TR1 FILE FORMAT AREAS

Description | Bytes [Multiplier |Loops & Offsets
version u 4

num Texture Pages u 4

8hit Texture Pages u 65536]num Texture Pages

unused u 4

num Rooms u 2

Position S 16 -------------- g
Geometry size u 4]2 E
num Vertices u 2 I
Vertices S 8|num Vertices i
num Quads u 2 E
Quads u 10|num Quads '
num Tris u 2 E
Tris u 8|num Tris !
num Sprites u 2 E
Sprites S 4lnum Sprites I
num Portals u 2 i
Portals S 32|num Portals E
num Z sectors u 2 ,
num X sectors u 2 E
Sector Data S 8lnum Z * num X !
Intensity 1 S 2 i
num Lights u 2 E
Lights S 18|num Lights ;
num Static Meshes u 2 E
Static Meshes u 18|num Static Meshes !
alternate Room s 2 E
flags u 2 num Rooms ---+
num Floor Data u 4

Floor Data u 2|num Floor Data

Mesh Data size u 412

Mesh Center S 6 q---|----------~ :
unknown u 4 I
num Vertices u 2 i
Vertices S 6]num Vertices E
num Normals S 2 ,
Normals S 6|num Normals E
num txtured Quads S 2 '
textured Quads u 10]num txtured Quads |
num txtured Tris S 2 E
textured Tris u 8|num txtured Tris i
num coloured Quads s 2 E
coloured Quads u 10Jnum coloured Quads '
num coloured Tris S 2 num|Mesh E
coloured Tris u 8|num coloured Tris Datg Pointers --'
num Mesh Data Pointers |u 4 <

Mesh Data Pointers u 4]lnum Mesh Data Pointers




num Animations

N

Animations 32|num Animations

num State Changes 4

State Changes 6]num State Changes
num Anim Dispatches 4

Anim Dispatches 8]num Anim Dispatches
num Anim Commands 4

Anim Commands 2|num Anim Commands
num Mesh Trees 4

Mesh Trees 4lnum Mesh Trees

num Frames 4

Frames 2|num Frames

num Moveables 4

Moveables 18num Moveables

num Static Meshes 4

Static Meshes 32|num Static Meshes

num Object Textures

N

Object Textures

N
(@)

num Object Textures

num Sprite Textures 4

Sprite Textures 16]num Sprite Textures
num Sprite Sequences 4

Sprite Sequences 8]num Sprite Sequences
num Cameras 4

Cameras 16]num Cameras

num Sound Sources 4

Sound Sources 16]num Sound Sources
num Boxes 4

Boxes 20lnum Boxes

num Overlaps 4

Overlaps 2]num Overlaps

Zones 12|num Boxes
numAnimTxtrsDataWords 4

Animated Textures 2|numAnimTxtrsDataWords
num ltems 4

Items 22|num ltems

Light Map 8192

8bit Palette 768

num Cinematic Frames 2

Cinematic Frames 16]num Cinematic Frames

Demo Data Size

Demo Data

Demo Data Size

Sound Map

512

num Sound Details

Sound Details

num Sound Details

num Samples

Samples (WAVE format)

num Samples

num Sample Indices

Sample Indices

clclnjcln|jclun]jc|lcluw|clclclw|clu|clvln|clun|lclun|clun|jclun|lclun|lclun|lclun|lclclclclcln|clun|lclun|lclc|lc|c|c

DN DO D

num Sample Indices




TR2 FILE FORMAT AREAS

Description | Bytes [Multiplier |Loops & Offsets
version 4

8bit Palette 768

16bit Palette 1024

num Texture Tiles 4

8bit Texture Tiles 65536|num Texture Tiles

16bit Texture Tiles 131072|num Texture Tiles

unused 4

num Rooms 2

Position 16 ------------- !
Geometry size 4)2 I
num Vertices 2 i
Vertices 12|num Vertices E
num Quads 2 i
Quads 10|num Quads E
num Tris 2 '
Tris 8|num Tris '
num Sprites 2 E
Sprites 4|num Sprites ;
num Portals 2 E
Portals 32|num Portals !
num Z sectors 2 E
num X sectors 2 !
Sector Data 8|lnumZ * num X i
Intensity 1 2 E
Intensity 2 2 i
light Mode 2 5
num Lights 2 '
Lights 24]num Lights I
num Static Meshes 2 E
Static Meshes 20|num Static Meshes E

