Weapon_01_b_TPS_morgan_skin_06_tangent.fbx 45 KB FBXFile
lﬁ? Weapon_02_TPS_morgan_softNormallnTangent.fbx 41 KB  FBX File
IF:; Weapon_03_TPS_morgan_skin_02_model_softNormalinTangent.fbx 39 KB FBX File
l:_xl kong_prop_nop_prop_Kong_01_softNormallnTangent.fbx 38 KB FBXFile
l:_xl Weapon_01_b_TPS_morgan_softNormallnTangent.fbx 36 KB FBX File
[F:xi Weapon_01_b_TPS_morgan.fbx 31 KB FBXFile
IF:_:I Plane001.fbx 22 KB FBXFile
l:_; Weapon_02_TPS_morgan.fbx 22 KB  FBX File
ﬁ kong_prop_nop_propjoint_softNormalinTangent.fbx 21 KB FBXFile

|
s
]
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REL+NEEE R

AT ! ARIREINE EFERTERRUNity, IBAZFRBARRLFEHRN! BERERIPIERET, BIROIE
RIFBSIZRE, AMATTLEE—ERL, TRZTEN.

xR ERFIIL

MRIRNIMBERIRES, BAPTME—LEXREFFNFIIHNFRE—T. LU Texture2d XPEHIREER, EHEIES
MAREUT



struct Texture2D: public Object {

g m_Name;

int32_t m_ForcedFallbackFormat;

bool m_DownscaleFallback;

int32_t m_Width;

int32_t m_Height;

int32_t m_CompleteImageSize;

int32_t m_TextureFormat;

int32_t m_MipCount;

bool m_IsReadable;

int32_t m_ImageCount;

int32_t m_TextureDimension;

GLTextureSettings m_TextureSettings;

int32_t m_LightmapFormat;

int32_t m_ColorSpace;

TypelessData m_TexData;

StreamingInfo m_StreamData;

ERBFENRFIIMILTEF, string / map / set / vector FEIBI B HMHENARMIE: FAIFHEMEBAKR

E, RERINFEEHATR, T string ERHRATRERRZE char . ET UL, AT ATEARAERRAIUnity RS
BEM—LEHRED, BB ERRBEICIRFERIRMUE, HEEXLEFERNFIICZHIEN—MRANER,
XHEEIT AR Unity R RiIZBDRM S SEBEREE TRER . ZRIPERNARZERERRENEIESM, E
H5 iR Uity £ K TypeTree™ 4 E%, MMSBUBERERUNity R RIS AKRK .

{B2Q AssetBundleArchive {Efi#4Ets

BT abFREUNty REESHMRIBEIT— AssetBundleArchive BeREM, ENERREBRFENREEHRMHX
HIUTHEE, FHRBEMHAERN, MRENIMERRBZEAINEMRIT— P IHRMINEENZ RS, thnEE
IR, FERRM T RN,

{BEX serializedFile {Zfif%Etl

BT EHRFESSE, ERINBETEAERARRNEFMES, LLUEK seriatizedFile KmetadataZiHEAIALR
R

iz

MRRFERRIERIT TER, AR AN abX T #AFIRIINE, BrIDIEERENERSASTMMNE, AiRRE
FEAAZEITIIFH, LEAILOLFRHN T X M80RIT.



HiR5| & REiR

—RRIEN T HRE —%Eﬁbﬁ%%&ﬂ“ﬁ&#?y%, BEE I B IR ERVIE AN A KA AT (B RVIE AN, METFERAEFIUnityflabl¥
E%1F, BERURBERFIRETRET UnityIBERRRHR, BLAMBRKERSEGRFLROFIRLE]
B, FHEUnity FXMENtBITEEREE.

AT, BB NabZRIEINZISGRMRIEE —RLEB ENARERIRS | RMVERR, BTSRRI
EETE, EUERIFERE, ZEEI—TEBREENNHREVIIRER: MEEKASIBNEETES M
TabXHEH, BEEIMRIKANGABRZEMBEFINZANERIN—THERIKB, 7IEBENMEERALN
ERETHUETEWET, BrBIHFERANIEEREH IR P RIEE TR R T, RAEREXTHE, £E7F
RT scanref TH, ENERAREHAASIATMEIK. WE. MeshBIN R, AREEISIABEERLEBMARNY
R, ARKEBEMFRNLEZ TR —H.

scanref
/cab-00a615392edb6a8c75e792bb4d60c290/cab-00a615392edb6a8c75e792bb4d60c290 dynamic/module/weaponskin_bundle_12!7!forcedownload!cod_models$weapo
apon$mainweapon_ 061 ul736$5!0.pak
hive:/cab-f8adecc20aecl172be68dc0f5781b6dc/cab-f8adecc20aecll172be68dcOf5781b6dc i:3 Texture2D
Ode069d18530304b7739b6J/ZZleGeﬂ cab-00de96edle3a030462756b657221e6e9 dynamic/module/vehiclesskin bundle 01!7!forcedownload!cod models$veh

a399eb2d16395b45a5a344073458/cab-21022399eb2d16395b4525a344073458 i:3 Texture2D
d3963f2505995b4803b5c/cab-013d2ae3fdfd3963f2505995b4803b5¢c dynamic/module/role_bundle_08!7!forcedownload!cod_models$avatar$seal
6_003_bluewhite.pa
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:4 Mesh
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:5 Mesh
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:13 Texture2D

archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:17 Avatar
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:22 Material
- archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cdad8c391a5d38e03b i:23 Mesh

T
T
T archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cdad8c391a5d38e03b i:16 Texture2D
T
T

BT EERMHT AR XIE? BR2AENRRNIKE

T archive: /cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22182316cda48c391a5d38e03b i: 4 Mesh => Texture2D

HXNEA—ITHSEEBERET, archive s FFk—8BXAEabEH serializedrile MIERIE, AIMARFHE, &
J& dynamic/module/role_bundle_08! 7! forcedownload! cod_models$avatar$sealé_003_bluewhite.pak EB[Hid

79 767 BY SkinnedMeshRenderer SYRIAE —PIMBEIRIEH PPtredMesh> , FEEBIN—"TabBEFEXH( archive: /cab-
935fbd22 82316 cdad8 c391 a5d38e03b/ cab-935 Fbd22 82316 cdad8 c391a5d38e03b ) ZS |/ m_Pathip=4 MR, EE B4R
S|IFBRENRIFEESZEN Texture2d X,

J:@ SkinnedMeshRenderer ﬁﬂ%j{zﬁﬁﬁﬁﬁ



<SkinnedMeshRenderer: > id=
m_GameObj ect: PPtr<GameObject>
m_FileID
m_PathID
m_Enabled: bool =
m_CastShadows: uint8_t =
m_ReceiveShadows: uint8_t =
m_ReceiveNoSSShadows: uint8_t =
m_DynamicShadows: uint8_t =
m_MotionVectors: uint8_t =
m_LightProbeUsage: uint8_t =
m_ReflectionProbeUsage: uint8_t =
m_LightmapIndex: uintl6_t =
m_L ightmapIndexDynamic: uintl6_t =
m_LightmapTilingOffset: Vectordf
x: float =
y: float =
z: float
w: float
m_Materials: <PPtr<Material>>
[0]:PPtr<Material>
m_FileID =
m_PathID =
m_StaticBatchInfo: StaticBatchInfo
firstSubMesh: uintl6_t =
subMeshCount: uintl6_t =
m_StaticBatchRoot: PPtr<Transform>
m_FileID
m_PathID =
m_P robeAnchor: PPtr<Transform>
m_FileID =
m_PathID =
m_L ightP robeVolumeOverride: PPtr<GameObject>
m_FileID =
m_PathID =
m_SortingLayerID: int32_t =
m_SortingLayer: intl6_t =
m_SortingOrder: intl6_t =
m_Quality: int32_t =
m_UpdateWhenOffscreen: bool =
m_SkinnedMotionVectors: bool =
m_Mesh: PP tr<Mesh>
m_FileID =
m_PathID =
m_Bones: <PPtr<Transform>>
[0]: PPtr<Transform>
m_FileID
m_PathID
m_BlendShapeWeights: <float>
m_RootBone: PPtr<Transform>
m_FileID =
m_PathID =
m_AABB: AABB
m_Center: Vector3f
x: float =
y: float =
z: float
m_Extent: Vector3f
x: float =
y: float =
z: float =
m_DirtyAABB: bool =

BT 5| ARZHEINFIRANZ Texture2d KR



$ abtool edit dynamic/module/common\!7\!forcedownload\!cod_models\$avatar\$seal6_003.pak
[0] dynamic/module/common!7!forcedownload!cod_models$avatar$seal6_003.pak
$ lua file:dump_object(4)
<Texture2D:28> id=4
m_Name:string = C_T_M_Seal6_Shotgun_003_N
m_Width:int32_t = 1024
m_Height:int32_t = 1024
m_CompleteImageSize:int32_t = 626288
m_TextureFormat:int32_t = 50
m_MipCount:int32_t = 11
m_IsReadable:bool = 0
m_StreamingMipmaps:bool = 1
m_StreamingMipmapsPriority:int32_t = 2
m_StreamingGroupID:int32_t = 567068459
m_ImageCount:int32_t =1
m_TextureDimension:int32_t = 2
m_TextureSettings:GLTextureSettings
m_FilterMode:int32_t = 2
m_Aniso:int32_t =1
m_MipBias:float = 0
m_WrapMode:int32_t = 0
m_LightmapFormat:int32_t =
m_ColorSpace:int32_t = 0
m_TexData:TypelessData
size = 0
data =
m_StreamData:StreamingInfo
offset:uint32_t = 158432
size:uint32_t = 626288
path:string = archive:/CAB-935fbd22f82316cda48c391a5d38e03b/CAB-935fbd22f82316cda48c391a5d38e03b.resS

B Texture2dD XERLREFEAY Mesh FRME{ELE SkinnedMeshRenderer IR, REAMESSH B R, KENIETLAE
1T abtool scanref IAIEHENAIFAE LR, 30FHAIUITMIGEANabEE, FLREIEESHH.

0

find . —-iname 'x.pak' | xargs abtool scanref

scanref RIEIFMAIBEFRHIIE RN assets.ref X, TRIBITHIME scanref SEIMEMEEFXHE, X
TRBRAEa R BRI NREBEIERNER, HIEEEREDR2E,

abtool scanref

LFENFFEERZRAFREE, HEXBANEBMEXFOERMABR, RIFCDOTEEERMBRTIE:
1. MRRAB D EabHRFESI B, BRI B RNabZRMMENA L B RMiE, TRWER

Unity2 18 & iXLEER

2. IRBRZabFREFES I ARA, B TabZRLEIRMNANRBR, RIRESRMWEEEIME TN
ab%®iE., BRRIER, THHELMENabBER, BT abtool scanref HB—1%E RIS | FHIRIHAYE IR
A, REARXMRANabZRERMEN _LWabBER, HEBIT—/RabiTEiRE,

FMAERLE, BMNMBENTETabtool RIF IR, AARRDBNTSE, ERBREARBAZTERRE: FR
AR B R A0l P A AP

F_EME skinnedMeshRenderer $51%5|FH Texture2d E’\]W%ﬂﬁ%, AIARRTE R : E?TK@?&?&EE, ATIBF~abZ iR
HEZEENITE, BRabHRFBIIETMAE, BFEINRESHUnityfTEIRETET, ARAIZZEIFITEHAR
R, ERUNityRABRMEZETE, FRIMARSAZRZFPASHSIBT —THIRNER, HETREENIHE
Unity th TR IRBIX M Z E B



HZIRS|IBEX

EIEERIFIREPURUNity R T, B%T%FE—IE&EEIEE’]'EJLJ\IE, HESHM—LERIPLTE. BERIEFEEFHE
RERGER: RRERLMERFEFERVMRFE, B scanref AIMULIIER,

LEI0_EIREATHIE T —HEKFCERRER ), Editor2EmERRIERE

Display 1
No cameras rendering

P

= A
A it T

ERENGITHIHMRMIEREFIET, HHLBEE’JJ”EI”EET #ED}E‘:E’]J\/ AuekS=2s LS

AR o =} g
§ESH70-KFCRE)

58 50 & 10

4|

FOERE 70 Mzt 90
RS 10 =8 70

BotF

&S D -FEEIS S T-2BR

XFER TER scanref EERESIF, RIT @A

find . —-iname 'kx.pak' | xargs abtool scanref



$ abtool scanref
bd7b366d4adcadc@7d5 ab-05a2e4277bd7b366d4adcadc07d50c82 dynamic/module/kfc!7!forcedownload!cod _models$weapons

ak
fc774b79be2(6139469@dbb2913fSZZ/cab 3fc774b79be2c61a94690dbb2913f522 i:6 Texture2D
d2205fdel55d65e2032ecaf62f0lc/cab-67dd2a05fdel55d65e2032ecaf62f0lc dynamic/module/weaponskin_v10 1!7!forcedownload!cod_models$weapons
1eewea\om$mele.\eazon 014 knifes$cnl!@.pak
- archive:/cab-3fc774b79be2c61a94690dbb2913f522/cab-3fc774b79be2c61a94690dbb2913f522 i:6 Texture2D

[1/11[REF] archive:/cab-3fc774b79be2c61a94690dbb2913f522/cab-3fc774b79be2c61a94690dbb2913f522 dynamic/module/common!7!forcedownload!cod _models$weapons$
meleeweapon$meleeweapon 014 knifes$5!0.pak

MBFEE,

ﬂﬁ dynamic/module/kfc! 7! forcedownload! cod_models$weapons$meleeweapon$meleeweapon_014_knifes$cn2! 0.pak §|ﬁﬂ]f
BI—"Tab

ﬁﬁ dynamic/module/common! 7! forcedownload! cod_models$weapons$meleeweapon$meleeweapon_014_knifes$5! 0.pak ﬂiﬁﬁgi
510 6 WE, EREEFREEHIEXTEE, BAXMERFTEIER

R dynamic/module/common! 7! forcedownload! cod_models$weapons$meleeweapon$meleeweapon_014_knifes$5! 0.pak MEEE

M= EFITE .
EALZ A, EAMMBI—TBEAF. BFRET saveodj BIRFREFNESES.

find . —-iname 'kx.pak' | xargs abtool saveobj]

REET getref -r <L E?ﬁ’ﬁ?ﬁﬂjl‘ﬂaﬁﬂ’%ﬂﬁﬂ?%IFHE’JmE?U%’z Hep -r SHRRERER TiEEIRNS R
xR, ®E -r SHERTZSLERSIRFRN LLES I BIIXR.

