
Skip to main content








    
        
            
            Toggle navigation
            
            
            
            
            [image: The Khronos Group: Connecting Software to Silicon]
        


        
            	Developers 
                 	Active Standards
                            	3D Commerce
	ANARI
	COLLADA
	Data Format
	EGL
	glTF
	Kamaros
	KTX
	NNEF
	OpenCL
	OpenGL
	OpenGL ES
	OpenGL SC
	OpenVG
	OpenVX
	OpenXR
	SPIR
	SYCL
	SYCL SC
	Vulkan
	Vulkan SC
	WebGL


                        
	Groups & Forums
                            	Heterogeneous Communication
	Machine Learning Forum
	New Initiative Process


                        
	Inactive Standards
                            	OpenKCAM
	OpenKODE
	OpenMAX
	OpenML
	OpenSL ES
	OpenWF
	StreamInput
	WebCL


                        
	
	Registry
	Advisors
	Github
	Khronos Support Forums
	Vulkan Discord
	Khronos Discord
	Khronos Slack
	
	Videos & Presentations
	Reference Guides
	Books
	
	Jobs
	Request for Proposals
	Merchandise


                
	
                    Conformance 
                    	Become an Adopter
	API Adopters List
	Conformant Products
	File Format Adopter Program
	File Format Adopters
	Trademark Guidelines
	IP Framework Briefing
	
	Adopter Login
	
	3D Commerce Certification
	Certified Viewers
	
	Certificant Login


                
	
                    Membership 
                    	Join the Khronos Group
	Khronos Members
	Khronos Liaisons
	IP Framework
	
	Create an account
	Member Login


                
	
                    News & Events
                    	Newsroom
	Press Releases
	Khronos Blog
	Newsletter
	Share your news
	
	Events
	Marketing with Khronos


                
	
                    About
                    	Overview
	Contact Us
	Logo Packs
	Directors & Officers
	Working Group Officers
	Diversity at Khronos
	Code of Conduct
	Technical Support
	Khronie Awards


                
	 Member Login
	  Search
                            	
                                    
                                        
                                            
                                            
                                            
                                            
                                                Search
                                            
                                        

                                    

                                


                        


        

    







    
    
        
COLLADA Overview
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    3D Asset Exchange Schema

    


    
    COLLADA™ defines an XML-based schema to make it easy to transport 3D assets between applications - enabling diverse 3D authoring and content processing tools to be combined into a production pipeline. The intermediate language provides comprehensive encoding of visual scenes including: geometry, shaders and effects, physics, animation, kinematics, and even multiple version representations of the same asset.COLLADA FX enables leading 3D authoring tools to work effectively together to create shader and effects applications and assets to be authored and packaged using OpenGL® Shading Language, Cg, CgFX, and DirectX® FX.
    


    
    
    COLLADA at a glance


COLLADA defines an XML Namespace and database schema to make it easy to transport 3D assets between applications without loss of information, enabling diverse 3D authoring and processing tools to be combined into a content production pipeline.


COLLADA 1.5


COLLADA 1.5 is the newest specification that provides all of the features found in the stable COLLADA 1.4 schema plus several new features that enable users of CAD, GIS, and Automation applications to enjoy the benefits of open standard royalty free content format.


	COLLADA 1.5.0 Specification
	COLLADA 1.5.0 Release Notes
	COLLADA 1.5.0 Specification in Japanese
	COLLADA 1.5.0 Release Notes in Japanese
	COLLADA 1.5.0 Schema (includes B-rep, geolocation, and OpenGL ES 2.0 Profile)



COLLADA 1.4


COLLADA 1.4 is the stable release of the specification that has been widely adopted by the video game, digital entertainment, and GIS industries. This version of COLLADA supports geometry meshes, skinning, morphing, animation, physics, shaders and effects.


	COLLADA 1.4 Schema Reference Card
	COLLADA 1.4.1 Specification (Second edition)
	COLLADA 1.4.1 Release Notes (Second edition)
	COLLADA 1.4.1 Specification in Japanese
	COLLADA 1.4.1 Release Notes Revision B in Japanese
	COLLADA 1.4.1 Schema (includes OpenGL ES Profile)
	COLLADA 1.4.1 Schema (updated for microsoft XSD)
	COLLADA 1.4 Implementers package



    

    


    
    COLLADA Community

The Khronos Group is host to the COLLADA community wiki where users and adopters from around the world visit to ask questions and share their COLLADA knowledge and test content. There are also a growing number of open source software projects that can help you to develop your COLLADA applications more quickly:

	OpenCOLLADA hosted on Github


COLLADA enables content creation pipelines

COLLADA supports all the features that modern 3D interactive authoring applications and DCC (digital content creation) tools need to exchange and fully preserve asset data and meta data. its The COLLADA feature set is expanding to incorporate technologies such as packaging programmable shader effects and controlling real-time physics engines. COLLADA enables powerful content creation pipelines that can automatically condition and scale 3D geometry and texture assets for real-time playback on a wide diversity of platforms. 

	COLLADA transports 3D assets between applications 

      Enables binding of diverse DCC and 3D processing tools into a production pipeline
	COLLADA is a XML database schema for 3D assets 

    COLLADA is an intermediate language - not a delivery format and not a scene graph
	COLLADA can be lossless 

    Retains all information - even multiple versions of the same asset
	COLLADA has comprehensive encoding of visual scenes 

    Including geometry, animation, shaders and physics
	COLLADA is an open, archive-grade format that retains meta information 

    When your DCC tool upgrades, you keep your assets 



What's New in COLLADA 1.5?


Core Feature Enhancements

	B-rep geometry
	Kinematics
	Asset Geolocation
	Compressed Archives (.ZAE Zipped Exchange Archive format)
	Node proxies (Level of Detail and Streaming)
	Improved XML Schema data typing and validation



COLLADA FX



	OpenGL ES 2.0 Profile
	Bridge Profile to external systems: DirectX FX and CgFX
	Improved texture binding and full screen effects



COLLADA 1.4 Features

Core Feature Enhancements

	Mesh geometry 
	Skinning 
	Morphing 
	Animation 
	Assets 
	Data validation 


COLLADA FX

  COLLADA FX is the first cross-platform standard shader and effects definition written in XML. It targets high-end systems running OpenGL Shading Language (GLSL) and Cg (HLSL coming), as well as resource-constrained systems (OpenGL ES 1.x profile). It provides:

	Next generation lighting, shading and texturing 
	High level effects and shaders 
	Support for all shader models (1.x, 2.0, 3.0) under CG and GLSL profiles. 


COLLADA Physics

	Rigid Body Dynamics
	Rag Dolls
	Contraints
	Collision Volumes
	Enables data interchange between Havok, Bullet, ODE
and other game physics middleware



COLLADA and glTF 3D Asset Formats
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Learn about glTF
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	LabVIEW exported DAE contains data, but renders blank
	Link error when compiling collada-dom
	Applying/simplifying the skinning in a DAE
	Set line width in COLLADA for viewing in Google Earth
	Collada and Web Gis






        	Visit Community Forums
	Visit Slack Group


        

    

    
        
        Related News

        	Remograph Releases Remo 3D™ v2.10
	Multidimensional Visualization and Processing of Big Open Urban Geospatial Data on the Web
	OpenCOLLADA 1.6.65 brings support for Max 2019
	Creating animated glTF Characters with Mixamo and Blender
	Remograph released Remo 3D v2.7
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        Related Press

        	Khronos COLLADA now recognized as ISO Standard


        	More Press Releases
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