<

clcjc|ln|jclujc|ln|cnlnln]lun|lclclu]jclclclc|ln|clcn|lclnln|ln|ln]|lclclw|clun|lclclclclclw|clc|luw]lc|clc|(c|c]lc|c]c

alternate Room 2
flags 2 num Rooms ---4
num Floor Data 4
Floor Data 2|num Floor Data
Mesh Data size 412
Mesh Center 6 q---|----------~ :
unknown 4 I
num Vertices 2 i
Vertices 6]num Vertices E
num Normals 2 ,
Normals 6|num Normals E
num txtured Quads 2 '
textured Quads 10]num txtured Quads |
num txtured Tris 2 E
textured Tris 8|num txtured Tris i
num coloured Quads 2 E
coloured Quads 10Jnum coloured Quads '
num coloured Tris 2 num|Mesh E
coloured Tris 8|num coloured Tris Datg Pointers --'
num Mesh Data Pointers 4 <

4

Mesh Data Pointers

num Mesh Data Pointers




num Animations u 4

Animations u 32|num Animations

num State Changes u 4

State Changes u 6]num State Changes
num Anim Dispatches u 4

Anim Dispatches S 8]num Anim Dispatches
num Anim Commands u 4

Anim Commands S 2|num Anim Commands
num Mesh Trees u 4

Mesh Trees S 4lnum Mesh Trees

num Frames u 4

Frames u 2|num Frames

num Moveables u 4

Moveables u 18num Moveables

num Static Meshes u 4

Static Meshes S 32|num Static Meshes
num Object Textures u 4

Object Textures S 20lnum Object Textures
num Sprite Textures u 4

Sprite Textures S 16]num Sprite Textures
num Sprite Sequences u 4

Sprite Sequences S 8]num Sprite Sequences
num Cameras u 4

Cameras S 16]num Cameras

num Sound Sources u 4

Sound Sources S 16]num Sound Sources
num Boxes u 4

Boxes S 8|num Boxes

num Overlaps u 4

Overlaps S 2]num Overlaps

Zones S 20lnum Boxes
numAnimTxtrsDataWords|u 4

Animated Textures S 2|numAnimTxtrsDataWords
num ltems u 4

Items S 24num ltems

Light Map u 8192

num Cinematic Frames |u 2

Cinematic Frames S 16]num Cinematic Frames
Demo Data Size u 2

Demo Data u 1]Demo Data Size
Sound Map S 740

num Sound Details u 4

Sound Details S 8|num Sound Details
num Sample Indices u 4

Sample Indices u 4lnum Sample Indices

|Sound Samples (WAVE format) are located in another file : MAIN.SFX




TR3 FILE FORMAT AREAS

num Mesh Data Pointers

<

<

Description | Bytes [Multiplier |Loops & Offsets
version u 4
8bit Palette u 768
16bit Palette u 1024
num Texture Tiles u 4
8bit Texture Tiles u 65536|num Texture Tiles
16bit Texture Tiles u 131072|num Texture Tiles
unused u 4
num Rooms u 2
Position S 16 ------------- !
Geometry size u 4)2 I
num Vertices u 2 i
Vertices S 12|num Vertices E
num Quads u 2 i
Quads u 10|num Quads E
num Tris u 2 '
Tris u 8|num Tris '
num Sprites u 2 E
Sprites S 4|num Sprites ;
num Portals u 2 E
Portals S 32|num Portals !
num Z sectors u 2 E
num X sectors u 2 !
Sector Data s 8|lnumZ * num X i
Intensity 1 S 2 E
Intensity 2 S 2 i
num Lights u 2 E
Lights S 24]num Lights '
num Static Meshes u 2 i
Static Meshes u 20|num Static Meshes E
alternate Room s 2 i
flags u 2 E
Room Light Colour u 3 num Rooms ---4
num Floor Data u 4
Floor Data u 2|num Floor Data
Mesh Data size u 412
Mesh Center S 6 q---|----------~ :
unknown u 4 I
num Vertices u 2 i
Vertices S 6]num Vertices E
num Normals S 2 ,
Normals S 6|num Normals E
num txtured Quads S 2 '
textured Quads u 10]num txtured Quads |
num txtured Tris S 2 E
textured Tris u 8|num txtured Tris i
num coloured Quads s 2 E
coloured Quads u 10Jnum coloured Quads '
num coloured Tris S num|Mesh E
coloured Tris u num coloured Tris Datg Pointers --'
u
u