$ abtool getref -r knifes_kfc.mat
dynamic/module/kfc!7!forcedownload!cod_models$weapons$meleeweapon$meleeweapon_014_knifes$cn2!0.pak assets/cod_models/weapons/meleeweapon/meleeweapon_01
4_knifes/cn2.0/materials/knifes_kfc.mat

_codm_shader .pak assets/shaders/codm/standard/cfstandard_dynamic.shader *34

cod_models$weapons$meleeweapon$meleeweapon_014_knifes$5!0.pak assets/cod_models/weapons/meleeweapon/meleeweapon_014_knifes/5.0/texture/knifes_ui_n. §
tga *4

dynamic/module/kfc!7!forcedownload!cod_models$weapons$camouflage_character$cn2!0.pak assets/cod_models/weapons/camouflage character/cn2.@/avatarcam

oRIGhichtZalt

cod_models$weapons$meleeweapon$meleeweapon_014_knifes$5!0.pak assets/cod_models/weapons/meleeweapon/meleeweapon_014_knifes/5.0/texture/knifes_ui_a.
tga *5

dynamic/module/common!7!forcedownload!cod_models$weapons$meleeweapon$meleeweapon_014 knifes$5!0.pak *6

_codm_isolated_tex.pak assets/shaders/codm/standard/res/defaultweapon.exr *4

ARAtLBEA L knifes KFC.mat 5|FASE AT NEETEBRE
b dynamic/module/common! 7! forcedownload! cod_models$weapons$meleeweapon$meleeweapon_014_knifes$5! 0. pak BEEK

RE, MM7SAREIREER,

FERERNZREME, URERNFTREMEK, BAMSRIANEEERER, EMAHNEMN., FERRBNE,
LERINFZRSIAERARENERFSIBE, EEETRRAFENGER, URRBEFRSIBETNZE, B4
XFhE)AIEFF RPN ERBNERRIBER I, HATEMEERISIAAZTHIE

ATHWNRFEHEENE, BIFTEREBI—Ta2 edit

abtool edit dynamic/module/kfc\! 7\! forcedownload\! cod_models\$weapons\$meleeweapon\$meleeweapon_014_knifes\$c

REHRNBLITREER, fiﬂﬂﬁiﬁﬁﬂ—‘xmﬁ wa BIZAS, EER0BTIASHN lua file: dump_object(2) , E
MR 2 9 Knifes_KFC.mat BYERIRZRS|, BT getref AR FEIM,



$ lua file: dump_object(?2)
<Material: 21> id=
m_Name: = KnifeS_KFC
m_Shader: PPtr<Shader>
m_FileID =
m_PathID =
m_ShaderKeywords: = _DYNAMIC_ADVANCE_DETAIL_LERP
m_L ightmapFlags: uint32_t =
m_EnableInstancingVariants: bool =
m_DoubleSidedGI: bool =
m_CustomRenderQueue: int32_t =

stringTagMap: < b >
disabledShaderPasses: < >
m_SavedP roperties: UnityP ropertySheet
m_TexEnvs: < ,UnityTexEnv>
first: = _AlphaMap

second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID
m_Scale: Vector2f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _BentNormalMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID
m_Scale: Vector2f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _BumpMapPakced
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID =
m_Scale: Vector2f
x: float =
y: float =
m_Offset: Vector2f
x: float
y: float
first: = _CutRimTex
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID
m_Scale: Vector2 f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _DetailAlbedoMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID =
m_Scale: Vector2f



x: float =

y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _DetailNormalMap

second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FilelID =
m_PathID
m_Scale: Vector2 f
x: float
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _EmissionMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID =
m_Scale: Vector2 f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _HeightMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID
m_Scale: Vector2f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _MainTex
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID =
m_Scale: Vector2 f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = _MetallicRoughnessMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID =
m_Scale: Vector2f
x: float =
y: float =
m_Offset: Vector2f
x: float =
y: float =
first: = custom_IBLCubemap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID
m_PathID =
m_Scale: Vector2f



x: float =

y: float =
m_Offset: Vector2f

x: float =

y: float =

EUnity B REEET Prtr<T> RIN—THRFES| A, b, EEFEKRA _MetallicRoughnessMap NEE, ERIEHE
TR mFileld RNBEMFROXHERS], npathip RRBERBREBMXEEENZRRSID, H

1 m_Fitleld RJLAIEIY SerializedFile BImetadataBEAIIUNES|B—1"EFEE—IIEEZ archive: /cab-
3fc774b79be2 c61a94690dbb2913 522/ cab—-3fc774b79be2 c61294690dbb2913 522 , IXFEEITL m_FileID F] m_PathID FA PR

BRAINERME —TH—MERNR,

first: = _MetallicRoughnessMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID =

m_FileID=0 FRNHBIRFIBHIEQHAINUANEIRNR, n Pathip=e RNHBIZFIBH AT, XEBEIUnity
Binspectora] UE I BRMEM RSN, FAIUNREAMENFRIEFHHY n_rathid-0 BAXE—NERTSIBAE

B, AT,

first: = _HeightMap
second: UnityTexEnv
m_Texture: PPtr<Texture>
m_FileID =
m_PathID =
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MEERERERBEEAERT, EARZENFAREFERERREE, EditorliithER, KRENENHEZE]

B, MREBIMZEAEMX N EE?

HREMAIE, MERZT! TEEF, 5ARFEETME: BT abtool savetex 1§
Bl update_4_1.1024x1024.pvrtc_rgbad.tex , B HtextooliEi5EItgax 4, TENtgat: T jpglIE R,



MERFE, BRAIHEAIMT, FER512x1024R T8, LT 1024x1024R~FT, X2HEFPVRTCAZHF
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FIREFLEX

RFF Unity RRAERMNARKM B R, SXRTHSERRREL: TENRRESHREELM? AL
BRIBR AN, ERITHRNabXHmMISAIZRER, ZEAN? FERRLD, &THARN!

LB T abtoolFRAIFEEZ T, BT dump &3 LICabXHBRERRNETT. AFRRIFHIXAEXH,

find . —iname '*.pak' | while pak
do

abtool dump "${pak}" | tee "${pak}.log"
done

B _EE=1TbashflAr] IRANERT B RIabS (M XA 4, /51T 7TBeyondComparefi—tI#AT 7. X4F
BN EFRNZHOERY, —RIEREENETHZIMMERANER, BEBNZRIUARIN—T/L

El

RESRIFF
o 1B
HEFREFIIEARE

o {E2¥MonoBehaviouri{ R =

RS RIB
SR BEEED Assetbundle HE, HEBSMARUT

struct AssetBundle {
HH m_Name;
<PPtr<struct Object>> m_PreloadTable;
B8 <std:: , AssetInfo> m_Container;
AssetInfo m_MainAsset;
uint32_t m_RuntimeCompatibility;
Bg m_AssetBundleName
BA < Ba > m_Dependencies;
bool m_IsStreamedSceneAssetBundle;
int32_t m_ExplicitDatalLayout;
int32_t m_PathFlags;

< , HH > m_SceneHashes;

AssetBundle: : m_Dependencies FEXTFfif 7 SATabik#iFIE fhabS 451K, Unity7E3] B3 52 Al 8B4 AR E AYIM
., (BRIIERATHEE.,



paklog - XA

eoe weapon_: 143 arctic50
10<>20 * | ) weapon_arctics0heawymetaiitforcedowniosdic... E‘
f 0. % = = H = & £ [ v 4 © 9
M @E | 28 | =M @R LTX RE st ) | me | T-me r-ms s E=a
‘weapon_arcti i 143, ke &~ weapon_arcti i 143
SK FF30727 B775%F RE—4) - Unicode(UTF-8) - UNIX SE TF0952 769,849 T HE—4) v Unicode(UTF-8) » UNIX
n_PathId = o m_pathId = 0
n_RuntimeCompat{bility:uint32_t = 1 m_RuntineCompatibility:uint32_|
e— n_AssetBundleName:string = dynamic/module/weapon_arct 71 1cod_model T i O R e T Ty Load! cod_model
n_Dependencies:vector<string> m_Dependencfes:vector<string>
=3 codn_shader .pak @ [8):string = _codm_shared.pak
codn_shared_pak
codn_isolated_tex [1):string = _codm_fsolated_tex.pak
(3155t sl ifece s sespeq st alibacipat [2]:string = cod_modelsSueapons#fallback. pak
[4):string = cod_modelss p [3):string = cod_modelsSueapons$mainueaponsmainueapon_801 mdal$s!6$1p. pak
1515941 1nE = Co_odel sSmeapansSiai wasponSinaieeapon 085 arcticsoss o plk [4):5tring = Cod_modelsSweaponssnainweaponsmainweapon_885_arcticsess!e.pak
[6):string = cod_modelsSweapons$mainweaponsmainweapon_e49_electro$sia. pak [5):string = cod_modelsSweapons$mainweaponsmainweapon_e43_electrass 0. pak
(7]:string = cod_s pons pon_659_ 3 [6]:string = cod_modelsSweapons$nainueaponsmaineapon_059_méaltechss10. pak
[8]:string = cod_model i nweapons pon_659. [7):string = cod_modelsSueapons$nainueaponsmainueapon_859_mdaltechs $510. pak
[5):string = cod_modelsSweapons$ throuneapons throwweapon_860_drone_br_tablet$510.pak [8]:string = cod_modelsSueapons$throwneapon§throwweapon_860_drone_br_tablet$s10. pak
[9):string = _codm_shader .pak
a_Is treancascenenssetbundle:bool = @ m_IsStreanedsceneAssetBundle:bool = 8
| | n_PathFlags:int32_ m_PathFlags :int32_t
[862/347) <Material:21> 1d=3 [062/347) <Material:21> id=3
n_Name:string = wea_ArcticSOHeavyMetal_ntl m_Name:string = wea_ArcticSOHeavyMetal mtl
n_Shader :PPLr<shader> m_shader :PPtreshader>
n_FileId = 2 n_FileId =
n_pathId = 427 n_pathId = 427
n_ShaderKeywords:string = DYNAHIC_OPAQUE o Shafrkeyuords s tring s _BYAANIC DPAEE
m_LightmapFlags:uint32_t = 4 m_LightnapF lags uint32_t
n_EnablelnstancingVariants :bool = 1 SR e S n oa
n_DoublesidedGI:bool = @ m_DoubleSidedGl:bool = 6
n_Cus tomRenderQueue: int32_t m_CustonRenderQueue: int32_t
stringTaghap: map<string,string> SEringTaghap:map<string, string>
disabledshaderpasses: vector<str ing> disabledshaderPasses:vector<string>
nm_SavedProperties: Uni tyPrapertySheet m_SavedProperties:UnityPropertySheet
m_TexEnvs:map<string,Uni tyTexEnv> m_TexEnvs :map<s tring,Uni tyTexEnv>
firstistring = _Alphatap First:string = _AlphaMap
second: Uni tyTexEnv Second:Uni tyTexEnv
m_Texture:PPtr<Texture> n_Texture:Pptr<Texture>
n_Filex \_FileDd = 0
. n_PathId = m_PathId = 6
m_Scale:Vector2f n_Scale:Vector2f
x -1 x:float = 1
1852:1 1851:1 BAXA
= T 659 méaltechssio pak
‘<:= i Elceitusiee (Rescarsime Tresoon s i WSt Trec o ToT
ATERBT HEZR BA fngiadiE: 032 %

Y 2 B 3 {4

SNRERabXHHECERLE TR, LLAEM T SXHIRR, IBABMERRE™

SHabX &L

Na%
X

MER TthE

- At

il k.l

i in_bundle_01

[f10<>20

@ Qv,*‘
m aE | 28

©
EY

- & 0B o ey b4
fEs il RE T-E8 85

=
£ #E  rFx xE AW

convert

2

B
w.pakiog [V B - H

\_bundle 01 X

3%, FF0:28 43015FF  HE—1) + Unicode (UTF-8) » UNIX

n_bundle 01 K

m_FilelD = 3

;l‘ 5% TF308:00 17,390FH HE—) - Unicods (UTF-8) » UNIX

m_Container:map<string,AssetInfo

firstistring = assets/cod_models/vehicles/veh_convertible/5.8/materials/veh_body_gh
second:AssetInfo

asset:PPtr<Object>
n_Fileld = @
m_PathID

second:AssetInfo
preloadindex: int32_t
preloadsize:int32 t = 1
asset:PPLr<Object>
)

s

asset:PPtr<Object>

ost.mat

firstistring = assets/cod_models/vehicles/veh convertible/5.8/texture/veh convertible body ghost a.tga

m_PathID = 4
firstistring = assets/cod_models/vehicles/veh_convertible/5.8/texture/veh_convertible_body_ghost_m.tga

m_PathIb = 427
[22]:PPtr<object>
m_Fileld = 4
m_PathID = 16
m_Container :map<string,AssetInfo>
firstistring = assets/cod_models/vehicles/veh_convertible/5.0/mater ials/veh_body_dangerzone.mat

-
second:AssetInfo
preloadindex:int32_t = 9
preloadsize:int32 t = 7
asset:PPr<Object>
m_FileID = 0
m_PathID = 5
first:string = assets/cod_models/vehicles/veh_convertible/5.0/mater 1als/veh_body_ghost.mat
second:AssetInfo
preloadindex:int32_t = @
preloadsize:int32_t = 7
asset:PPtreObjects
-2
& firstistring = assets/cod_models/vehicles/veh_convertible/5.0/mater 1als/veh_wheel_dangerzone.mat

second:AssetInfo
LI R - 10
preloadsize:int32_t
asset:PPtr<Object>
m_FileID = 0
n_PathID = 6
first:string = assets/cod_models/vehicles/veh_convertible/5.0/texture/veh_conver tible_body ghost_a.tga

second:AssetInfo
preloadindex: int32_t
preloadsize:int32_t
asset:PPtreObject>

\_FileId = 6

m_PathID = 4

first:string = assets/cod_models/vehicles/veh_convertible/5.0/ texture/veh_conver tible_body_ghost_m.tga

second: AssetInfo
preloadindex: int32_t
preloadgsize:int32_t
asset:PPtreObject>

BHASCE

s
=1

7

Cn_Fileld:= 4%

ngiadiE:

BA

013%

EELINA

B R FRAFINEIRE

o ERES

AnimationClip HIEE " EEAHermite FXMARBTIETRENER, TERNAFRATER/NES DT

o

struct StreamedHermiteClip {
stdi: vector<uint32_t> data;
uint32_t curveCount; // 2
float timeMin; // 3
stdi: vector<float> coefMin;
float timeRange; // 5
stdi:r vector<float> coefRange;

