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Character customization in modern Massively Multiplayer Online Role-Playing Games (MMORPGSs) has evolved
from simple palette swaps to complex systems of skeletal deformation and vertex manipulation. Blade &amp; Soul
(BnS), developed by Team Bloodlust (NCSoft), stands as a seminal example of this evolution. Utilizing a highly
modified version of Unreal Engine, the game provides a robust framework for character creation, specifically
through its unique "Preset" system. This system allows players to share steganographically encoded image files
that carry the entire data set of a character's aesthetic parameters.

The Core Framework of Blade &amp; Soul Character Data

To understand how a Gon male preset works, one must first understand the underlying data structure. In Blade
&amp; Soul, a character is not merely a static model but a dynamic collection of mesh coordinates influenced by
over 100 individual sliders. These sliders modify the skeletal rigof the character, affecting bone scale, position,
and orientation.

The Metadata in Preset Files

Unlike traditional save files that use .json or .xml formats, Blade &amp; Soul utilizes a visual encoding method. A
preset is saved as a .jpg file, usually located in the Documents\BnS\CharacterCustomize directory. However, this is
not a standard image. The game engine embeds the character's numerical slider values into the image's metadata
or via pixel-based encoding. This allows for a seamless sharing experience where the preview of the character is
the data file itself.

The F3 (Wardrobe) and F11 (Rankings) Integration

The game's F3 system(Wardrobe/Showroom) acts as a local database for these assets. When a player browses
the character creation screen or the in-game previewer, the engine scans the local directory to parse these files.
The technical challenge arises when a preset is created on a different regional client (e.g., Korean vs. North
American), as certain asset IDs (hairstyles or skin textures) may not align, leading to "Data Mismatch" errors.

Technical Analysis: The Gon Male Aesthetic and Proportional Calculus

The Gon racerepresents the 'Earth' element in Blade &amp; Soul lore, characterized by immense physical stature
and strength. From a technical design perspective, the Gon Male mesh has a higher vertex count in the pectoral
and deltoid regions compared to the more lithe Jin or the diminutive Lyn.

Skeletal Deformation and the Escanor Ratio

A common request among the community, as seen in various technical forums, is the "Escanor" build—named after
the character from Seven Deadly Sins. This build requires an extreme Upper-to-Lower Body Ratio. In
mathematical terms, this is achieved by maximizing the Torso Scale and Shoulder Width while minimizing the
Pelvis Width and Thigh Circumference.



Let $V$ be the vector of all body sliders where $V =[s_1, s 2, ..., s_n]$. To achieve the Escanor-style torso, the
following constraints are applied to the skeletal deformation parameters:

» Shoulder Width ($s_{12}$): $s_{12} \rightarrow 20$ (Maximum expansion of the clavicle bone mesh).
e Chest Size ($s_{15}%): $s_{15} \rightarrow 20$ (Expansion of the pectoral vertices along the Z-axis).
» Waist Size ($s_{18}$): $s_{18} \rightarrow -20$ (Compression of the lumbar vertices).

» Pelvis Width ($s_{21}$): $s_{21} \rightarrow -15% (Narrowing of the iliac crest base).

By applying these specific values, the engine modifies the Skinning Weights—the influence each bone has on the
surrounding mesh—to create a silhouette that defies standard human proportions but remains within the engine's
stability limits.

Comparative Matrix: Racial Customization Constraints

Each race in Blade &amp; Soul has different "soft caps" and "hard caps" for their customization sliders. The
following table illustrates the divergence in customization potential between the Gon Male and other archetypes.



Feature Category Gon Male (High Jin Male (Balanced) Lyn (Diminutive) Yun (Ethereal

Strength) Female)
Maximum Height 240cm (Approx) 190cm (Approx) 110cm (Approx) 185cm (Approx)
Muscle Definition High (Dynamic Medium Low (Flat Shaders) Minimal
Shaders)
Shoulder-to-Hip Max 1.85 1.30 1.05 1.15
Ratio
Hand/Foot Scale -20 to +20 -10 to +10 -15to +15 -5to +5
Range
Available Skin Tones 32 Variants 24 Variants 24 Variants 18 Variants

Procedural Execution: Implementing and Modifying Presets

For technical users and SEO content creators looking to manage their preset libraries, following a strict procedural
workflow is essential to avoid file corruption or engine crashes.

Step 1: Directory Preparation

The game engine looks for files in a hardcoded path. Ensure that the directory %USERPROFILE%
\Documents\BnS\CharacterCustomize exists. If it does not, the game will fail to save or load any .jpg templates.

