PSX Rosetta Stone v1.337
Written by John Smith

Disclaimer:

stpposed-to-be-hosted-separately-

2. Any comments made in the patches or this document are from the author (John Smith)
and do not necessarily reflect the opinions of Dimi Glivver, Jomb, the owners of BHDN,
or whatever website this paekage document gets hosted on.

This document details how I was able to port the Nude Raider gym level hack from the PC
version of Tomb Raider 1 into the PlayStation version of Tomb Raider 1. It is aimed at anyone
who wants to recreate my work or improve on it.
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1.) Preface — OH LAWD!!! A rant about the current state of ROMhacking.

Some might wonder why I was compelled to make Lara Croft naked. One could jump to the
conclusion that I am some horny bastard who loves to jerk off to Lara Croft.

Actually, I didn’t make this hack out of love for Lara Croft. I made this hack out of hatred for
many, many things. And one of those things is the current state of ROMhacking.

Back in 1999, I was first exposed to emulation and ROMhacking. I was blown away by the
Somari hack, and how it was not only Mario in the Sonic levels, but also an entire Sega game
ported over to the NES!

I was also blown away by the uncensored fan translations of the Japanese versions of various
Final Fantasy games. I remember spending hours on end playing the uncut fan translations of
Final Fantasy IV, Final Fantasy V, and Final Fantasy VI (by Sky Render and ChrisRPG, may he
rest in peace) on SNES emulators.

These hacks put me in such awe that I decided to get my own feet wet in ROMhacking. I briefly
tried getting into the Sonic ROMhacking scene and attempted to find the rumored Genocide City
Zone level in the Sonic the Hedgehog 2 ROM (I never found it though).



Fast-forward 9 years later. It is now 2008, and very little has changed. I thought that since almost
a decade has passed by, that the 4-bit/8-bit/16-bit generation games would be considered
obsolete, and that everyone would have moved on to Atari Jaguar, Sega Saturn, Sony
PlayStation, Nintendo 64, Sega Dreamcast, and Sony PlayStation 2.

But I was very, very wrong.

Instead I find people hacking the same games over and over again for the past 9 years. As my
roommate/assistant James Smith would put it: “These old games have been fucked around with
more than Paris Hilton.” Truer words have never been spoken.

Now don’t get the wrong idea. When Tweaker made Sonic 1 Megamix I played it nonstop and
had a blast. I also saw that YouTube video of the Super Mario World hack made by some
Japanese guy who makes the game play go along with some music. I thought it was awesome
and I even showed it to some friends.

But when I see even more redundant Super Mario World hacks, all of a sudden hacking Super
Mario World loses its “Wow!” factor. For fuck's sake, this game has been hacked 46 times!

FORTY.
SIX.
FUCKING.
TIMES.

I am not pulling that number out of my ass either! I did a search right now on Google and found
a link on Zophar’s Domain with 46 hacks for Super Mario World!

And it’s not just Mario games being hacked over and over again that gets boring and annoying,
but the NES Final Fantasy games, The Legend of Zelda, Metroid, Sonic, etc. etc. etc. Hell, I've
seen Sonic hacks where all the person really did was fuck with the color palette so that the water
falls look like piss and everything else looks like vomit. Then they post it on YouTube so they
can brag about it. These classic games are being brutally raped by people who have the free time
to do ROMhacking, but not the brains to do something new and challenging.

When I see these old games get hacked over and over again, I don’t want to play them anymore,
even if they are childhood favorites like Mario and Sonic. But you might ask, why?

When someone looks at trains for a long time they will get tired of it, and will want to look at
something else like cars or planes. When someone looks at Playboy magazines for a long time
they will get tired of it, and will want to watch hardcore porn on the Internet. Likewise, when I
see countless redundant variations of the same old games over and over and over again, I don’t
feel like playing those games anymore.

Now I was able to assign a number to how many times a single game has been hacked. But now I
will check and see how many hacks there are just for a modern system.



I found 17 hacks for the PlayStation (19 if you include n00d Raider and n00d Raider Gold).

I found 7 hacks for the Nintendo 64.