// 1

// 4

// 6

B E-8



‘e0e mp

£710<>20

| prefabs.paklog - XA

® @ | S H = o G | © 9
£ ®E | 28 | BN B9 bRx  xE AWt ! ET T
_shipment’ |_prefabs.pak I (=« Users/hiy/D shipment _prefabs.pak I =
SR FF307:40 557055 RES—H) v Unicode (UTF-8) v UNIX SR, TFI006 55412FF HE—4) + Unicode (UTF-8) » UNIX
m_SampleArray :vector<float> m_SampleArray:vector<float>
m_Cons tantC1ip:Cons tantClip n_ConstantClip:ConstantClip
data:vector<float> data:vector<float>
m_StreamedhermiteClip:StreanedHe riteClip n_StreamedHermiteClip:StreamedherniteClip
dataivectorantiz > data:vector<uint3z_t>
curveCount:uint32_t curveCount:uint32_t = 0
o timeMin @ Toat = 6
coefiin vector<tloat>
3 ) @ {6]: float = 4.87652e-42
8] {1]:float = 0
(D8 (2]: float =
31 (31: float
timeRange: float = 4.52089e+11 timeRange: float = 7.45058e-09
coefRange: vector<float> coefRange:vector <float>
[6]:float = 4.18143e+16 -0.167817
[1]:float = 7.20688e-42 (1]:float = -0.86484355
[2]:float = nan (2] float = 6.6207232
[3]:float = -1.06286e-37 (3]: float = 0.172162
m_StreamedLinearClip: StreamedHerniteClip n_StreamedLinearClip:StreanedHernitecl ip
data:vector<uinti2_t> data:vector<uint32_t>
curveCount:uint32_t curveCount:uint32_t = 0
o timeMin:float = 5.63949¢-19 @ loat = 3.61535€-43
coefMin:vector<float> vector<tioat>
[8]:float = 0 {]: float = 6
© [1):float = 2.55263e-25 @ (1]: float = 6
¥ timeRange: float = -7.95764e+21 [ timeRange: float = 8
coefRange: vector<float> coefRange:vector <float>
—|= [0]:float = -2.52563e+22 @ Toat = @
L [1]:float = -3.04045e-18 L [1]:float = 1.12164e-44
m_DenseCompressedClip: DenseCompr essedClip n_DenseCompressedClip:DenseCompressedClip
n_FrameCount:int32_t = 302 m_FrameCount:int32_t = 362
n_CurveCount:uint32_t = 6 n_CurveCount:uint32_t = 0
n_sampleRate: float = 66 n_sampleRate: float = 66
n_BeginTime:float = B m_BeginTime:float = 0
positionTrack:Track nTrack :Track
curveCount:uint32_t = 0 curveCount:uinti2_t = © .
= min:float = -16.952 min: float = -16 o
range: float = 211.538 range: float = 211.538
packType:uint32_t = 3 packType:uinti2_t = 3 v
638:1 BAH 638:1 BRASE
= [1]:float = 7.20688e-42 |
‘<:= [1]:float = -0.00484355
-
0TERES HEZR BA OEETE: 0128

IRE
===}

&M onoB eh aviour ¥, 5

MonoBehaviour BIZASTEFFIMLEIRTIRSIERL 2 T S 1%H
BNETTRISE TIAES SR

LI LB REBER,
IS ERIBIAR

‘000
[D10<>20 *

ITRFFICHXSRINE,

mp_hijacked!7!forcedownload!cod_prefabs$ scenes.pak.log - S H&

—EMNE E—M128fIfhashiE, MRELR T HIAT =
—RRRABBERARHARMRT R
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- . 2 B [F528 I S
W &iF 28 ER 18R LFx r® A fEt L R T-ER L85 iy -3

SF THI07:40 747,37 FH  HE—H) v Unicode (UTF-8) v UNIX

9%63/216%) <Honoscript11s> 103

| . ame = ParticleEffect
mjxnmanoran B
> m_PropertiesHash = 39ca27bS8b63d2724dd99acb67d9d78d

n_AssenblyName = Assembly-CSharp.dll
m_TsEditorScript = 0

[6004/1105] <HonoScript:115> id=4
m_Name = DoorAssistantVolune
m_Executionorder = 0
m_PropertiesHash = 92561471cbs fc7c9614646eb4930816
m_ClassName = DoorAssistantVolume
m_Namespace = GameEngine
m_AssenblyName = Assembly-CSharp.dll
m_IsEditorScript = 0

[0005/1105] <HonaScript:115> 1d=5

_Name = ClimbUpTr iggerVolune
m_Executionorder = 6
> m_PropertiesHash = dfadcd3Gedeefecs770e0c5C526e5775

m_ClassNane
m_Namespace = GameBase
m_AssenblyName = Assembly-CSharp.dll
m_TsEditorScript =

LinbUpTr iggerVolune

[(8686/1105)_<Honascript:115> s
= BoTNa
nExecutionorder & 8
m_PropertiesHash = ec9788ac5421dcfdd7093b926c840beb
m_ClassName = BOTNavi Spot
m_Namespace =
m_AssenblyName = Assembly-CSharp.dll
m_IsEditorScript = 0

[0007/1105] <HonoScript:115> id=7
LGuideLine

3442:1

Users/nfy/D

5%, F31006 699,348 FH HE—) » Unicode (UTF-8) ~  UNIX

[8003/1165] <MonoScript:115> id=3
m_Name = ParticleEffect

m_AssemblyName = Ass:mn\y Csharp.d11
m_IsEditorScript

[EEYATS) ST 150
Kage] = Doorhss istantioluae
m_ExecutionOrder =
m_PropertiesHash = Saserararenstercactssdcansaiceis

m_Namespace = GameEngine
m_AssemblyName = Assembly-CSharp.dll
m_IsEditorScript = @

[8005/1105] <MonaScript:115> id=5
= CLimnupTri gpervotne
m_ExecutionOrder =
@ m_Propertiesash = SN TS
m_Classhane = ClinbUpTriggerVolume
m_Namespace = GameBase

m_IsEditorScript =

[eps /1265 Kehonoscript’ 115 Riue
ane = BOTNay
m;munonomu =e
m_PropertiesHash = ec9788ac5421dcfdd7093b926c840beb
m_ClassName = BOTNaviSpot
m Namespace =
m_AssemblyName = Assembly-Csharp.dll
m_IsEditorScript =

8082 /2165 Kshonoseript 1152 8ue7
Name = FTLGuideLine
3442:1 BRASTE

a_Nanespace = -PVP Team

‘¢ W_Namespace = PUP. Team

B3 TERHD Lo A EETE: 0728

SRTEFIRA L HAIRHRAI BAMELA MonoBehaviour I, BERXBF—RREZHRERIM—TEE: A

F MonoBehaviour B Hash128 A K TypeTreeFHIEIFEER, FTLAELR MonoBehaviour
EEFETXMIER, AT nono ¥

B, AEEMNRI.

BREBRETHAZENS O RRNEE,

find . —iname 'x.pak' | xargs abtool mono

mono AR LHATERIEIIMEINEIREF TR, TRAIMERETT

AT A Eab X B E D 1)

abtool mono M RIAHabFER,

ZSUHRLNabFHIFE
, EIERRAILA



$ abtool mono

[001/100] GameEngine:AssetRef #1174 *326 =182,852,762 174.38M

[002/100] CODPostEffectProfile #11 *11 =131,886,869 125.78M

[003/100] GameBase:TacticalGPSCheckScriptableObject #11 *11 =131,886,869 125.78M
[004/100] GameEngine:AvatarComposer #76 *38 =92,725,676 88.43M

[005/100] BRAnimationBlender #42 *38 =92,725,676 88.43M

[006/100] GameBase:AimIKSolverComponent #42 *38 =92,725,676 88.43M
[007/100] BakeryLightmapGroup #8 *8 =82,649,317 78.82M

[008/100] CameraAnimation #36 *36 =51,178,737 48.81M

[009/100] GameBase:TacticalMapCompass #209 *33 =35,821,269 34.16M

[010/100] DynamicBone #36 *8 =32,433,264 30.93M

[011/100] LightProbeAutoDistribute #12 *11 =30,626,696 29.21M

[012/100] SABoneColliderChild #78 *30 =30,083,909 28.69M

[013/100] WeaponControllerAsset #29 *29 =25,924,376 24.72M

[014/100] BakeryLightmapGroupSelector #14 *11 =25,785,957 24.59M

[015/100] PVS:WhiteArealnfo #13 *11 =25,785,957 24.59M

[016/100] GameBase:SceneInfo #11 *11 =25,785,957 24.59M

[017/100] GameEngine.TextureAtlas:TextureAtlasingUpdater #11 *11 =25,785,957 24.59M
[018/100] GameEngine:GameSceneRoot #11 *11 =25,785,957 24.59M

[019/100] GameEngine:SceneSetting #11 *11 =25,785,957 24.59M

[020/100] PVS:PVSBuilder_0CCQuery #11 *11 =25,785,957 24.59M

[021/100] PVS:VCRBuilder_OCCQuery #11 *11 =25,785,957 24.59M

[022/100] PVS:ViewCellRoot_OCCQuery #11 *11 785,957 24.59M

[023/100] GameEngine:AvatarEquipConfig #13 *7 5,713, Srs 24, 52l

[024/100] GameBase:WeaponPrefabConfig #25 *25 =25,112,009 23.95M

[025/100] JadeSnakeRenderer:GPUBakeInspectorData #8 *8 =24,840,742 23.69M
[026/100] BakeryDirectLight #9 *9 =22,954,478 21.89M

[027/100] JadeSnakeRenderer:JsAmbientLight #9 *7 =22,942,899 21.88M
[028/100] JadeSnakeRenderer:JsDirectionallight #8 *7 =22,942,899 21.88M
[029/100] UnityEngine.AI:CustomNavMeshSurface #179 *15 =21,727,093 20.72M
[030/100] BakerySkylLight #8 *8 =21,261,728 20.28M

[031/100] GameUI:UIAnimationEventPlay #9 *9 =21,247,409 20.26M

[032/100] UnityEngine.AI:NavMeshModifierVolume #140 *11 =18,421,860 17.57M
[033/100] PrefabEvolution:EvolvePrefab #146 *10 =16,824,807 16.04M
[034/100] Audio.Components:VolumeClientDetector #2306 *11 =16,459,518 15.70M
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}A?ﬂ?ﬁéﬁ%*g, ﬁ%?l‘ﬂ GameEngine EEE/\J AssetRef i?‘)ﬁ174ME’\Jabﬁfﬁg|ﬁﬁ, ‘m?fﬁ%iﬁ, 1'%35(7 AssetRef Hiﬂ
SEBI74AMMabTR R E T,

EARAAFIRFENELEERAESNZRAINERBRES TH, BATTIUES cnpmono X EERRATFER
Al B PR IMabBERAY MonoBehaviour FIARE TIE, BEAMIAIIT:

1. DAEBREXLEAYabZE R B RIB1T mono 3%, XHEFSAEMXIMNAJIFHEIES M nonoscripts.ms
2. 11T cmpmono -s [ source.ms] —d [ destination.ms] I ITLLLEER

abtool cmpmono -s iMSDK_CN_Android_108_AssetBundle/monoscripts.ms —d iMSDK_CN_Android_145_AssetBundle/monoscr

$ abtool cmpmono -s iMSDK_CN_Android_108_AssetBundle/monoscripts.ms -d iMSDK_CN_Android_145_AssetBundle/monoscripts.ms | grep "M
M CODPostEffectProfile #11 *11 =131,886,869 125.78M

M GameEngine:AvatarComposer #76 *38 =92,725,676 88.43M

M CameraAnimation #36 *36 =51,178,737 48.81M

M GameBase:ScenelInfo #11 *11 =25,785,957 24.59M

M GameEngine:SceneSetting #11 *11 =25,785,957 24.59M

M GameEngine:AvatarEquipConfig #13 *7 =25,713,945 24.52M

M GameBase:WeaponPrefabConfig #25 *25 =25,112,009 23.95M

M GameUI:UIAnimationEventPlay #9 *9 =21,247,409 20.26M

M GameEngine:ParticleEffect #64 *12 =15,662,663 14.94M

M GameBase:MatchCameraMove #22 *22 =13,320,720 12.70M

M WorldInfo #175 *11 =13,278,410 12.66M

M GameUI:UIGeneralSequence #12 *6 =10,751,599 10.25M

M GameBase:ClimbUpTriggerVolume #1284 *14 ,052,109 6.72M

M GameEngine:ParticleEffect_Random #3 *2 =1,308,703 1.25M

XE A LARIEMIE R 2 D BERERRAFAREERIIMER MonoBehaviour IATIALEIEMN, BITXTFIRFIAE
BN ERIALI.
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&= PLAY

B ARGUEBNGENRBZGEFINERNBTEIRZM, B2BTEMIBEEN, SWERE
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ZENBMEEIEFEBNFMIEZNShaderkie, PHEHBERILERR.

B EabBREE KT XM dataconfig.god , EFERGRBEEXH, BT ust BLRKMNEEAZ _HHIEE.

abtool list dataconfig.god

Elﬁ'_,:\ﬂpﬁ/l\ dataconfig_chess_board_model_conf.bytes E’Jﬁﬁ%i@%%ﬁﬂ*ﬁ?&ﬁ’ﬂﬂﬂﬁ, ﬁﬂ]ﬁﬂ saveta fﬁ/?\}%
BUXLE THEIRRE, BAOABEHE] _textassets B,

abtool saveta dataconfig.god

E A protoc BRITERIMENTEZ protobuf FFIHIES & X4

protoc —--decode_raw < __textassets/dataconfig_chess_board_skin_conf.bytes | pbdecode

H pbdecode BEETHN—NTER, FJMEprotocTENHI KA/ \HHIRIBEEMUTF-84518, EEHEEEFX
EEER, JUEHUTC+H+UBATTRE.



