Obj2An8 has been updated, make sure the latest is used, as it is required to handle the normals, and the different SRT relative joint method needed for Smash Bros.  It is labeled version 1.0.0.5 and required for SSB and SNAP modes.
https://github.com/jombo23/N64-Tools/tree/master/objtoan8
All models and animations must exported as FBX 2015 or earlier.  It cannot be a later revision or no data will be converted.  

Importing Model Guidance:
In general, normal editor guidance is valid.  Such as Transparent, ClampS, ClampT, MirrorS, MirrorT, CullBoth in bitmap or material name for alpha.  TopFlag not currently working, but Transparent is functional.
Images should be 16 x 16 or higher, and multiples of 8, as paletted bitmaps or 32-bit images for alpha.  Multiples of 16 if texture repeats.  If the image is going to be dynamic (palette changes, it must be 16-color or less paletted bitmaps.
The FBX models must have the same number of model parts as the original, and the same hierarchicy for joints, each with SRT.  Although not technically needed to be the same joints srt values, due to the way animations work, some animations have some of the rig joints baked in, so the rig can not be significantly changed without reimporting many animations.  It is recommended to export the original model, and use those joints as the basis for rigging the new model.
Some vertice points can be carried over from one previous part and used, but there is a limit on counts due to the 0x20 buffer size existing in Smash Brothers.  And a part can only carry over joints from one previous part, not multiple.  If there are too many vertices carried over an error will occur during importing notifying the user.  
There is no vertice shading present for characters.  All vertices use normals, so the input model should have normals.  The editor can automatically calculate them though, and the user can choose so when importing, via prompt.  The light direction (-1 to 1 for all values), is how the character is shaded.  The ambient lighting is also editable, although generally not desired to change.  The light source is only used when importing.
Attributes are editable, that are part of certain other parameters of the character (such as shadow size, etc).  
Stock Icons must be paletted bitmaps, 16-color or less, and only the palette change between them.  When importing, importing first to slot 00, which also imports the texture data, then import the alternates.   The larger icon should be 32-bit, including alpha.
The Lo Res model can be removed by clicking Disable Lo Res Model button, or it can be kept.  This option just basically makes all Lo Res pointers map to Hi Res ones (same way the game does it).   Note that color commands button corresponds to either Lo or Hi Res when clicked, and does not show both.  
When editing models, the file LatestTexturesMulti.txt will always be updated after any step in the importing folder.  Unlike the other editor games, this is the text file format for “Import if already added”.  The “Import and add textures” format is identical to other games and is just a list of bitmap names, one per line.   This LatestTexturesMulti.txt must always be identical to the corresponding generated ROM used, as it is a mapping of all the textures inside the model.  If this file does not match, the model can no longer be edited (no new conversions of FBX/Obj), because the mapping to texture will be incorrect and textures get garbled.  If prompted, choose the correct file to use (or write out).  
A new text file is prompted for when importing, called SpecialTextureMapping.txt.  This file will be used, during import, to map texture to have dynamic palette changing, or for primitive colors to have color changing.  The special palette textures used must already be in the textures.txt file (but do not specify the alternates in textures.txt, just the special palette replacement bitmaps).  All bitmaps must be paletted 16-color or less bitmaps, with only the palette changing between each texture.  The bitmaps must all reside in the same folder as the SpecialTextureMapping.txt.  A bitmap can be reused as an alternate, though an alternate cannot be a primary image, as it would cause a conflict during import.  Although it can import beyond the normal number of alternates in a file, it is not believed to work ingame.  It is also believed that must import the minimum number of alternates, as to not have less, or the textures will be garbled for that alt.
The format looks like:
Special Palette: 10EB2726_c.bmp
Alt: 10EB2726_cBlack.bmp
Alt: 10EB2726_cRed.bmp
Alt: 10EB2726_cBlue.bmp
Alt: 10EB2726_cGreen.bmp
Special Palette: 292A597D_c.bmp
Alt: 292A597D_c.bmp
Alt: 292A597D_cRed.bmp
Alt: 292A597D_c.bmp
Alt: 292A597D_cGreen.bmp
Special Color: 4A5A00FF
Alt Color: 633110FF
Alt Color: 184273FF
Alt Color: 292931FF
The file supports many instances of these.  When it converts the particular model in edit model, it will, if finding the Special Palette bitmap or the source color in the FBX/GEObj material, automatically translate to the special dynamic DE000000 0E0000XX command, and automatically create the associated tracks.  These tracks can be edited later.  The import automatically associates to track bit 9.  Hurt images seem to be on bit 0 but are not fully sorted yet and not supported inherently (although maybe someone could figure it out and it would be compatible).  
Special Parts are editable as well.  These are substituted at different points.  They should be the same rig as the overall model, but only the one particular part included.  It cannot share points from previous model parts.  These all should share the same SpecialTextureMapping.txt and LatestTexturesMulti.txt and should always also be used the same way, when importing.  Some Special Parts are not part of the rig as they go in a separate file, not the character file (such Fox’s laser pistol).  They require adding textures similar to the main image, and are imported to a separate file.  There are also special parts for alternate for Pikachu and Jigglypuff for the hat/bow, but these go in the same character file.  
At this time, edit and import from visual is not supported.  All parameters must be imported during conversion time (or manually hex edited later via Game Configuration export/import binary).  

Importing Animation Guidance:
Animations do not use the model rig.  Instead they use an animation rig of the same hierarchy, but just purely a translation of 0,0,0.  Then there is an initial keyframe created which corresponds to the initial pose of the model.  This must be exported first from editor, and this used for animating.  If a part is not animated, and is identical the model joint, it will automatically not include the joint value and default to the rig in conversion.
Joints must be 1:1 mapping to parts, they cannot be weighted to multiple parts.
Some joints cannot be edited, as they are ignored by the game, and the game overrides them for certain things.  They are shown in the editor model window as joints to not edit.  These should not be edited at all, or they will get an error during import shown (and values will be ignored).
Joints are in decimal but the RoomXX are in hex.  The names need to match these names.  
If the model has Top Track (40000000 flag) or Top Track No Movement (80000000), make sure to import and specify that Top Track is present.  
[bookmark: _GoBack]If the model has 00000008 flag normally, it uses the large Pokémon Snap style commands.  To hide the model for a time, in Pokémon Snap style animations, such as Fox’s entrance, set the xyz size to 0.000001 (the game uses a Hide/Show command but that is not supported for import at this time, so this is the alternative method).

Update to Pokemon Snap:
Pokemon Snap was also updated to fix models/animations similarly to SSB.  It has severe size limitations however, so it is less convenient to work with.  Levels were not updated to take advantage of dynamic palettes (such as water) at this time.  

Update to levels:
Levels sort of support the SpecialTextureMapping.txt file as well (hit escape at file browser for file to skip)…however, it seems to only work if the group already had them…there must be some hardcodes that need to be figured.  Such as Dream Land needs to be part of Type02 for them.   To pick the group (between 00 and 03), add _TypeXX to your group name.  If not specified, the group will default to 01 (same as previous editor behavior).  The only level this seems to work on so far, is Dream Land Type02, and really often crashes...so this is experimental and should not be used.
Only palette changing is supported, not primitive colors or palette + texture simultaneously.
There is still not really significant progress in getting more levels off the “Do not use” status.  If we can eventually figured out all the hardcodes though, at least this is precursor work.  