I found 6 hacks for the PlayStation 2.

I found 3 hacks for the Sega Saturn.

I found only 1 hack for the Sega Dreamcast.

I found O hacks for the Atari Jaguar.

These are search results circa 8/10/2008 on RHDN.

17,7, 6, 3, 1, and 0, numbers less than 46. Meaning in the past 18 years that it has been out,
Super Mario World has been hacked more times than any of the modern games. One could say
that is only natural since the game is old and brings a sense of nostalgia. BUT DON’T PEOPLE
GET SICK AND TIRED OF HACKING THE SAME GAME THAT HAS BEEN
AROUND FOR 18 FUCKING YEARS?!?

It is because I see so many redundant hacks for the same game that when I submitted n00d
Raider Gold to BHDN, I asked Dimi Glivver to delete the original n00d Raider from the site.
There is no need for 2 redundant hacks (or 46) for a single game.

Also, I might seem to be going off on a tangent, but I do have a point. One of the main propelling
forces behind the uncut Final Fantasy fan translations is anti-censorship sentiment. This is

because when the games were localized in the United States, they were censored. The fan
translations are the original uncut Japanese games, but with uncensored English translations.



With that said, I ask, why the Hell hasn’t someone made an uncut translation for the most
famous installment of the Final Fantasy series, Final Fantasy VII? During the game’s highly
anticipated release in the United States, magazines would tout and promote Final Fantasy VII as
being the first uncut and uncensored Final Fantasy to be released in the US. Those claims are just
lies and corporate propaganda to sell more copies of the game. Here is the proof:

"It's 'cuz of 'rh-=41' ErARTR 'pizza',
at peaple underneath are sufferin'!




"Cheap Ba*s,,"

Those screens were taken very early in the game. If scenes like this have been censored, then
who knows what else could have been censored and/or cut out in the US release.

So Final Fantasy VII is censored. And despite previous Final Fantasy translation hacks that were
in part spurred by anti-censorship sentiment, Final Fantasy VII—the most famous Final Fantasy
of all—remains un-translated for 11 years.

But why? I’ll explain why, in a tale of two lands: 16-bit Lollipop Land and Scary 32-bit/64-
bit/128-bit Land.

16-bit Lollipop Land is a magical place! Jelly bean sidewalks, gingerbread houses, candy cane
light posts, chocolate rivers, and the people shit rainbows! Nothing is ever hard or difficult in 16-
bit Lollipop Land because there are game specific editors that make hacking any old game a
simple point and click experience, comparable to using a level editor that comes packaged in
with some PC game.

Little boys mainly populate 16-bit Lollipop Land. Most of them are not just little boys, but little
bishonen yaoi boys who get raped in the ass by grown men in Goofy costumes. These little
bishonen yaoi boys are drawn to 16-bit Lollipop Land because of said game specific editors, and



then brag to their little friends “Tee hee! I'm a ROMhacker now!” and hack the same old games
over....

....and over....
....and over again.

When someone asks these little bishonen yaoi boys why they won’t hack anything more modern
than 16-bit games, they simply say “It’s too difficult!” or “It’s too complex!” and go back to
hacking Super Mario World for the 46™ fucking time.

However, some of the little boys (who aren’t bishonen or yaoi) grow older and want to venture
out of 16-bit Lollipop Land. They venture out into Scary 32-bit/64-bit/128-bit Land. You know,
the land with the dark thunderclouds, lava pits, trap doors, tall scary mountains, and high-level
monsters? The little boys that don’t turn tail and run back to 16-bit Lollipop Land must learn to
survive in this barren, bastille environment. They survive by actually (*GASP!*) figuring out
stuff on their own and improvising in order to overcome technical difficulties, because there are
no game specific editors in Scary 32-bit/64-bit/128-bit Land!

Well, these little boys accomplish many quests and conquer many areas in Scary 32-bit/64-
bit/128-bit Land, and become men. The only reason these men would ever return to 16-bit
Lollipop Land is to put on Goofy costumes to rape the annoying little yaoi bishonen boys (who
post their redundant crap on YouTube) up the ass.