#include <assert.h>
#include <iostream>
#include <fstream>

void decode( const char char

{
auto wCursor = output;

auto rCursor = input;
auto end = rCursor + length;
while ( rCursor < end)

{
xwCursor = xrCursor;
if (*krCursor == "\\'')
{
auto ptr = rCursor + 1;
if (kptr >= '0' && *ptr <= '9")
{
auto byte = 0;
for (auto n = 0; n < 3; n++)
{
byte = (byte << 3) | *ptr - '0"'
++ptr;
}
assert( byte <= D8
swCursor = static_cast<char>( byte)
rCursor += 3;
+
I
++rCursor;
++wCursor;
}
xwCursor = 0;
B << output;
if (newline) { Bg << '\n'; }
<< 1t flush;

void decode( const char
{
:: ifstream fs H
fs.seekg( 0, :: ios_base:: end)
auto length = static_cast<size_ t>( fs.tellg());
fs.seekg( 0)

char buffer{ lengthl;
fs.read( buffer, length);
fs.close()

decode( buffer, buffer, length, )5

int main( int const char

if (argc > 1)

{
for (auto i = 1; i < argc; i++)
{

decode( argvl il);

else

bool



stdirstring pipe;
while (std:: getline( std:: cin, pipe))

{
auto size = pipe.size()
char buffer] size];
decode( pipe.c_str(), buffer, size);
+
return 0;
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"Prefabs/Environment/ChessBoard/ChessBoard_01"
""Scene_Goblin"
"DataConfig/CardPoolMat/img_game_chessshop_bg"
"Prefabs/Environment/Scene/SmallChessBoard/Small_Goblin_01"
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find . —-iname 'kx.god' | xargs abtool list -

BT BT small_Goblin_ol IEER, KRIIXHE
A artresource_environment_scene_logicmesh_small_checkerboard.god HJabB]BEEF{1EI B FT.

[0429/2048] artresource_environment_scene_logicmesh_small_checkerboard.god
archive:/cab-44caa4711509c08397bd4527b43c976e/cab-44caa4711509c08397bd4527b43c976e

assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_fall_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_fall_checkerboard_01.tga T
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_night_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_night_checkerboard_1.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_sand_checkerboard_081.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_sand_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_snow_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_arena_snow_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_birchforest_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_birchforest_checkerboard_81.tga Texture2Dd
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_boardgame_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_boardgame_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_boardgame_checkerboard_02.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_boardgame_checkerboard_02.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_candyworld_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_candyworld_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_desert_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_desert_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_checkerboard 01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_checkerboard_62.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_checkerboard_02.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_water_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_east_water_62.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_frozenruins_checkerboard_81.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_frozenruins_checkerboard_61.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_goblin_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_goblin_checkerboard_61.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_goblin_checkerboard_62.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_goblin_checkerboard_62.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_goblin_checkerboard_63.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_humancity_checkerboard_61.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_humancity_checkerboard 01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_humancity_halloween_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_humancity_halloween_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_lava_checkerboard_601.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_lava_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_machinerycity_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_machinerycity_checkerboard_01.tga Texture2D
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_moonlightforest_checkerboard_01.mat Material
assets/artresource/environment/scene_logicmesh/small_checkerboard/materials/looby_moonlightforest_checkerboard_01.tga Texture2D

BMERTZHEABE, MATUSERRREZLRBIAT, XEEM savetex (R1FabEERING
F3 textool HMBMEEIX Y, AEFIMREZ KM, TEXMKWE R UEIARKTHEHEERN.

HEWNTUREENGE, PTUEEREZRCREBCR, SHEIBEERT, MF
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M

ETERENTEEFESHE looby_goblin_checkerboard_01.tga [@ 2898 FRER looby_goblin_checkerboard_01.mat YERLD
AR, ENZEIRDA 7397932659350227505 , F| FHILIEFIRLE edit AALREM T,

abtool edit artresource_environment_scene_logicmesh_small_checkerboard.god

BY LESLSHEARERR, XERIMRITIUalCEE, HRORBANTBLEEIRERNabXX .

lua so = file: find(7397932659350227505)
lua ptr = castMaterial( so.object)

lua mat = ptr: get()
mat.m_Shader.m_PathID = @
mat.m_Shader.m_FileID = @

save

ITEHNREBERAAN—1THER—REER, REERIEEVMRIRNShader5|BEZTT, REHN save MLSEE
MEHab X HRTFE] _archives B%, ASIEEENabX M adb push EiEIMEIER R, BEN—RRAIAEIZ
BREMEIMFENER, MBS 2ELECEANER, X METHNENEIFHERE,

HAEZF AT L



Iarryhou

LH edit ERABEFIEBF, MRFEZIRETHUMEMSE/AKRAE, AR UESRICAB RS —Muali]

ZIK abtool.lua ,

—— J@i¥m_PathID&E#SerializedObj ectiis

trace( '[RIAMEIK')

so = file: find(7397932659350227505)

— FTENRIAM R

file: dump_object(7397932659350227505)

—— KBV

ptr = castMateriall so.object) —- std::shared_ptr<Material>

— REMMBRERY R51F

mat = ptr: get() —— Materialx

—- ®EMREINShader =5 A

mat.m_Shader.m_PathID = 0

mat.m_Shader.m_FileID =

— FTEMEREM R

trace( "1EEMERIK")

file: dump_object(7397932659350227505)

—— REFHEIER

builder = assetbundle.ArchiveFileBuilder( archive) —- assetbundle:: ArchiveFileBuilder
builder: save("hijack/artresource_environment_scene_logicmesh_small_checkerboard.god")

REET wa S RHTX A,

# FZEiCabtool. luafiiAKEI HalcdE R
abtool lua artresource_environment_scene_logicmesh_small_checkerboard.god

RAF vl A5 ENRTE B REMREENabX 4,

SR, XTERNENTEZHARhacks ABIEX, BT abtoolfXMNEES, FfTRI AT B ER HRIEIIE—LE
BEMARAWERIRE, bt IMEREbug, BiTabtoolREEEIIE, HARIIR IR TabtoolE —ERIF
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HIEXHEHESHEER0ZTRES S, EMNHRERRZRIAITRZHEMEMNTEN, ERRENIHA
'I‘io
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BraETERPREIKENASHEAAEERMN, XIMRITEEERRBEEENEZLEMAIENSRERL
ER, AEEATEENRIERNGES. S, tENBNFMERIRRENBEESER, TRHBETRILRES
12, EAREEENREETENNFNHE.,

LARRYHOU-MC8:abtool larryhou$ ./build/bin/abtool list doc/resources/android/quickstart.ab
[0] doc/resources/a oid/quickstart.ab
[1/1] quickstart.ab
archive:/cab-438d38142b45d040dflfcdfd2d05alcf/cab-438d38142b45d040dfl1fcdfd2d@5alcf
[01/11] assets/quickstart/book.json TextAsset
[02/11] assets/quickstart/charactor/ch29_1001_diffuse.png Texture2D
[03/11] assets/quickstart/charactor/ch29_1001_glossiness.png Texture2D
[04/11] assets/quickstart/charactor/ch29_1001_normal.png Texture2D
[05/11] assets/quickstart/charactor/ch29_1001_specular.png Sprite
[06/11] assets/quickstart/charactor/ch29_body.mat Material
[07/11] assets/quickstart/charactor/ch29_nonpbr-flair.fbx Avatar
[08/11] assets/quickstart/charactor/flair.controller AnimatorController
[09/11] assets/quickstart/prefabs/ch29_nonpbr-flair.prefab GameObject
[10/11] assets/quickstart/prefabs/renderer.prefab GameObject
[11/11] assets/quickstart/skybox.jpg Cubemap
[1/1] archive:/cab-438d38142b45d040dflfcdfd2d@5alcf/cab-438d38142b45d040dflfcdfd2d05alcf objects:304 assets:11
[#] objects:304 assets:11

o}
it

/M, ARERAT, BNFEN IERENETHE—L oM, ZTHRERBENEAFERTHESRN, RiXLE
Fememgae s s SN, XRIBEEAS M EAES | NFY, ITEASTERRLRRL, 57
BERIL TN DT TR ARG TREINGS

[@] doc/resources/android/quickstart.ab
[1/1] quickstart.ab
archive:/cab-438d38142b45d040df1fcdfd2de5alcf/cab-438d38142b45d040df1fcdfd2do5alcf [2m assets:11 objects:304 [om

[01/11] assets/quickstart/book.json [33mTextAsset [@m [2m 1:6263331711779796716 [0m
[02/11] assets/quickstart/charactor/ch29_1001_diffuse.png [33mTexture2D [Om [2m 1:16325549884401675245 [Om
[03/11] assets/quickstart/charactor/ch29_1001_glossiness.png [33mTexture2D [0m [2m 1:10610311816000281347 [0m
[04/11] assets/quickstart/charactor/ch29_1001_normal.png [33mTexture2D [@m [2m i:702652466962523341 [@m
[05/11] assets/quickstart/charactor/ch29_1001_specular.png [33mSprite [@m [2m 1:10291185036364045368 [@m
[06/11] assets/quickstart/charactor/ch29_body.mat [33mMaterial [@m [2m 1:12245866026436902592 [@m
[07/11] assets/quickstart/charactor/ch29_nonpbr-flair.fbx [33mAvatar [Om [2m i:5307880407919849257 [om
[08/11] assets/quickstart/charactor/flair.controller [33mAnimatorController [@m [2m i:4643326605353963186 [0m
[09/11] assets/quickstart/prefabs/ch29_nonpbr-flair.prefab [33mGameObject [@0m [2m 1:11058135177181279887 [Om
[10/11] assets/quickstart/prefabs/renderer.prefab [33mGameObject [@m [2m i:505592247217905686 [om
[11/11] assets/quickstart/skybox.jpg [33mCubemap [@m [2m i:13196032094151524373 [@m

[1/1] archive:/cab-438d38142b45d040df1fcdfd2d@5alcf/cab-438d38142b45d040df1fcdfd2de5alcf [33m objects:304 assets:11 [@m [2m quickstart.ab [om

[#] objects:304 assets:11

A TEBREREM nocolor.cpp ANTRARAIMBEMEIELZIHNHEHN, ZTESABERIRB2617C++{H3,
FERESH.


https://misc.flogisoft.com/bash/tip_colors_and_formatting

#include <iostream>
#include <string>

int int char
{
B8 pipe;
while ( 1 getline( HH , pipe)
{
auto cursor = pipe.begin()
for (auto iter = pipe.begin(); iter != pipe.end(); iter++)
{
if (kiter == "\e' && H{ iter+l) == '[ ")
{
++iter;
++iter;
++iter;
if (xiter '= 'm') { ++iter; }
continue;
+

xcursor++ = xiter;

}
*xcursor = 0;
<< pipe.data() << HH ;
}
return 0;

I DAEE N TR s < RIERIE .

clang++ —-std=c++11 nocolor.cpp -o/usr/ /bin/nocolor

ERERBTDHE, RBRLREENEE.
abtool list doc/resources/android/quickstart.ab | nocolor

LARRYHOU-MC8:abtool larryhou$ ./build/bin/abtool list doc/resources/android/quickstart.ab | nocolor
[0] doc/resources/android/quickstart.ab
[1/1] quickstart.ab
archive:/cab-438d38142b45d040dfl1fcdfd2d05alcf/cab-438d38142b45d040df1fcdfd2d05alcf assets:11 objects:304
[01/11] assets/quickstart/book.json TextAsset 1:6263331711779796716
[02/11] assets/quickstart/charactor/ch29_1001_diffuse.png Texture2D i:16325549884401675245
[03/11] assets/quickstart/charactor/ch29_1001_glossiness.png Texture2D i:10610311816000281347
[04/11] assets/quickstart/charactor/ch29_1001_normal.png Texture2D i:702652466962523341
[05/11] assets/quickstart/charactor/ch29_1001_specular.png Sprite i:10291185036364045368
[06/11] assets/quickstart/charactor/ch29_body.mat Material 1:12245866026436902592
[07/11] assets/quickstart/charactor/ch29_nonpbr-flair.fbx Avatar i:5307880407919849257
[08/11] assets/quickstart/charactor/flair.controller AnimatorController 1i:4643326605353963186
[09/11] assets/quickstart/prefabs/ch29_nonpbr-flair.prefab GameObject i:11058135177181279887
[10/11] assets/quickstart/prefabs/renderer.prefab GameObject 1:505592247217905686
[11/11] assets/quickstart/skybox.jpg Cubemap 1:13196032094151524373
[1/1] archive:/cab-438d38142b45d040dflfcdfd2d05alcf/cab-438d38142b45d040dflfcdfd2de5alcf objects:304 assets:11 quickstart.ab
[#] objects:304 assets:11
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$ abtool help
abtool COMMAND file ...

Commands:
abname 1 BISFERZ M. obj X EfrabB
cmpmono 1 LEXmono@ A FfI* . ms S H A I AT TR S
cmpref : Wtbsaveobj L EMAY*. obj XIEHOHTITRSIH
cmpxtl 1 b savext Lap A MRk . xt I EHE B abik T ERE
dump D AERXAERN REE
edit D EAREREETS
gencpp 1 MABX{HEENTypeT reedt 4 piC++FFIL
getref 1 RENEIRS| A
gtt 1 MEFMLETypeT reeXX 4 BIC ++AF5
help T IREVEBER
list : BEHBER
lua 1 IETTLUARNZAR
missing : HEERESIBRESX
mono 1 HFfEMonoScriptHAERER
rename : iR#EAssetBundle: : m_NameXR B4R
resolve 1 BISFEZLARM_PathID{EEMx*. obj XHREEAFERER
rmtree : HIRRTypeTreelz R
savefbx 1 PEMeshTRHRIFE . Fox 04
saveobj t RENREE
saveta i fRTFTextAsset& R
savetex 1 R7FETexture2D&R
savetree i RTFETypeTree Z#HIEUE
savextl 1 IREEABIMEBIREME R
scanref ! REZRRSI NN RERZRITER
scantex = E i E | yi: 2 S W SIS
size TR RKNER
test t R IERMENIL
textize I XA RIIE X GHRTFX S

abtoolB S XA T —HINSEUESIRIT, FTLUET abtool [ command] —-help BESHE X,

$ abtool savefbx ——help

-r --—axis-rotate-enabled rotate model 90 degrees by axis-X counter-clockwise [ FLAG]
-0 ——output *.fbx output path [ OPTIONAL]( default=__fbx)

-w -—-rewritable rewrite local file if it exists [ FLAG]

-s --skeleton-enabled include skeleton info in *.fbx [ FLAG]

. (LA RRHFISHNEEFXHASKIESHIE
o (oPTION] RRHFSEHTESHGIERIME, HII detavte=_fox
. HAROSHANESY, HHESHENSHENTIEER, SURETHE

EXRETREN—LEERNGSHIFMRA, Ethan eI INBTERE T,

1. https://misc.flogisoft.com/bash/tip_colors_and_formatting <


https://misc.flogisoft.com/bash/tip_colors_and_formatting

savetree

&

savetree ﬂL\)\}\}\ SerializedFile E@ metadata §5HEIZ§‘%ER%E§EN%E’\J§§2 TypeTree , #?E’,:J&fﬁu TypeTree ﬁ&GE
REFFHFE R,

sH
S w5 iR
--artifact -a EBEEFEXHNTFMEER, BN types.tte

savetree HRIZITNZEBEY -a EENRTEMEFLE, FEREITRINBIES ZFEEHRTEH,
REEBTEREERLNBIEFMEIZH - HENERZ.