Mesh Data Pointers

num Mesh Data Pointers




num Animations u 4

Animations u 32|num Animations

num State Changes u 4

State Changes u 6]num State Changes
num Anim Dispatches u 4

Anim Dispatches S 8]num Anim Dispatches
num Anim Commands u 4

Anim Commands S 2|num Anim Commands
num Mesh Trees u 4

Mesh Trees S 4lnum Mesh Trees

num Frames u 4

Frames u 2|num Frames

num Moveables u 4

Moveables u 18num Moveables

num Static Meshes u 4

Static Meshes S 32|num Static Meshes
num Sprite Textures u 4

Sprite Textures S 16]num Sprite Textures
num Sprite Sequences u 4

Sprite Sequences S 8num Sprite Sequences
num Cameras u 4

Cameras S 16]num Cameras

num Sound Sources u 4

Sound Sources S 16]num Sound Sources
num Boxes u 4

Boxes S 8|num Boxes

num Overlaps u 4

Overlaps S 2Jnum Overlaps

Zones S 20lnum Boxes
numAnimTxtrsDataWords|u 4

Animated Textures S 2|numAnimTxtrsDataWords
num Object Textures u 4

Object Textures S 20lnum Object Textures
num ltems u 4

Items S 24num ltems

Light Map u 8192

num Cinematic Frames |u 2

Cinematic Frames S 16]num Cinematic Frames
Demo Data Size u 2

Demo Data u 1]Demo Data Size
Sound Map S 740

num Sound Details u 4

Sound Details S 8|num Sound Details
num Sample Indices u 4

Sample Indices u 4lnum Sample Indices

|Sound Samples (WAVE format) are located in another file : MAIN.SFX




TR4 FILE FORMAT AREAS

Description |

|Multiplier

|Loops & Offsets

version

num Room Txtr Tiles

num Object Txtr Tiles

num Bump Txtr Tiles

Texture 1 uncomp size

Texture 1 comp size

Texture 1

comp size (ZLIB)

Texture 2 uncomp size

Texture 2 comp size

Texture 2

comp size (ZLIB)

Texture 3 uncomp size

Texture 3 comp size

Texture 3

comp size (ZLIB)

Geometry uncomp size

Geometry comp size

Geometry

comp size (ZLIB)

num Sounds

Sound uncomp size

Sound comp size

Sound (WAVE)

(20 feull ol full [l Fonll Nauly [l Fonll Fonll fanll fanlll Nl f anll onlll Foull [onll Fonll Faull fen

RIN|DIDRIDDRISDRDDRBDDINININ S

comp size (ADPCM)

GEOMETRY BLOCK -

EXPANDED

Description | |Multiplier |Loops & Pointers
unused u 4

num Rooms u 2

Position S 16 [€-------------~ !
Geometry size u 4)2 I
num Vertices u 2 |
Vertices S 12|num Vertices E
num Quads u 2 i
Quads u 10|num Quads E
num Tris u 2 '
Tris u 8|num Tris |
num Sprites u 2 E
Sprites S 4|num Sprites ;
num Portals u 2 E
Portals S 32|num Portals !
num Z sectors u 2 E
num X sectors u 2 !
Sector Data S 8lnumZ * num X ;
Ambient Intensity 1 S 2 E
Ambient Intensity 2 S 2 i
num Lights u 2 E
Lights S 46]num Lights '
num Static Meshes u 2 ;
Static Meshes u 20|num Static Meshes E
alternate Room S 2 |
flags u 2 E
Room Light Colour u 3 num Rooms ---4