Now you are probably saying, “If you are so angry about no one hacking modern games, why
didn’t you just make an uncut translation of Final Fantasy VII, Parasite Eve 2, or Lunar 2? Why
do something as controversial and perverted as porting over the Nude Raider hack?”

First off, I do not know Japanese, and James Smith doesn’t either (despite both of us watching
shitloads of anime). So translating a game is out of the question. It’s a shame, too, since I have a
copy of the Japanese Final Fantasy VII International for the PlayStation.

Second, it is because people act like nude codes are soooo controversial and perverted that drove
me to do it.

If someone goes to any game hacking forum and requests a nude code, it results in a lot of
Internet drama. Other people who see topic will get their panties in a knot and throw a hissy fit.
They will flame the person requesting the code, saying that there is “something wrong” with
them and accuse them of being a “bad person”. The people giving the mob treatment act as if the
person requesting the nude code did something as bad as going to a NAACP meeting and
screaming “NIGGER!!!” through a megaphone.

There is no harm or damage done by a nude code. Using a nude code hurts no one, unless
someone masturbates to it violently, in which case it is their own fault and not the nude code.



It is because of this irrational seriousness about nude codes/hacks that influenced my decision to
submit n00d Raider and n00d Raider Gold to BHDN before anywhere else. That is because the
owners of BHDN do not take ROMhacking as something that should be prettied up, gentrified,
and made “respectable”. For fuck’s sake, it’s a hobby, not a paid profession!

Video game hacks/codes are not serious business. If you think otherwise, I highly recommend
that you book an appointment with your proctologist to pull out the stick that is stuck up your
ass.

And with that out of they way, if you are one of the brave few who want to venture out of 16-bit
Lollipop Land and into Scary 32-bit/64-bit/128-bit Land, follow this guide to recreating a portion
of my hack! You may learn a thing or two!

- John Smith

2) Introduction

This section is more like a pep talk for the newbie hacker (if this is your first attempt at hacking).
If you are new, take this advice to heart. It can save you hours of headaches.

- This is not a point and click job that can be done overnight. Some hacks take weeks, months,
and even years to complete. Time and dedication are required to complete any hacking project.

- Hacking requires hardcore computer knowledge. Knowing how to use Microsoft Office, surfing
the web, and other basic things help, but it is not enough. Knowing things like different formats,
the difference between binary, decimal, and hexadecimal numbers, how data structure works,
and other complicated shit is what you need to know. Taking a programming language course
and a digital logic course at your local college or university isn’t needed, but it really helps you
out. This way, when you begin hacking you will not be totally overwhelmed by what you see and
will have a general idea of what is going on.

- Please disregard any stereotypes about hackers that are portrayed by Hollywood (especially that
horrible “Hackers” film). Hacking has its origins as hobby (look up the Homebrew Computer
Club). Hackers aren’t necessarily punk/goths who wear all black and spiked clothing. Also,
contrary to what is portrayed in The Matrix, hacking is a logical feat. You cannot hack a program
or machine by using sheer will power like Neo. That’s just fucking retarded. If you apply
magical thinking to anything that is complex or difficult, it will result in epic failure.

- Make chronic back-ups! There is nothing more infuriating than spending months working on a
project only to lose it all because your computer crashed. Buy a separate back-up USB hard drive
if you need to, and save your work to both your main hard drive and your back up one every time
you make progress in your project.

- Make detailed notes! Whenever you are working, make notes in Microsoft Word of what you
have done, what hex address contains which piece of data, what settings to use in programs, etc.



Even if your notes are incorrect, you will at least know what works and what doesn’t work. In
fact, this document would not exist if it weren’t for my detailed notes.

- Stay organized! Keep all of your project files in a special directory. Make folders within that
directory containing ripped textures, edited textures, back-up files, etc. etc. etc. Don’t have files
scattered throughout your hard drive! Keeping things organized will make this a lot less
complicated than it should be.

- Also, cocks.