MRIRIINE TR E B S H abtooiZ TRV ERRELY, BARTUABMRAUnity RIGFIE—IE, AES
A QuickStart.unitypackage , FFIBITEditor3EE abtool/Build Asset Bundles 4 RIINF&HIabX

4 quickstart.ab , ZfEIBIT savetree EB—/RAERL types.tte , HMIELLEM FIERNIIEabE R, XH¥EREK
1S2URY TypeTree BTFEXUMASRIMBRLEERET .

Nl

find . -iname '*.ab' | xargs abtool savetree



gtt

&
gtt AJLAME savetree ARAERUSRELENIRE types. tte FIRAASTN TR c++ {UB3, AN —TIREAE.

e abtool/assetbundles/unity/types.hpp : E X R R EE S

e abtool/assetbundles/unity/types.cpp : LI ERNRETIL

e abtool/assetbundles/unity/luatypes.cpp : EIVHRFEEIMIuadlE

e abtool/assetbundles/unity/textize.cpp : EIFIREXR dump 35, AFRFTEINRER
e abtool/assetbundles/unity/compare.cpp : SCIIISREEIT B4R

S
S %5 R
--artifact -a THBIEBISHRRE, BN types.tte
—-limit -l [REXENHE, BREBTZRE, KA 400
--output -0 RIBMEERE, FRIA: _types

Nl

abtool gtt -a types.tte -o abtool/assetbundles/unity



dump

&

dump 3 serializedFile BE I REIEMUX AR ITENZIARER L.
S

b

Nl

abtool dump doc/resources/android/quickstart.ab



list

&

lst FiTabXHBEENRRERIIRUARNERAE, EERNENTREENBEEFZZHBIBE R assets.1s X
.

S %5 R
--enable-relay -r BHERFX

--artifact -a FEEFHIESHBRER, REERNDEATAER, A assets.1s

Nl

abtool list doc/resources/android/quickstart.ab

$ abtool list doc/resources/android/quickstart.ab
[0] doc/resources/android/quickstart.ab
[1/1] quickstart.ab
archive:/cab-438d38142b45d040dfl1fcdfd2d05alcf/cab-438d38142b45d040df1fcdfd2d05alctE
[01/11] assets/quickstart/book.json TextAsset
[02/11] assets/quickstart/charactor/ch29_1001_diffuse.png Texture2D
[03/11] assets/quickstart/charactor/ch29_1001_glossiness.png Texture2D
[04/11] assets/quickstart/charactor/ch29_1001_normal.png Texture2D
[05/11] assets/quickstart/charactor/ch29_1001_specular.png Sprite
[06/11] assets/quickstart/charactor/ch29_body.mat Material
[07/11] assets/quickstart/charactor/ch29_nonpbr-flair.fbx Avatar
[08/11] assets/quickstart/charactor/flair.controller AnimatorController
[09/11] assets/quickstart/prefabs/ch29_nonpbr-flair.prefab GameObject
[10/11] assets/quickstart/prefabs/renderer.prefab GameObject
[11/11] assets/quickstart/skybox.jpg Cubemap
[1/1] archive:/cab-438d38142b45d040dflfcdfd2d05alcf/cab-438d38142b45d040dflfcdfd2d05alcf objects:304 assets:11
[#] objects:304 assets:11

BABATHITE, AHRIERERFE assets. 1s Xf§.

find doc/resources/android —-iname 'kx.ab' | xargs abtool list -r

$ find doc/resources/android -iname '*.ab' | xargs abtool list -r

[0] doc/resources/android/android.ab

[1] doc/resources/android/quickstart.ab

[1/2]

archive:/cab-0b4babce2a4c621212247elcc0422aa9/cab-0b4babce2a4c621212247elcc0422aa9
[1/1] assetbundlemanifest AssetBundleManifest
[2/2] quickstart.ab
archive:/cab-438d38142b45d040dfl1fcdfd2d05alcf/cab-438d38142b45d040df1fcdfd2d05alctE
[01/11] assets/quickstart/book.json TextAsset

assets/quickstart/charactor/ch29_1001_diffuse.png Texture2D
assets/quickstart/charactor/ch29_1001_glossiness.png Texture2D
assets/quickstart/charactor/ch29_1001_normal.png Texture2D
assets/quickstart/charactor/ch29_1001_specular.png Sprite
assets/quickstart/charactor/ch29_body.mat Material
assets/quickstart/charactor/ch29_nonpbr-flair.fbx Avatar
assets/quickstart/charactor/flair.controller AnimatorController
assets/quickstart/prefabs/ch29_nonpbr-flair.prefab GameObject
assets/quickstart/prefabs/renderer.prefab GameObject
assets/quickstart/skybox.jpg Cubemap

[1/2] archive:/cab-438d38142b45d040dflfcdfd2d05alcf/cab-438d38142b45d040dflfcdfd2d05alcf objects:304 assets:11

[2/2] archive:/cab-0Ob4babce2a4c621212247elcc0422aa9/cab-0b4babce2a4c621212247elcc0422aa9 objects:2 assets:1

[#] objects:306 assets:12

BABRA T IREITR A LABEA abtool list -r , HETEIN FEBERINE assets.1s X, FHITEMEX(E

|=|
IS\ o




abtool list -r

$ abtool list -r
[1/2]
archive:/cab-0b4babce2a4c621212247elcc0422aa9/cab-0b4babce2a4c621212247elcc0422aa9
[1/1] assetbundlemanifest AssetBundleManifest
[2/2] quickstart.ab
archive:/cab-438d38142b45d040dflfcdfd2d05alcf/cab-438d38142b45d040dfl1fcdfd2d05alcE
[01/11] assets/quickstart/book.json TextAsset

assets/quickstart/charactor/ch29_1001_diffuse.png Texture2D
assets/quickstart/charactor/ch29_1001_glossiness.png Texture2D
assets/quickstart/charactor/ch29_1001_normal.png Texture2D
assets/quickstart/charactor/ch29_1001_specular.png Sprite
assets/quickstart/charactor/ch29_body.mat Material
assets/quickstart/charactor/ch29_nonpbr-flair.fbx Avatar
assets/quickstart/charactor/flair.controller AnimatorController
assets/quickstart/prefabs/ch29_nonpbr-flair.prefab GameObject
assets/quickstart/prefabs/renderer.prefab GameObject
assets/quickstart/skybox.jpg Cubemap

[1/2] archive:/cab-438d38142b45d040dfl1fcdfd2d05alcf/cab-438d38142b45d040dfl1fcdfd2d05alcf objects:304 assets:11

[2/2] archive:/cab-0b4babce2a4c621212247elcc0422aa9/cab-0bdbabce2a4c621212247elcc0422aa9 objects:2 assets:1

[#] objects:306 assets:12




size

&

size LG RN RFFULBIBANIS TR
S

%

il
abtool size doc/resources/ios/quickstart.ab

$ abtool size doc/resources/ios/quickstart.ab
[0] doc/resources/ios/quickstart.ab
[NODE] CAB-438d38142b45d040dflfcdfd2d05alcf 3096120 f:4
[NODE] CAB-438d38142b45d040dflfcdfd2d05alcf.resS 21234256 £f:0
[OBJ] size=2,912,537 2.78M count=304
Mesh 1,906,084 1.82M #1
Shader 843,056 823.30K #2
AnimationClip 105,068 102.61K #1
Avatar 18,876 18.43K #1
Transform 11,004 10.75K #138
GameObject 7,210 7.04K #138
ParticleSystem 6,604 6.45K #1
AssetBundle 5,180 5.06K #1
AnimatorController 2,284 2.23K #1
Material 2,260 2.21K #3
SkinnedMeshRenderer 1,624 1.59K #2
Texture2D 796 796.00 #4
Sprite 440 440.00 #1
LineRenderer 374 374.00 #1
TextAsset 368 368.00 #1
TrailRenderer 353 353.00 #1
Cubemap 264 264.00 #1
ParticleSystemRenderer 244 244.00 #1
SpriteRenderer 180 180.00 #1
MeshRenderer 132 132.00 #1
Animator 112 112.00 #2
MeshFilter 24 24.00 #1

[TEX] size=21,234,256 20.25M count=5

2048x2048 20,971,600 20.00M #4
5,592,432 Texture2D ASTC_RGBA_4x4 Ch29 1001 Diffuse
5,592,432 Texture2D ASTC_RGBA_4x4 Ch29 1001 Glossiness
5,592,432 Texture2D ASTC_RGBA 4x4 Ch29 1001 Normal
4,194,304 Texture2D ASTC_RGBA_4x4 Ch29 1001_Specular

256x256 262,656 256.50K #1
262,656 43776x6 Cubemap PVRTC_RGB4 Skybox

AMRFR, BT AREFNRAN, ERHMEERDIFMARS.



scanref

&

scanref AR IBIT I HabFT RN R ZE)HI5|BRAZFRRE RS BFNERYE, BNSEREEREFEISHAE
FH assets.ref X4,

S
s RS ik

--artifact -a EEXHEE, BRIA: assets.ref

Nl

find . —-iname 'x.god' | xargs abtool scanref

BRETaa AR R, SeRA TEEMME assets.ref X, HITEMEXER, AT,

$ abtool scanref

- archive:/cab-969ac6fa0el06aee24a977840b569588/cab-969ac6falel06ace24a977840b569588 1:12602647748065502323 Material

[1/1][REF] archive:/cab-969ac6falel06aece24a977840b569588/cab-969ac6falell6aece24a977840b569588
[1/1][ERR] scene_guanghanpalace.god

FEE/R, ab&R scene_guanghanpalace.god 5| T BIM—"1ab X {f prefabs_effects.god B
[ m_PathID=12602647748065502323 HIM XK, {EE prefabs_effects.god X REEHZHEXTHIR.

missing RSHNZFDRRAZSHE RO, LUER, A&E, TENIXEREFNAEER, EXEHIRE
HEIANFEFN RO LLB S IIRREART, REHETHRETRRENREM SR,

$ abtool scanref
75e792bb4d60c290/cab-00a615392edb6a8c75e792bb4d60c290 dynamic/module/
1 ul736$5!0.pak

archive:/cab-00de96ed1e3a030462756b657221e6e9/cab-00de96ed1e3a030462756b657221e6e9 dynamic/module/vehiclesskin_bundle 01!7!forcedownload!cod models$veh
icles$br_motorcycle$5!0.pak
archive:/cab-2102a399eb2d16395b45a5a344073458/cab-2102a399eb2d16395b45a5a344073458 i:3 Texture2D
ive:/cab-013d2ae3fdfd3963f2505995b4803b5c/cab-013d2ae3fdfd3963f2505995b4803b5¢c dynamic/module/role_bundle 7!forcedownload!cod_models$avatar$seal

archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b

:4 Mesh
Mesh
3 Texture2D

archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b
archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fhd22f82316cda48c391a5d38e03b

7 Avatar
122 Material
123 Mesh

T i
T i
T q
T archive:/cab-935fbd22f82316cda48c391a5d38e03b/cab-935fbd22f82316cda48c391a5d38e03b i:16 Texture2D
T i
] il
= q




scantex

&

scantex AR IFMab XX HEEE SN,
ZEFIHAIE R textures.tex X,

S

ERHIRBIAEERESM(PVRTC/ASTC/ETC2]) 1ITh

B RIEES

-a EEXHEE, BN textures.tex
--verbose -V BZHEAFX

Nl

find . —iname 'kx.god' | xargs abtool scantex

BRBTzaSHTUENA, BRI TSEMME textures. tex X1, HITENEXER, 0T,

$ abtool scantex
assets/artresource/effects/maps/line/line_jw_005.png RGBA32 256x128
as=eLs/artlescurce/=ffect=/maps,patt?rn,aljlwenzl png RGBA32 128x128 65,53
/artresource/effects/maps/pattern/aijiwenzi_03.png RGBA32 128x64 32,
assets/artresource/effects/maps/pattern/assistant_positionrect rect.tga RGBA32 64x128
ts/artresource/effects/maps/pattern/fox(1)_take 001_animx8.asset RGB24 1024x16
assets/artresource/effects/maps/pattern/qizhi2_take 001_animx8.asset RGB24 1024x64 19
s/artresource/effects/maps/pattern/xingxing0l.png RGBA32 44x61 10,736
assets/artresource/effects/maps/pattern/yeah001.png RGBA32 184x199 146,46
sets/artresource/effects/maps/ui/cardglow001l.png RGBA32 110x142 62,48
sets/artresource/effects/maps/ui/glow_jishi.png RGB24 128x128 49,152
sets/artresource/effects_nh/texture/fissures/fissures_jw_013.png RGBA32 256x256 262,144
sets/artresource/effects_nh/texture/glow/glow_dl_001_wy.png RGBA32 256x256 262,144
sets/artresource/effects_nh/texture/glow/glow_wy_036.png RGBA32 256x256 262,14
sets/artresource/effects_nh/texture/glow/glow_wy 062.png RGBA32 128x128 65,5
effects_nh/te

h/texture/line/line_3w_005.png RGBA32 128x128 65,536
a setb/altresoulce/effectsinh/texturE/llne/llne wy_013.png RGBA32 128x64 32,768
s/artresource/effects_nh/texture/line/line_wy 038.png RGBA32 256x128
assets/artresource/effects_nh/texture/line/line_wy 082.png RGBA32 256x256 262,
sets/artresource/effects_nh/texture/line/line_wy 083.png RGBA32 128x128 65,5
sets/artresource/effects_nh/texture/liquid/liquid_wy_005_02.png RGBA32 256x256
sets/artresource/effects_nh/texture/liquid/liquid _wy_023.png RGBA32 256x128
ets/artresource/effects_nh/texture/liquid/liquid_wy 024.png RGBA32 512x512
sets/artresource/effects_nh/texture/liquid/liquid wy_025.png RGBA32 256x256
ts/artresource/effects_nh/texture/mask/mask_cy _006.png Texture:64 128x128
resource/effects_nh/texture/mask jw_081.png RGB24 128x128 49,1
assets/artresource/effects_nh/texture/noise/noise_wy 019_01.png RGBA32 256x256
/artresource/effects_nh/texture/noise/noise_wy_086.png RGB24 1024x512 1,572,864
assets/artresource/effects_nh/texture/pattern/pattern_cy_0 ga Texture:65 256x256 12,830
ts/artresource/effects_nh/texture/pattern/pattern_cy 039.tga Texture:65 128x128 2,604