Step 2: File Verification and Naming Conventions

Files must be in .jpg format. Renaming a .png or .webp to .jpg will not work because the engine specifically
searches for the JFIF (JPEG File Interchange Format)header where the metadata is stored. It is recommended
to use alpha-numeric strings for filenames (e.g., Gon_Male_Escanor_v1.jpg) to prevent character encoding issues
in the local file system.

Step 3: In-Game Application

1. Launch the Blade &amp; Soul client and enter the Character Creation screen.

2. Select the Gon race and Male gender. This is critical; applying a Gon preset to a Jin model will result in an
immediate error.

3. Click the Manage Appearance button at the bottom center of the UI.

4. The Ul will open a browser showing all valid .jpg files in the CharacterCustomize folder.

5. Select the desired preset and click Apply.

Case Studies: Troubleshooting Common Failure Modes

Even with high-quality presets from Korean or Chinese forums, players often encounter technical hurdles.
Analyzing these failure modes provides insight into the engine's validation logic.

Failure Mode A: "Failed to Apply Appearance”

This is the most common error. It typically occurs due to Asset Versioning Mismatch. If a preset uses a hairstyle
or skin texture that was added in a later patch (e.g., the UE4 engine update) and the user is running an older client
or a private server with limited assets, the engine cannot resolve the Asset ID. Solution:Verify that the preset
source matches the current game version. If the preset is from 2017 (UE3) and the game is now 2024 (UE4), some



bone mappings may need manual adjustment.

Failure Mode B: Texture Bleeding and Clipping

When sliders are pushed to their extreme limits (e.g., maximum Gon muscle mass), the mesh may clip through
armor assets. This is because armor in BnS is often a separate mesh that replaces parts of the body model. If the
Body Scale exceeds the Armor Mesh Bounds, clipping occurs.Solution:Adjust the Body Thickness and Chest
sliders down by 2-3 increments. This usually brings the vertices back within the collision hull of the armor assets.

Advanced Optimization: Character Slots and Account Management

As noted in the Blade &amp; Soul Wiki, players are limited by character slots. From a technical standpoint, each
slot represents a unique entry in the server's SQL database. While presets allow for infinite local aesthetic designs,
the active "live" version of a character is server-side.

Slot Mathematical Logic

The total number of available characters $C$ can be expressed as: $C = B + S$Where $B$ is the base number of
slots (typically 2 or 3) and $S$ is the number of Character Slot Expansionitems applied. High-level players often
use presets to quickly rotate characters between seasons without losing their preferred aesthetic designs,
effectively using their local disk as an extension of the game's cloud storage.

The Evolution of Customization: From UE3 to UE4

The transition of Blade &amp; Soul to Unreal Engine 4 (Complete Update) fundamentally changed how shaders
interact with presets. In the older UE3 builds, skin was rendered with a relatively simple Lambertian reflectance
model. In UE4, Sub-Surface Scattering (SSS)was introduced. This means that Gon Male presets created years
ago may appear "waxy" or overly dark in the new engine.

Shader Adjustment Table



Feature

Lighting

Skin Shader

Physics

LOD Scaling

UE3 Implementation

Static Lightmaps

Basic Diffuse/Specular

PhysX (Limited)

Aggressive popping

UE4 Implementation

Dynamic Global Illumination

Sub-Surface Scattering
(SSS)

Chaos Physics / Enhanced
Skeletal

Smooth Tesselation

Impact on Presets

More realistic shadows on
muscle curves.

Older presets require
higher 'Brightness' sliders.

Hair and cloth movement is
more fluid.

High-detail presets look
better at distance.

As the community continues to share creations on platforms like Reddit and dedicated preset blogs, the emphasis

has shifted from merely "looking good" to "engine optimization." High-quality presets now take into account how the
Normal Mapsof the Gon Male body interact with dynamic lighting, ensuring that the character looks consistent
across various in-game environments, from the bright sands of the Viridian Coast to the dark depths of the

Blackram Narrows.

Ultimately, the technical sophistication of the Blade &amp; Soul preset system allows for a level of player
expression rarely matched in the genre. By understanding the underlying skeletal mechanics, file steganography,
and engine constraints, users can push the boundaries of character design, creating unique avatars that represent
the pinnacle of digital artistry in the MMO space. Whether seeking the massive proportions of a legendary warrior
or a more refined, unique aesthetic, the mastery of these technical parameters is the key to unlocking the full
potential of the Gon race and the Blade &amp; Soul engine as a whole.
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