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GTT: Pattern File Formats

Header Data

All pattern files have the same header structure:


<TWData>



<Source>Guntram's Tabletweaving Thingy</Source>



<Version>(version #)</Version>



<Pattern Type={Threaded|DoubleFace|BrokenTwill|Brocade|LetteredBand}>




Pattern-dependent data






</Pattern>


</TWData>

Font files have a similar header structure but have a Font section instead of a Pattern section.

Threaded-in Pattern Data


<Pattern Type="Threaded">



<Name>Pattern Name</Name>



<Cards>..</Cards>


(see below for card list structure)


<Packs>..</Packs>



(present if pack actions have been used; see below for pack list structure)


<Palette>..</Palette>

(see below for palette structure)



<Picks Count=Number of Picks>




Each pick has the following record:




<Pick Index=Pick number  (starting at Zero)>





<Actions Count=Number of actions for the pick>






Usually there will be one turn action per card or per pack, and possibly a twist action for one or more cards/packs.  The actions within one pick will always have the same target type, ie they will be either all card actions, or all pack actions.   However, the target type can change between picks, so that one pick can have all card actions, and the next pick all pack actions.






<Action
Type={Turn|Twist} 









Target={Card|Pack} 









TargetID=
for card actions: Card number (starting at 1)












for pack actions: Pack Name








Dir=
for turns: {F|B|I}

(forwards/backwards/idle)











for twists: {V}

(around vertical axis)









Dist={1|2}



(only for turn actions)








>






</Action>





</Actions>




</Pick>



</Picks>


</Pattern>

Pack List Structure


<Packs Count=Number of Packs>



For each pack there will be the following record.  Note that a card can appear in multiple packs.



<Pack Name=Name of Pack>




<Comment>User's random description or whatever</Comment>




<Size>Pack Size</Size>






(number of cards in the pack)



<Cards>Comma-delimited list of card numbers</Cards>
(card numbers start at 1)


</Pack>


</Packs>

Palette Structure


<Palette Name=Palette Name 





Size=Number of colours>

(always 16, at present)



For each colour in the palette:



<Colour Index={1..16}>RGB Value</Colour>


</Palette>

Card List Structure


<Cards Count=Number of cards in the list>



Each card in the list has the following record:



<Card Holes={3..8} 





Number=Card number>


(card number starts at 1)



<Holes Count=Same as Card.Holes attribute>





For each hole:





<Colour>Palette index of  the colour</Colour>




</Holes>




<Threading>{S|Z}</Threading>




The following data is irrelevant, and is included only for possible future use.  Since this is a mirror of the data used during actual weaving, the CurThread, CurPos and CurHoles data change from the initial settings as cards are turned or twisted.




<CurThread>{S|Z}</CurThread>




<CurPos>{0|1|2..Hole Count-1}</CurPos>




<CurHoles Count=Same as Card.Holes attribute>





For each hole:





<Colour>Palette index of  the colour</Colour>




</CurHoles>



</Card>


</Cards>

Doubleface Pattern Data

<Pattern Type="DoubleFace">



<Name>Pattern Name</Name>



<Width>Number of cards</Width>


(number of cards int he pattern. duh.)


<Length>Number of blocks</Length>

(two picks per block)


<ColourCount>{2|4}</ColourCount>

(2 = simple doubleface; 4 = multicolour doubleface)


<Cards>..</Cards>






(see above for card list structure)



<Data>




The Data section has one line for every block (ie two picks).  If I really have to explain how this relates, then there's no hope... :)



</Data>


</Pattern>

Broken Twill Pattern Data
The Broken Twill pattern data is virtually identical to the data for a simple doubleface pattern, with one additional section following the Data block:



<Reversals>




This section has one line for every block (ie two picks), mirroring the structure of the Data section.  An 'X' indicates that the turning direction of the card in the relevant position is reversed between the two picks for that block, in effect creating a long float.



</Reversals>

Brocade Pattern Data

<Pattern Type="Brocade">



<Name>Pattern Name</Name>



<Width>Number of cards</Width>



<Picks Count=Number of Picks>




Each pick in the pattern has the following record:




<Pick Index=Index of Pick>



(pick index starts at 1)




<TieDowns>t1, t2, ... tn</TieDowns>

(tablet numbers for the tie-down points; the first tablet has an index of 1)



</Pick>



</Picks>



<Wefts>..</Wefts>






(this structure is not being used yet; it is intended for brocading with different coloured wefts)


<VisualPattern>




This is simply a bitmap-style representation of the pattern.



</VisualPattern>


</Pattern>

Lettered Band Data

<Pattern Type="LetteredBand">



<Text>




This section defines the text that is to appear on the band.  Each <Char> value should match the Letter attribute of a <character> tag in the font definition.



</Text>



<Font Name=Name of font used for band 





Encapsulated="Yes">


(always YES at present)



<Font>





This section is exactly the same as the Font data in a font file - see below for details.




</Font>



</Font>


</Pattern>

Font Data


<Font>



<Name>Name of font</Name>



<Notes>Arbitrary user notes</Notes>



<Height>Number of cards</Height>



<DefCharWidth>Default width of each character</DefCharWidth>



<Kerning>Number of background blocks between characters</Kerning>



<Threading>{AllS|AllZ|AltSZ}</Threading>



<Data>




The data section has a record for each character in the font.  The pattern for each character is stored as a double-face pattern.




<Character Letter=Character identifier>





<Name>Character name</Name>





<SpaceBefore>Number of background blocks before character</SpaceBefore>





<SpaceAfter>Number of background blocks following character</SpaceAfter>





 <Pattern Type="DoubleFace">






This section defines the actual character appearance.  The format is exactly the same as for a normal double-face pattern.





</Pattern>




</Character>



</Data>


</Font>