MEERIUEIMEAD por IESAFEMEEZNZE R rReBA32 18I0, XEIEENBEER,
R HERGESHESWERLKAGR

S E A B R



o, ZWLE v AXTBHMEREGER, AT,

$ abtool scantex -v

assets/artresource/_cn/ui/atlas/uiclan/uiclanactivity_alpha.png ETC_RGB4 256x128 16,38
assets/artresource/_cn/ui/atlas/uiclan/uiclanactivity rgb.png ETC_RGB4 256x128 16,384
assets/artresource/_cn/ui/atlas/uidivination/uidivination_alpha.png ETC_RGB4 512x1024 262,144
assets/artresource/_cn/ui/atlas/uidivination/uidivination_rgb.png ETC_RGB4 512x1024 ,144
assets/artresource/_cn/ui/atlas/uirankresultinvite/uirankresultinvite_alpha.png ETC_RGB4 1024x512 262,144

assets/artresource/_cn/ui/atlas/uirankresultinvite/uirankresultinvite_rgb.png ETC_RGB4 1024x512
assets/artresource/_cn/ui/atlas/uistrangevortex/uistrangevortex_alpha.png ETC_RGB4 2048x2048 2,097,152
assets/artresource/_cn/ui/atlas/uistrangevortex/uistrangevortex_rgb.png ETC_RGB4 2048x2048 2,097,152

assets/artresource/_cn/ui/atlas/uiwxcounpon/wxcoupon_alpha.png ETC_RGB4 512x512 131
assets/artresource/_cn/ui/atlas/uiwxcounpon/wxcoupon_rgb.png ETC_RGB4 512x512 131,0
assets/artresource/_cn/ui/uiactivityluckywheel/bg.jpg ETC_RGB4 2048x1024 1,3
assets/artresource/_cn/ui/uidivination/di.png ETC2_RGBA8 1024x512 524,2
assets/artresource/_cn/ui/uidivination/gou_bbth.png ETC2_RGBA8 512x512
assets/artresource/_cn/ui/uidivination/gou_jcfs.png ETC2_RGBA8 256x512
assets/artresource/_cn/ui/uidivination/gou_lfdd.png ETC2_RGBA8 512x512
assets/artresource/_cn/ui/uidivination/gou_sxsq.png ETC2_RGBA8 256x512 131,
assets/artresource/_cn/ui/uidivination/ka_babatianhu.png ETC2_RGBA8 256x512 131,072
assets/artresource/_cn/ui/uidivination/ka_bei.png ETC2_RGBA8 256x512 131,072
assets/artresource/_cn/ui/uidivination/ka_juechufengsheng.png ETC2_RGBA8 256x512 131,072
assets/artresource/_cn/ui/uidivination/ka_lanfendangdao.png ETC2_RGBA8 256x512 131,072
assets/artresource/_cn/ui/uidivination/ka_shenxianshougi.png ETC2_RGBA8 256x512 131,072
assets/artresource/_cn/ui/uidivination/sharedi.png ETC_RGB4 512x512 131,
assets/artresource/altar/altar_scroll/textures/altar_beach 0l.tga ETC2_RGBA8 512x512
assets/artresource/altar/altar_scroll/textures/altar_court 0l.tga ETC2_RGBA8 512x512
assets/artresource/altar/altar_scroll/textures/altar_desert_02.tga ETC2_RGBA8 512x512
assets/artresource/altar/altar_scroll/textures/altar_doomsdaybattlefield 0l.tga ETC2_RGBA8 512x512 262,1




savefbx

A&
savefbx AR RIIHMab XX REFATE Mesh FIRITRHMREFEN . fox X, F Mesh:: m_Name EANER, B

HIRZ, 1ZA M Mesh:: m_Compressedvesh FEXIZEIERIENIE, WRIZFER
=T,

struct Mesh:

19

public Object {

m_Name; // 1
<SubMesh> m_SubMeshes; // 2
BlendShapeData m_Shapes; // 3
<Matrix4x4f> m_BindPose; // 4
B8 <uint32_t> m_BoneNameHashes; // 5
uint32_t m_RootBoneNameHash; // 6
uint8_t m_MeshCompression; // 7
bool m_IsReadable; // 8
bool m_KeepVertices; // 9
bool m_KeepIndices; // 10
int32_t m_IndexFormat; // 11
<uint8_t> m_IndexBuffer; // 12
<BoneWeights4> m_Skin; // 13

VertexData m_VertexData; // 14
CompressedMesh m_CompressedMesh; // 15
AABB m_LocalAABB; // 16
int32_t m_MeshUsageFlags; // 17
A <uint8_t> m_BakedConvexCollisionMesh; // 18
<uint8_t> m_BakedTriangleCollisionMesh; // 19

==
*I =
==

BESRAMEREE, REREFXMH



&

REEMIRE

8 Inspector

v

S
S w5 E1:p%
--axis-rotate-enabled -r SEXEHIERT £ HEFR R BI90° FF %
-—-output -0 . fox XEFEHBEZR, BAIA: _fbx
--rewritable -w XERFEEF X

FREXHESERERERTTX

1
(7]

--skeleton-enabled

58



R
Nl

abtool savefbx Android/artresource_captainpbr_captain_201.god

$ abtool savefbx -w doc/resources/android/quickstart.
[@] doc/resources/android/quickstart.ab
>>as e/ Cln2 D sfibx

Ch29.fbx
60.0fps (<1ms)
37098 polygons

59



savetex

&

savetex ﬁ:‘%?ﬂ?ﬁabj{f’-‘ri@ﬁﬁﬁ Texture2D ﬁfﬁ?q%#{%ﬁﬁ *. tex 3‘(1’-“:, ﬁﬁ Texture2D: : m_Name f’Ej\jB\Cf'-‘F%F‘]JI]
&, BEREMEERSTUREHER.

sH

S w5 iR

--output -0 x.tex XHHREER, BN _textures
5l

abtool savetex Android/artresource_captainpbr_captain_201.god

$ abtool savetex Android/artresource_ captainpbr captain 201.god

[0] Android/artresource captainpbr captain 201.god
__textures/Captain_ 201102 body d.256x256.etc2_rgbaB8.tex =65,536 64.00K
__textures/Captain_ 201101 body m.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain 201103 suit m.512x512.etc2 rgba8.tex =262,144 256.00K
__textures/Captain_ 201102 suit_d.256x256.etc2_rgbaB8.tex =65,536 64.00K
__textures/Captain 201101 body b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain 201201 body b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain 201103 _suit d.256x256.etc2 rgbaB8.tex =65,536 64.00K
__textures/Captain 2011 body n.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_ 201301 body m.512x512.etc2_rgba8.tex =262,144 256.00K
__textures/Captain_ 201202 body b.512x512.etc_rgb4.tex =131,072 128.00K
___textures/Captain 201102 body b.512x512.etc rgb4.tex =131,072 128.00K
__textures/Captain 201301 body b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain 201301 suit m.512x512.etc2 rgba8.tex =262,144 256.00K
__textures/Captain 201201 body d.256x256.etc2 rgba8.tex =65,536 64.00K
__textures/Captain 201301 body n.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_ 2012 suit n.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_ 201301 suit b.512x512.etc_rgb4.tex =131,072 128.00K
__textures/Captain_ 201103 body b.512x512.etc_rgb4.tex =131,072 128.00K
___textures/Captain 201103 body d.256x256.etc2 rgba8.tex =65,536 64.00K
__textures/Captain 201301 body d.256x256.etc2 rgbaB8.tex =65,536 64.00K

HF savetex IREVHKMEEZIEE NREEEN, BEZTERSIERBE ZMpython TH textool —f2{ER, F*
EERRIENLELRRIEN 1oa 1B, AT,



textool _ textures/*.tex

__textures/Captain_201101_body b.512x512.etc_rgb4.tex =>
__textures/Captain_201101_body_d.256x256.etc2_rgba8.tex
__textures/Captain_201101_body m.512x512.etc2_rgba8.tex
__textures/Captain_201101_suit_b.512x512.etc_rgbd.tex =>
__textures/Captain_201101_suit_d.256x256.etc2_rgba8.tex
__textures/Captain_201101_suit_m.512x512.etc2_rgba8.tex
__textures/Captain_201102_body_b.512x512.etc_rgbd.tex =>
__textures/Captain_201102_body d.256x256.etc2_rgba8.tex
__textures/Captain_201102_body m.512x512.etc2_rgba8.tex
__textures/Captain_201102_suit_b.512x512.etc_rgb4.tex =>
__textures/Captain_201102_suit_d.256x256.etc2_rgba8.tex
__textures/Captain_201102_suit_m.512x512.etc2_rgba8.tex
__textures/Captain_201103_body b.512x512.etc_rgbd.tex =>

=
=

=>
=>

=
=>

=
=

__textures/Captain_201103_body d.256x256.etc2_rgba8.tex =>
__textures/Captain_201103_body m.512x512.etc2_rgba8.tex =>

__textures/Captain_201103_suit_b.512x512.etc2_rgba8
__textures/Captain_201103_suit_d.256x256.etc2_rgba8
__textures/Captain_201103_suit_m.512x512.etc2_rgba8
__textures/Captain_2011_body n.512x512.etc_rgb4.tex => _ t
__textures/Captain_2011_suit_n.512x512.etc_rgb4.tex => _ t
__textures/Captain_201201_body_b.512x512.etc_rgbd.tex
__textures/Captain_201201_body d.256x256.etc2_rgba8.tex =>
__textures/Captain_201201_body m.512x512.etc2_rgba8.tex =>

.tex =>
.tex =>
.tex =>

__textures/Captain_201101_body_b.tga

__textures/Captain_201101_body_d.tga
__textures/Captain_201101_body_m.tga

__textures/Captain_201101_suit_b.tga

__textures/Captain_201101_suit_d.tga
__textures/Captain_201101_suit_m.tga

__textures/Captain_201102_body_b.tga

__textures/Captain_201102_body_d.tga
textures/Captain_201102_body_m.tga

__textures/Captain_201102_suit_b.tga

__textures/Captain_201102_suit_d.tga
textures/Captain_201102_suit_m.tga

__textures/Captain_201103_body_b.tga

__textures/Captain_201103_body_d.tga
__textures/Captain_201103_body_m.tga
__textures/Captain_201103_suit_b.tga
__textures/Captain_201103_suit_d.tga
__ textures/Captain_201103_suit_m.tga
extures/Captain_2011_body n.tga

extures/Captain_2011_suit_n.tga

__textures/Captain_201201_body_b.tga

__textures/Captain_201201_body_d.tga
__ textures/Captain_201201_body_m.tga

Captain_201101_suit_d.t Captain_201101_suit_m.
ga

tga tga tga

’ »
- 1
. GA
]
Captain_201102_suit_d.t Captain_201102_suit_m.

ga tga tga tga

tga tga

Captain_201201_suit_d.t Captain_201201_suit_m.

Captain_201202_body_
b.tga

Captain_201202

ga tga d.tga

Captain_201102_body b Captain_201102_

Captain_201103_body b Captain_201103_

"

Captain_201201_body b Captain_201201_

body d Captain_201102_body_

m.tga

Captain_201102_suit_b.t
ga

body d Captain_201103_body_

m.tga

Captain_201103_suit_b.t

body d Captain_201201_suit_b.t

ga

Captain_201201_body_
m.tga

_body_ Captain_201202_suit_b.

tga

Captain_201202_suit_d
tga



saveta

&

saveta ARSI Hab X EHETE TextAsset FIRITRHMREFZHBICAE R __textassets BFE, Zw<BLET
Z52% AssetBundle:: m_Container HIXE/E ZHHINMHNIFIAGES, WRAKEEMTENER dat EAXHERR
ﬁO

struct AssetBundle: public Object {
B m_Name;
<PPtr<struct Object>> m_PreloadTable
BB < BB , AssetInfo> m_Container;
AssetInfo m_MainAsset;
uint32_t m_RuntimeCompatibility:
B m_AssetBundleName
Bg < BS > m_Dependencies;
bool m_IsStreamedSceneAssetBundle;
int32_t m_ExplicitDatalLayout;
int32_t m_PathFlags;

< BA b i > m_SceneHashes;
13
S
S %5 fiig
--output -0 XHHEHE R, BN __textassets

Nl

abtool saveta Android/dataconfig.god



$

abtool saveta Android/dataconfig.god

[0] Android/dataconfig.god

L

+
+
+
+
+
+
+
+
+
+
+
+
A
+

__textassets/dataconfig user guide conf_testl2.bytes
___textassets/dataconfig _customize type conf.bytes
__textassets/dataconfig_operating_popup_conf.bytes
__textassets/dataconfig battle pass_level conf.bytes
__textassets/dataconfig user guide conf_testl9.bytes
___textassets/dataconfig_autochess mode desc.bytes
___textassets/dataconfig_user_guide_conf_test.bytes
__textassets/dataconfig_arena_mode_maptype_ conf.bytes
__textassets/dataconfig user_guide_conf_test6.bytes
__textassets/dataconfig elo calc conf.bytes
___textassets/dataconfig_broad _list_conf.bytes
__textassets/dataconfig stats_addition_conf.bytes
__textassets/dataconfig recordsvr_list_conf.bytes
___textassets/dataconfig _user guide conf_testl5.bytes
___textassets/dataconfig_autochess_mode_conf.bytes




saveobj

&

saveobj T%Eyﬁ5}?3?%5@%%1§,§\#EK1A1%§§U%'I_F‘]J'J_CdEiﬁ'\] objects.obj Y{L’F, EE
?\j getref . cmpref . resolve . abname %ﬁ%?ﬁ%Tﬁ%ﬁHﬁﬁEo

S w5 iR
--artifact -a AHRITENERR 1R, BRIA:  objects.obj

saveobj FRIGITIIEEMET -2 IEEMBREIUHREFER, HERBITFINEES ZFHERITE
#H, ARAEGTERBERELNBIEEFMHEISH - EENKR.