num Sprite Sequences

N

Sprite Sequences

00

num Sprite Sequences

num Cameras 4

Cameras 16]num Cameras

num FlyBy Cameras 4

FlyBy Cameras 40lnum FlyBy Cameras
num Sound Sources 4

Sound Sources 16]num Sound Sources
num Boxes 4

Boxes 8|num Boxes

num Overlaps 4

Overlaps 2]num Overlaps
Zones 20lnum Boxes
numAnimTxtrsDataWords 4

Animated Textures 2|numAnimTxtrsDataWords
num UVRanges 1

"TEX" landmark 3

num Object Textures 4

Object Textures

38

num Object Textures

num Floor Data u 4
Floor Data u 2|num Floor Data
Mesh Data size u 412
Mesh Center S 6 q---|----------1 .
unknown u 4 E
num Vertices u 2 '
Vertices S 6|num Vertices ‘
num Normals S 2 E
Normals S 6|num Normals i
num txtured Quads s 2 E
textured Quads u 12]num txtured Quads '
num txtured Tris s 2 num|Mesh E
textured Tris u 10]num txtured Tris Datg Pointers --'
num Mesh Data Pointers |u 4 <
Mesh Data Pointers u 4]lnum Mesh Data Pointers
num Animations u 4
Animations u 40|num Animations
num State Changes u 4
State Changes u 6]num State Changes
num Anim Dispatches u 4
Anim Dispatches S 8]num Anim Dispatches
num Anim Commands u 4
Anim Commands S 2|num Anim Commands
num Mesh Trees u 4
Mesh Trees S 4lnum Mesh Trees
num Frames u 4
Frames u 2|num Frames
num Moveables u 4
Moveables u 18num Moveables
num Static Meshes u 4
Static Meshes S 32|num Static Meshes
"SPR" landmark u 3
num Sprite Textures u 4
Sprite Textures S 16]num Sprite Textures
u
S
u
S
u
S
u
S
u
S
u
S
S
u
S
S
u
u
S
u

num ltems




Items S 24num ltems

num Al Data u 4

Al Data S 24num Al Data

Demo Data Size u 2

Demo Data u 1]Demo Data Size
Sound Map S 740

num Sound Details u 4

Sound Details S 8|num Sound Details
num Sample Indices u 4

Sample Indices u 4num Sample Indices




TR5 FILE FORMAT AREAS

Description | Bytes [Multiplier |Loops & Offsets

version

num Room Txtr Tiles

num Object Txtr Tiles

num Bump Txtr Tiles

Texture 1 uncomp size

Texture 1 comp size

Texture 1 comp size (ZLIB)

Texture 2 uncomp size

Texture 2 comp size

Texture 2 comp size (ZLIB)

Texture 3 uncomp size

Texture 3 comp size

N NN FNFNISFNFEN NSNS ES

Texture 3 comp size (ZLIB)

!

Separator 3

Geometry uncomp size

Geometry uncomp size {actually not compressed }

unused

num Rooms

"XELA" landmark

Room Data Size

CDCDCDCD

offset to num Portals

offset to Sector Data

.,
T-[~
v
v
[

CDCDCDCD / 00000000

-

offset to Room Layer

X Position

Separator

Z position

Y Bottom

Y Top

num Z Sectors

num X Sectors

Room Light Colour

num Room Lights

num Room Static Mesh

unknownR1

unknownR2

FF7F0000

FF7F0000

CD...CD

FF..FF

Flag (water,wind...)

