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standard freely, adapting it in their software and applications.

How does gITF export help with making

games?
porting gITF scenas i supported since ut oy uticn makes it p axport
scenes from the Godot editor to the gl format. You [+ port your Godot scene
back into r other apps a Conti This workflow m o ork
r soene i and then b nto Godot waork
You can alzo use the Godot giTF export pipeline to oeate and modify workd geom

i e 1 amiple,
Creating a dockowt or prototyping within Godot, then exporting as giTF to further edit in Blender, and
finally bringing the geometry badk into Godot

Character animation support was essential to me, as interoperability between applications has been
lacking or spotty, even among applications that speak the same format. In some cases, broken animations
Id take enomous effort o comect

Bows the creation of extensions for any purpose. For example, VEM allows cel-shaded characters
with custom hair, dothing and collisions. Godot exposes the intermnal glTF data structure to allow creating

Work from @vindflow on Twitter and the sample model Alicia from, VR

Taking modifications from Godot into
Blender

ou can more easily modify levels in Godot, ransfer back into Blender and eventually back to Godot
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https://godotengine.org/article/introducing-the-godot-gltf-2-0-scene-exporter
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» Ernest Lee (Godot Member, Core Contributor 3D pipeline of Godot)
- Saracen (V-Sekai)

- Lyuma (V-Sekai)

» lox9973 (ShaderMotion)

- Silent (Starlit Wanderings, Silent's Cel Shading Shader)

» fuka mizno (siroKiri)
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