Nl

find . —-iname 'x.ab' | xargs abtool saveobj



getref

&
getref JIEL saveobj EMMIEIFEHBIXHRELRRFENRN L THSIAXA.

s
S w5 7 DU
--artifact -a XAFHITEAERRTR, BAIA:  objects.obj
--reverse -r REEK TEERESIBFx

5l

abtool getref image_icon_kapailvl.mat

$ abtool getref image_icon_kapailvl.mat
common_effect.god assets/artresource/effects_nh/texture/ui/materials/image_icon_kapailvl.mat *-4472253932980606360

common_effect.god assets/autogenerate/resources/prefabs/effects/fx_common_upgrade_kapailvl_lod.prefab *-2585818181968686980
common_effect.god assets/resources/prefabs/effects/fx_common_upgrade_kapailvl.prefab *872298730776026363

MBERUE LM FREK inage_icon_kapailvl.mat #ZFG-Tprefabs | :

1. assets/autogenerate/resources/prefabs/effects/fx_common_upgrade_kapailv1_lod.prefab
2. assets/resources/prefabs/effects/fx_common_upgrade_kapailv1.prefab

*-2585818181968686980 ﬁﬁ/ﬁ fx_common_upgrade_kapailvl_1lod.prefab Eabﬁ,}% common_effect.god EF‘
BY m_PathID .

0 -r SEEIABEIAEM FER inage_icon_kapailvi.mat 5|FARIERIR

$ abtool getref -r image_icon_kapailvl.mat
common_effect.god assets/artresource/effects_nh/texture/ui/materials/image_icon_kapailvl.mat

shader.god assets/artresource/shaders/mfshader/shaders/effect/mf_effect_simplest.shader *-4952504602227765190
common_effect.god assets/artresource/effects_nh/texture/ui/image_icon_fangkuailvl.png *2894406397171079162

MBERIAE L EIK image_icon_kapailvi.mat 5|F T —"shaderfl— N sKMLE




cmpref

&

cmpref BIFXTEEFT objects.obj XA EIRSIBTHIRS
s

S8 %5 3
--source -S objects.obj ng,y{q:

--destination -d objects.obj WFEEIf4
5l

abtool cmpref —-s iMSDK_CN_Android_108_AssetBundle/objects.obj —d iMSDK_CN_Android_145_AssetBundle/objects.obj

$ abtool cmpref -s iHSDK_CN_Android_108_AssetBundle/objects.obj -d
P _s_br$br_desertdk_runtime$ti ceneSobj_bigs
ets/building_prefab/generatedmaterials/p_buildingnt

iMSDK_CN_Android_145_AssetBundle/objects.obj
pak MeshRenderer:85 archive:/cab-et 0a4bf2ddd1 afb 3 0
0.mat:78 -> archive:/cab-eb7e2200a4bf2d4d18ccc619db6774fb/cab-eb7e2200a4bf2d4d18
ding prefab/generatedmaterials/p buildingnt 11vnkEr’ 1 mat 213

P _s_brsbr_desertdk_runtime$tiled 3 0 hRenderer:86 archive ] assets/scenes/map/br/environmenta
ets generat archive:/cab-eb7e2200a4bf2d4d18c assets/scenes/map/br/environmentass

€619db6774fb:assets/scenes/map/br/environmentass

619db6774fb:assets/scenes/map/br/environmentassets/bui

runtime _bigsbig_ 3k MeshRenderer:89 archive eb7e :assets/scenes/map/br/environmentass
generated >_common_| 1.mat:156 -> archive:/cab-eb7e2200a4bf2d4d18ccc619db6774fb/cab-eb7e2200a4bf2d4d18ccc619db6774fb: assets/scenes/map/br/environmentassets/b
d _ .,> He;hRenderer 90 archive b b/c 2 ts/scenes/map/br/environmentass
enerat s/p_ on_| 19 archive: /cab-eb7e220024bf2d4018ccc6190b67747b/cab-eb cenes/map/br/environmentassets/b
mldm;, prefab/generatedmaterials
P _s_brSbr_desert4k_runtime$tiled b _ chive 7 0adbf2d4d18cCc619db 519db6774fb:assets/scenes/map/br/environmentas
ing_| ted 19db6774fb: assets/scenes/map/br/environmentass
tvhmldmn prefab/g _
_desertdk_ b i Me hRendPrPr 92

b 2d4d 619db6774fb/cab 0024bf2d4d18ccc619db6774Fb:asse
archiv €6150b67741b/ cab- a4bf2d4d18ccc619db6774fb  assets/s

enes/map/br/environmentas
environmentassets/b
Meshkenderer 118 archive:/c €2200a4bf2d4d18ccc619db6774f
archive:/cab-eb7e 19db6774Fb/cab-eb7e.

hive

archive:/cab-cb7e220024b2d4d18ccc619db6774 b

eshRenderer:128 2

hiv 2d4
mat:296 archive:/cab-eb7e2 D(lubf’dmlbocslsdb67/4fb cab-

] hive c 4fb ets/s s/map/br wir ent
archive:/cab-eb7e2200a4b12d4d18ccc a 2 ironmentassets/building
pak MeshRenderer:131 archi
Srchive: [eaboeb7e200a4b 204018
f.m’gsl\sratednmtsrm1~ D
desertdk_runtime$ B 2.pak MeshRenderer:132 archive:/cab-eb
prefab/generatedmateria co T.mat:4 archive:/cab-7bbfer86

/br_island_bridge 01 d.mat:2

BRIEEE—TEM, TLURETEHRNFSE

o s FARTRYBIBIabXHERMEIRIENL n_rPathiD KETEIDE, KREIFCH (
o P ALRTEBENRIEHET, REFDUTILMIE)

o (=) RMHARKIZIERE, {BRF n_PathId

o (# FRMHRRKZERE, EBERAEMNabX 4

o ) RANRBERRET
« M F%%ﬁ’xﬁiﬁiﬂ“%%‘a‘%‘l‘?‘%’i| objects.obj MHETT, REIRICH (2



mono

&

mono AR IAHH MonoBehaviour BIAERA D, HIBHENAIIFHLEREFRHEIE FA monoscripts.ms {4,

S
S EES] 154
--artifact -a EEFNHEERE, BIA: monoscripts.ms
--verbose -v BEZHEFx

ol

find . —-iname 'kx.pak' | xargs abtool mono

BRETzaN e UEtRh, e8I TEEEINE nonoscripts.ms X, HITEIEXEE, W,

$ abtool mono
[001/100] GameEngine:AssetRef #1174 *326 =182,852,762 174.38M
002/100] CODPostEffectProfile #11 *11 =131,886,869 125.78M
003/100] GameBase:TacticalGPSCheckScriptableObject #11 *11 =131,886,869 125.78M
004/100] GameEngine:AvatarComposer #76 *38 =92,725,676 88.43M
005/100] BRAnimationBlender #42 *38 =92,725,676 88.43M
006/100] GameBase:AimIKSolverComponent #42 *38 =92,725,676 88.43M
007/100] BakeryLightmapGroup #8 *8 =82,649,317 78.82M
008/100] CameraAnimation #36 *36 =51,178,737 48.81M
009/100] GameBase:TacticalMapCompass #209 *33 =35,821,269 34.16M
] DynamicBone #36 *8 =32,433,264 30.93M
] LightProbeAutoDistribute #12 *11 =30,626,696 29.21M
1 SABoneColliderChild #78 *30 =30,083,909 28.69M
] WeaponControllerAsset #29 *29 =25,924,376 24.72M
] BakeryLightmapGroupSelector #14 *11 =25,785,957 24.59M
1 PVS:WhiteArealnfo #13 *11 =25,785,957 24.59M
] GameBase:SceneInfo #11 *11 =25,785,957 24.59M
017/100] GameEngine.TextureAtlas:TextureAtlasingUpdater #11 *11 =25,785,957 24.59M
1
1
I
1
1
|
1
1
1
|
1
1
I
1
1
I
|

[
[
[
[
[
[
[
[
[
[
[
[
[014/100
[
[
[
[018/100] GameEngine:GameSceneRoot #11 *11 =25,785,957 24.59M
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[
[

015/100
016/100

019/100] GameEngine:SceneSetting #11 *11 =25,785,957 24.59M
PVS:PVSBuilder_OCCQuery #11 *11 =25,785,957 24.59M
PVS:VCRBuilder_0CCQuery #11 *11 =25,785,957 24.59M
PVS:ViewCellRoot_OCCQuery #11 *11 = 785,957 24.59M
GameEngine:AvatarEquipConfig #13 *7 5,713, 05 24, 52
GameBase:WeaponPrefabConfig #25 *25 =25,112,009 23.95M
JadeSnakeRenderer:GPUBakeInspectorData #8 *8 =24,840,742 23.69M
BakeryDirectLight #9 *9 =22,954,478 21.89M
JadeSnakeRenderer:JsAmbientLight #9 *7 =22,942,899 21.88M
JadeSnakeRenderer:JsDirectionalLight #8 *7 =22,942,899 21.88M
UnityEngine.AI:CustomNavMeshSurface #179 *15 =21,727,093 20.72M
BakerySkyLight #8 *8 =21,261,728 20.28M
GameUI:UIAnimationEventPlay #9 *9 =21,247,409 20.26M
UnityEngine.AI:NavMeshModifierVolume #140 *11 =18,421,860 17.57M

020/100
021/100
022/100
023/100
024/100
025/100
026/100
027/100
028/100

033/100 PrefabEvolution:EvolvePrefab #146 *10 =16,824,807 16.04M

034/100] Audio.Components:VolumeClientDetector #2306 *11 =16,459,518 15.70M
po .

o« B BS

o 5B%U: MonoBehaviour IFEREEN R, HPES : FINEDERLZE, FHEDHES
o BT ZAEITHIMANREL, TE cameobject ERM—RAMHEE—IRIHIL

o SEMUF: SIAIZEMNabTRXHEE

o $AY: SIARENabFRXELA), BRFTFTHER

o N5 BIAIZEMabTRXHEE AN, BRXANLER

o SBLY: ZERIHEL Hash12s



cmpmono

&

cmpmono B3 e monoscripts.ms XA B E MonoBehaviour IERSEHE RTMHIRE .

S
S8 %5 E{::0
--source -S monoscripts.ms E4k {4
--destination -d monoscripts.ms X4 EE S {4

ol

abtool cmpmono -s iMSDK_CN_Android_108_AssetBundle/monoscripts.ms —d iMSDK_CN_Android_145_AssetBundle/monoscr

BWLNINEE grep M BHN T IIRMAMERNE D, H A FFRNBETRTIMERMAE,

abtool cmpmono -s iMSDK_CN_Android_108_AssetBundle/monoscripts.ms -d iMSDK_CN_An id_145_AssetBundle/monoscripts.ms | grep “M
CODPostEffectProfile #35 *19 =187,476,198 178.79M
CameraAnimation #138 *96 =148,405,293 141.53M
GameEngine:AvatarComposer #179 *52 =116,260,752 110.87M
GameBase:WeaponPrefabConfig #84 *57 9,266,544 75.59M
GameEngine:ParticleEffect #1504 *29 =50,393,761 48.06M
GameBase:SceneInfo #30 *19 =34,171,718 32.59M
GameEngine:SceneSetting #30 *19 =34,171,718 32.59M
GameBase:MatchCameraMove #52 *28 9,177,963 27.83M
GameEngine:AvatarEquipConfig #28 *8 =25,731,562 24.54M
GameUI:UIAnimationEventPlay #23 *13 =23,567,289 22.47M
WorldInfo #424 *18 =20,744,883 19.78M
GameBase:ClimbUpTriggerVolume #3123 *18 =13,916,436 13.27M
GameUI:UIGeneralSequence #28 *8 =12,689,802 12.10M
AtmosphericScattering #4 *4 =8,833,127 8.42M
GameEngine:ParticleEffect_Random #8 *4 287,407 3.13M
GameEngine:BRLotteryMachinePoint #66 *6 =1,247,305 1.19M
GameEngine.Landscape:Landscape #1 *1 =233,447 227.98K

MBERIAEE, BT corosteffectProfile IZARRIMER SN 178.79M MIabZ REFTIIIR AR E L4 T LWL,



savextl

&

savextl IFAIHFFUNEE serializedFile BY metadata %&i}giﬁﬁ%ﬁyablﬁﬂﬁﬁﬁ*g, HIBENBIEEFRIHIE R
B externals.xtl X, FEH cmpxtl S LR HEMEUE.

S
S ] iR
--artifact -a NAHHTEIEEER, BAIA: externals.xtl

savextl RIBITIIE BMET -a IEEMBRREIHREFER, HERBITFINEES ZFHERITE
#H, ARAEGTERBERELNBIEEFMHEISH - EENKR.

Nl

find . —-iname 'x.ab' | xargs abtool savextl



cmpxtl

Fi&
cmpxtl BIEIFEEFR D externals.xtl X4 abikEZ LIRS

5

S ] fiEid
--source -S externals.xtl B4

--destination -d externals.xtl XEE {4

{5l
abtool cmpxtl —s iMSDK_CN_Android_108_AssetBundle/externals.xtl —-d iMSDK_CN_Android_145_AssetBundle/externals

abtool cmpxtl -s iMSDK_CN_Android_108_AssetBundle/externals.xtl -d iMSDK_CN_Android_145_AssetBundle/externals.xtl
archiv uildplayer 16_0_-97build 8 10_0_-9 _s_brSbr_desertak_runtimeStiledsceneSobj_big$big_-10_6_-9.pak
0 E s_br$br_desert4k_runtime$tiledsceneSobj_bigSbig_-10_6_-9.pak
1 _s_brsbr. daser(-’tk _runtime$tiledsceneSobj_bigSbig_-10_0_2.pak
ldplayer ) shareda s_brsbr_desertd4k_runtime$tiledsceneSobj_bigSbig_-10_0_2.pak
dplaye esertdk_runtimestiledsceneSobj_bigSbig_-11_0_1.pak
dplaye g_-11_0_2 r_desert4k_runtimestiledsceneSobj_bigSbig_-11_0_2.pak
dplayer-big_- 2 rec ts _s_brsbr_desertdk_runtimeStiledsceneSobj_bigSbig_-11_6_2.pak
ynamic/module/br_alcatraz!7!forcedownload!_s_brsbr_alcatraz_runtime$tiledsceneSobj_big$big_-1_6_-1.pak
dassets dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtime$tiledsceneSobj_big$big_-1_0_-1.pak
7nrwr7durcvt4v runtime$tiledscene$obj_bigSbig_-1 0.pak
s s_br$br_desert4k_runtime$tiledsceneSobj_bigSbig_-1_6_-10.pak
lod1/buildplay - -1_lod1 dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtime$tiledscene$obj_big$big_-1_0_-1_lodl.pa
lod1/buildplayer- - d1.sharedassets dynamic/module/br_alcatraz!7!forcedownload!_s_brsbr_alcatraz_runtimestiledscene$obj_big$big_-1_6_-1_lodl.pak
buildplayer-big 0_-2 dt_ t4k_runtime$tiledsceneSobj_bigSbig_-1_6_-2.pak
3/buildplaye g 0_-3 _ r_desert4k_runtimesStiledsceneSobj_bigSbig_-1_0_-3.pak