NN [DININININIBININIABDBAIDDIBNDIDID|DDIDNDIDD

unknownR5

[N
(@)

Separator

CDCDCDCD

unknownR6

X Position

Separator

I EEEIED

Z position

(ol Bl F el il =l f ool Nl F el el Nl el ol il el ol H ol Nl ol F el RO N K2 K20 Nl 72 anlll Nl § anlll anll il Fonll Fonll [anlll Fonll [l Foull fonll el Fanlll Fonll Fonll f anl fonll Fonlll fonlll Fonl) [onll Fanll Nouly [eui

CD...CD

=
[e2)

RNV U RN M | NP QTN PRI DN i A | DU NN NNY A | S U Y RS P D U N I I pp——
[ R R (A NS [ SR Sy N R R RS i ST U SR D R R [ S () [ D ) S -




Separator

CDCDCDCD

num Tris

num Quads

Separator

size of Light Data

num Lights * 88

num Room Lights

unknownR7

unknownR8

unknown (lyBottom?)

num Layers

Layer offset

Vertices offset

r

Polygon offset

=== qd=-=f =4 --|--t-d-=-}F =4 -=]-=-F--]---

Polygon offset2

size of Vertices Data

DIDIDIDIDIDIDDIDDIDIDIDIDDD

R U N

num Vertices * 28

CD...CD

=
[e2)

{ S& 216 } offsets start here *

Room Lights Data

[

size of Light Data

A A

Room Sector Data 8lnumZ * num X
num Portals 2

Portal Data 32|num Portals
CDCD 2

Static Meshes 20|num Static Meshes

Room Layer Data

56

num Layers

4
<

Room Polygons (Q+T)

12+10

num Quads + num Tris

T 1 I

clclv(cln|jc|lnjclc(clclclc |l |n|cw|jn]|u|un|c|lc(un]lc]c(clclv|(n]|jn|clc|lv(cln|c(clclclclclclcln|c|lc|lclclcl|lc|C|c|C

Room Vertices Data 1]size of Vertices Data <

CD...CD 8 num Rooms <-
num Floor Data 4

Floor Data 2|num Floor Data

Mesh Data size 412

Mesh Center 6 q------------1 .
unknown 4 E
num Vertices 2 '
Vertices 6]num Vertices ‘
num Normals 2 E
Normals 6|num Normals i
num txtured Quads 2 E
textured Quads 12]num txtured Quads '
num txtured Tris 2 num| Mesh E
textured Tris 10]num txtured Tris Data Pointers --'
num Mesh Data Pointers 4

Mesh Data Pointers 4]lnum Mesh Data Pointers

num Animations 4

Animations 40|num Animations

num State Changes 4

State Changes 6]num State Changes

num Anim Dispatches 4

Anim Dispatches 8]num Anim Dispatches

num Anim Commands 4

Anim Commands 2|num Anim Commands

num Mesh Trees 4

Mesh Trees 4lnum Mesh Trees

num Frames 4

Frames 2|num Frames




num Moveables 4

Moveables 20|num Moveables
num Static Meshes 4

Static Meshes 32|num Static Meshes
"SPR_"landmark 4

num Sprite Textures 4

Sprite Textures 16]num Sprite Textures

num Sprite Sequences

N

Sprite Sequences

num Sprite Sequences

num Cameras 4

Cameras 16]num Cameras

num FlyBy Cameras 4

FlyBy Cameras 40lnum FlyBy Cameras
num Sound Sources 4

Sound Sources 16]num Sound Sources
num Boxes 4

Boxes 8|num Boxes

num Overlaps 4

Overlaps 2]num Overlaps
Zones 20lnum Boxes
numAnimTxtrsDataWords 4

Animated Textures 2|numAnimTxtrsDataWords
numUVRanges 1

"TEX_" landmark 4

num Object Textures 4

Object Textures 40lnum Object Textures
num ltems 4

Items 24num ltems

num Cinematic Frames 4

Cinematic Frames 24|num Cinematic Frames

Demo Data Size

Demo Data

Demo Data Size

Sound Map

900

num Sound Details

Sound Details

num Sound Details

num Sample Indices

Sample Indices

num Sample Indices

num Sounds

Sound uncomp size

Sound comp size

Sound (WAVE)

milic|cjcjc|ic|n|jc(n]jc(cln|clu|c|lw|jcjlc|lw|n|clunln|clu|c|lw|clw|cluw|lc(lun|lclnlc|c|lv|Cc|Cc|c

RIA|DIDID™[D[O]|D

comp size (ADPCM) num Sounds ---+