3/buildplayer-big 0 aredassets _s_brsbr_desertdk_runtime$tiledsceneSobj_bigSbig_-1_0_-3.pak
-5/buildplaye 0_-5 - t4k_runtime$tiledsceneSobj_big$bi

1_6_-5.pak
5/buildplaye 0_-5.sharedasse 3 esertak_runtime$tiledsceneSobj_bigbig_-1_0_-5.pak
bu Hlaye g r_ tak runnmssnleds:w\e!un] big$big, 7.pa
brsbr_desertdk_runtime$tiledsceneSobj_bigsbig_-1_0_-7.pak
8/b blay 4 _s_| k_runtime$tiledsceneSobj_big$big_-1_0_-8.pak
8/bu a aredass _br$br_deserta4k runumgnxlsd>cenemh,7mgshvg -1_60_-8.pak
0/buildplayer uvnam\r/nmduls/m “alcatraz!7!forcedownload!_s_br$br_alcatraz_runtimeStiledscene$obj_bigSbig_-1_6_0.pak
buildplayer 0_0.sharedassets dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtime$tiledscene$obj_bigSbig_-1_0_0.pak
lod1/buildplay 0_0_lod1 dynamic/module/br_alcatraz!7!forcedownload! s_brSbr_alcatraz_runtime$tiledsceneSobj_big$big_-1_0_0_lodl.pak
6_lod1/buildp b )_0_lodl.s ets dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtimes$tiledscene$obj_bigSbig_-1
17buildplay ) dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtimeStiledsceneSobj _bigSbig_-1_6_1.pak
1/buildplayer 0 hare ets dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtimeStiledsceneSobj_big$big_-1_0_1.pak
10/buildplayer-big_-1_0 s_br$br_desertdk_runtimeStiledsceneSobj_bigsbig_-1_0_10.pak
dplaye g ). Sharec _brsbr_desertdk_runtime$tiledsceneSobj_big$big_-1_0_10.pak
ynamic/module/br_alcatraz!7! forcedownload! s_br$br_alcatraz_runtimeStiledsceneSobj_big$bi 0_1_lod1.pak
) ets dynamic/module/br_alcatraz!7!forcedownload!_s_br$br_alcatraz_runtime$tiledsceneSobj_big$big_-1_0_1_lodl.pak
47buildplayer-b 4 _s_br$br_desertdk_runtimeStiledscene$obj_bigSbig_-1_0_4.pak
4/buildplayer 0_4.5hare ets _s_br$br_desertdk_runtimeStiledsceneSobj_big$big_-1_0_4.pak
2/buildplayer g -2 5| - desert4k_runtime$tiledsceneSobj big$big -2 0 -2.pak

_lod1.pak

ERR, BTEENFABE—THARNS, SXIHMT:

o - RIRHETabXHRISNMKIEE R

o+ RINHBIabX RSN EIERE LN

RIS ETabX RSN E IR I th B >

o = ! RNHBIabXHXMLERIFIMBKHIIRESIEE, ERHATIRFERE




rename

&

rename UEEab X HE 5 AssetBundle:: m_Name BFUBREIXR R, HIBWERIMIEIBREEZRICdBE R names.map X
%, BIRIEA AR AssetBundle:: m_Name Efp B EHAIXMH R, TERANRMEEaLXHR, AABEEESMERIEX
"z,

%/%5!6
S "5 fHiR
--artifact -a BENXMHNFERRE, BAIA: names.map
--dry-run -d RIREHIEM A HITE S BIRIE
--reverse -r REEd

renane FRIZITIIREHREY -2 EENRTEMXERFER, FERETEINSKES EFHRER
#H, ARAEGTERBERELNBIEEFMHEISH - EENER.

—\\
QN
op

Nl

find . —iname '*.assetbundle' | xargs abtool rename

BRI LA LABI abtool rename , HEIMENX TEBEIINE names.map X4, HITEIEXEFEE.

$ abtool rename

bundle/1000099454.assetbundle bundle/uilua_actcenter_act 129.assetbundle

bundle/1000295678.assetbundle bundle/uilua_actcenter act_ 127 choosecharacter.assetbundle
bundle/1000637537.assetbundle bundle/uilua_chaseakatsuki_v2 chaseakatsukiassignreward_v2.assetbundle
bundle/1001068126.assetbundle bundle/atlasnb_static_res_ui_pvprealtime pvpfriendnew pvpfriendnew_1.assetbundle
bundle/1001251030.assetbundle bundle/config bt trees 10002021.assetbundle

bundle/100131140.assetbundle bundle/config plot 512033.assetbundle

bundle/1001812845.assetbundle bundle/atlasnb_static_res_actcenter_act 296 act 296 newatlas_ 1.assetbundle
bundle/1002337203.assetbundle bundle/plotres lihui_9000906.assetbundle

bundle/1002537147.assetbundle bundle/common_skilliconatlas 90108 skilliconatlas.assetbundle
bundle/1003861363.assetbundle bundle/headshot 90262 headshot.assetbundle

bundle/1004858736.assetbundle bundle/common_skilliconatlas 90163 skilliconatlas.assetbundle
bundle/1005178582.assetbundle bundle/ui_accessories charminheritreward assetbundle
bundle/1005320525.assetbundle

bundle/100535990.assetbundle bun

bundle/1006152836.assetbundle bundle/config plot 21103.assetbund1e

bundle/1006316866.assetbundle bundle/atlasnb_share_share_2 1.assetbundle

bundle/1007725105.assetbundle bundle/ui_mtd_entrance_failresult.assetbundle
bundle/1008009051.assetbundle bundle/common_portrait 3x2_90230 portrait.assetbundle
bundle/1008728895.assetbundle bundle/plotres fullduihua_572.assetbundle

bundle/1008927174.assetbundle bundle/common_portrait 3x2 90279 1 portrait.assetbundle
bundle/100906175.assetbundle bundle/config plot 1000053.assetbundle

bundle/10091549.assetbundle bundle/atlasnb_static_res_actcenter_act 257 act 257 newatlas_7.assetbundle
bundle/1010562342.assetbundle bundle/common_share_90010_avatar.assetb e
bundle/1011479268.assetbundle bundle/common_portrait 3x2_90279 portrait.assetbundle
bundle/1012473602.assetbundle bundle/plotres fullduihua_54.assetbundle

bundle/1012474804.assetbundle bundle/uilua_actcenter actcommonokpanel.assetbundle
bundle/1013000543.assetbundle bundle/headshot 90116 headshot.assetbundle

bundle/1013209832.assetbundle bundle/atlasnb_share_share_37 1.assetbundle
bundle/1013251260.assetbundle bundle/headshot 90992 headshot.assetbundle

S -r JMEE R MHRERN RGN 4R, WT




$ abtool rename -r

bundle/uilua_actcenter_act_129.assetbundle bundle/1000099454.assetbundle
bundle/uilua_actcenter_act_127_choosecharacter.assetbundle bundle/1000295678.assetbundle
bundle/uilua_chaseakatsuki_v2_chaseakatsukiassignreward_v2.assetbundle bundle/1000637537.assetbundle
bundle/atlasnb_static_res_ui_pvprealtime_pvpfriendnew_pvpfriendnew_1.assetbundle bundle/1001068126.assetbundle
bundle/config_bt_trees_10002021.assetbundle bundle/1001251030.assetbundle
bundle/config_plot_512033.assetbundle bundle/100131140.assetbundle
bundle/atlasnb_static_res_actcenter_act_296_act_296_newatlas_l.assetbundle bundle/1001812845.assetbundle
bundle/plotres_lihui_9000906.assetbundle bundle/1002337203.assetbundle
bundle/common_skilliconatlas_90108_skilliconatlas.assetbundle bundle/1002537147.assetbundle
bundle/headshot_90262_headshot.assetbundle bundle/1003861363.assetbundle
bundle/common_skilliconatlas_90163_skilliconatlas.assetbundle bundle/1004858736.assetbundle
bundle/ui_accessories_charminheritreward.assetbundle bundle/1005178582.assetbundle
bundle/plotres_fullduihua_446.assetbundle bundle/1005320525.assetbundle

bundle/headshot_90229 headshot.assetbundle bundle/100535990.assetbundle
bundle/config_plot_21103.assetbundle bundle/1006152836.assetbundle
bundle/atlasnb_share_share_2_1.assetbundle bundle/1006316866.assetbundle
bundle/ui_mtd_entrance_failresult.assetbundle bundle/1007725105.assetbundle
bundle/common_portrait_3x2_90230_portrait.assetbundle bundle/1008009051.assetbundle
bundle/plotres_fullduihua_572.assetbundle bundle/1008728895.assetbundle
bundle/common_portrait_3x2_90279_1_portrait.assetbundle bundle/1008927174.assetbundle
bundle/config_plot_1000053.assetbundle bundle/100906175.assetbundle
bundle/atlasnb_static_res_actcenter_act_257_act_257_newatlas_7.assetbundle bundle/10091549.assetbundle
bundle/common_share_90010_avatar.assetbundle bundle/1010562342.assetbundle
bundle/common_portrait_3x2_90279_portrait.assetbundle bundle/1011479268.assetbundle
bundle/plotres_fullduihua_54.assetbundle bundle/1012473602.assetbundle
bundle/uilua_actcenter_actcommonokpanel.assetbundle bundle/1012474804.assetbundle
bundle/headshot_90116_headshot.assetbundle bundle/1013000543.assetbundle
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&

edit B—PMWLITREWE, ZWLZMB=HBIabXHANFFNR, AEHUNET vaftiBREZNERAE
PRI R,

S
S8 #E ik
-—-type -t REZGBLIMERTIRERD, BIAN o , RRMBAABLEENZR

ZA LN TREGS:
1. lua
B wa FHLRIMMITIuaiE, HEFRU T IMEREE:

o archive
archive & T HHIR G HHY assetbundle: : AssetBundleArchive X8

o file
file Y0 T HAT archive IIRHFFRE— assetbundle: : SerializedFile IJH

o directory

directory 487E T assetbundle::DirectoryInfo IR, IR archive EEBESZ N RIIEENSR, BIA
B AE directory: load([ path]) BTk

2. save
BT save FAPL A LMRIFHAIATFHRAYabI 4
HittluaEZ ORI ABEB A TR
1. abtool/luatypes.cpp
BEXHYIET S assetbundle: : AssetBundleArchive FI assetbundle:: SerializedFile B XAIEIBEM M RIZED.

2. abtool/assetbundles/unity/luatypes.cpp

ESUHHE T B Unity SRS SO ERIBLEH
Tl

abtool edit bundle/common_actcenter_act_91_bhg-ziyuanfanbei_1.assetbundle



$ abtool edit bundle/common_actcenter_act_91 bg-ziyuanfanbei_1l.assetbundle

[0] bundle/common_actcenter_act_91_bg-ziyuanfanbei_1l.assetbundle

$ lua file:tdump(28)

[1/1] <Texture2D:28> id=-2972103548351507464
m_Name:string = bg-ziyuanfanbei_1
m_ForcedFallbackFormat:int32_t = 7
m_DownscaleFallback:bool = 0
m_Width:int32_t = 1024
m_Height:int32_t = 458
m_CompleteImageSize:int32_t = 937984
m_TextureFormat:int32_t = 7
m_MipCount:int32_t =1
m_IsReadable:bool = 0
m_ImageCount:int32_t =1
m_TextureDimension:int32_t = 2
m_TextureSettings:GLTextureSettings

m_FilterMode:int32_t =
m_Aniso:int32_t =
m_MipBias:float
m_WrapU:int32_t =
m_WrapV:int32_t
m_WrapW:int32_t =
m_LightmapFormat:int32_t
m_ColorSpace:int32_t =1
m_TexData:TypelessData
size = 0
data =
m_StreamData:StreamingInfo
offset:uint32_t = 0
size:uint32_t = 937984
path:string = archive:/CAB-32565b8291d17565f6f5e6e26448a038/CAB-32565b8291d17565f6f5e6e26448a038.resS




lua

&

BT abtool MEFEN wa XBHE, BT ZH L AFHREMESURIBAIIER T—LEMEMAES,

5

S ®"E iR
--type -t BEZGLMBNEIRERD, KA o, RAMBAEEENEIR
--file -f wa BIZAREER, BKIA: abtool.lua

B % < A TIuafil A3, HBERARENBENTIT2REE:
e archive
archive 487 T HaTluafil AL EEAH] assetbundle: : AssetBundleArchive 35
o file
file HPE 7 HRiluafl ALEIBHH] assetbundle: : SerializedFile STER
o directory

directory #87E T assetbundle::DirectoryInfo ER, WREEIH|G) archive FEMEENSR, nILUET S
3% directory: load([ pathl) FH{TXEENNE

HftluaBEZ ORI UNEB N TR X!
1. abtool/luatypes.cpp

ZXHEHE TS assetbundle:: AssetBundleArchive F] assetbundle:: SerializedFile B XAVEIBREMAKIEZEO.,

2. abtool/assetbundles/unity/luatypes.cpp

X AHIE T B Unity HRR RATEIE LM
Nl

abtool lua artresource_environment_scene_logicmesh_small_checkerboard.god

so = file: find( )

file: dump_object( )

ptr = castMaterial( so.object) —— std:: shared_ptr<Material>
mat = ptr: get() —— Materialx

mat.m_Shader.m_PathID =

mat.m_Shader.m_FileID =

file: dump_object( )

builder = assetbundle.ArchiveFileBuilder( archive) —- assetbundle:: ArchiveFileBuilder
builder: save("hijack/artresource_environment_scene_logicmesh_small_checkerboard.god")
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BEREE T B abtoo FAERIINEER T LEBUEMIA T A2, EMEMINEETEHEIMAOFERES, TN
5 abtool.Wa HITINEEY B, ERENHELININESZLLRER, BAETCHIFRHIT X RZELERNA
BNIERE, AETRZESESIARNTRMNE SRR,
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abtool TFERI A A—TF LM &R
1. BIRRMT

i. AssetBundleArchive EEHT
ii. SerializedFile FEHT
2. BB
i. BiEE
ii. WRFE
o BURRED
= BUERRRD
n XTRITED
iii. LUAZRE
3. BRER
i. ZERR
ii. a5 EJHA
4. XRS5
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AssetBundleArchive ———< LUAZSE
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FIRMENT ————< SerializedFile ——— < LUASSE
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