- Software you need for this hack:
- Microsoft Word
- Tomb Raider 1 for the PC
- Nude Raider 1 Patch
- Jack! TR Tool V1.3
- Tomb Raider 1 for the PlayStation
- A hex editor (I recommend Hex Workshop 4.2)
- Jasc Paint Shop Pro 9 (or above)
- CloneCD
- Cdmage
- Tile Molester
- Daemon Tools
- ePSXe
- ZSNES and any random SNES ROM (for making a .zst savestate)
- vSNES v2.91 (or higher)
- SNESPal
- TRViewer

3) Step 1 — Extracting information and data from the PC version.

First install Tomb Raider 1 for the PC. If you have problems trying to install this old game on
your computer, then perhaps this can help:

http://www.tombraiderchronicles.com/cgi-bin/downloads2/dl.pl?fx_tr1_installer

Then, find a copy of the Nude Raider 1 patch somewhere (the one I have is called nrl.zip) and
follow the instructions in nrp_all.txt to patch all the levels. You should copy both the modified
and original level files on your hard drive to complete this project.

Now we have to find the hex address where the textures are stored. Use Jack to open GYM.PHD
and if it asks “Is this *.phd file from TR1 Demo 1?” click “No”. Then, go to File = Info and it
should tell you the hex address where the textures begin in the PC level, as well as its
dimensions. According to Jack, the textures are at offset 8 and have the dimensions 256 x 2304.
This means that the texture map is 589824 bytes (because 256*2304=589824).



Use Jack to save the 8-bit textures from both the original and modified GYM.PHD as .bmp files
and have them stored somewhere. You will need them again later.

Now load up your favorite hex editor, and extract the textures as raw data from both the original
and modified GYM.PHD files. Do this by going to offset 8, selecting 589824 bytes, and saving it

in a separate file.

Once you finish making these raw rips, make back-ups of these raw rips and add “.raw” at the
end so that Paint Shop Pro will recognize them.

4) Step 2 — Extracting information and data from the PSX version.

This is where it gets tricky. Most of the work here will be done with a Java based program called
Tile Molester (or TM for short). Tile Molester is very buggy and not user friendly but it is the
only program that can view textures in the PSX Tomb Raider games.

Copy the level files from the PSX version of TR1 onto your hard drive (the folder is called
“PSXDATA”). Make 2 separate copies: one that will be hacked, and another copy that will
remain unmodified (this is vital for Step 4).



To view the textures, open GYM.PSX and go to View = Codec = 8bpp linear and then View
- Mode = 2-Dimensional and keep scrolling down until you see the beginning of the texture
map (I like using the Page Up and Page Down keys, as well as the up and down arrow keys).
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Now, use these same graphics settings to open the raw PC rip you made earlier, and you will see
something is wrong:

¢ Tile Molester - original
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The PC textures on the right look twice as wide! This is because the PSX version has a texture
map with the dimensions 128 x 2304, not 256 x 2304.

Remember how I said to make a back up of the raw PC rips and add “.raw” at the end? This is so
you can use Paint Shop Pro to edit and resize these textures.

Use Paint Shop Pro to open the PC rips with “.raw” at the end, enter in the Width and Height,
choose Single Channel (greyscale) in the Color Channels box, and Interleaved in the File
structure box and hit OK. Now, select everything and go to Image = Resize and uncheck Lock
aspect ratio. Change the dimensions to 128 x 2304 and save this as a different .raw file. Do this
for both the original and modified textures, because this is the data that will be used for porting
over textures in Step 3.



Now open this resized .raw file in TM with the graphics settings mentioned before and you
should see this:
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The sizes now match, but there are 2 problems that appear.

1.) The textures on the PSX version are not aligned properly.

2.) The colors do not match.
Do not worry too much about the 2nd problem for now, as that will be addressed in Step 4. For
now we will fix the alignment. By fixing the alignment, we are actually determining the true hex
address where the PSX textures begin.

First we will fix the height alignment by going to the PSX textures and moving down line by
line. Each line is 128 bytes. The formula that I came up with works like this:

x*16=bytes (where x is the mode and bytes is the number of bytes in 1 line)
8bpp mode: 8*16=128 bytes
Ibpp mode: 1*16=16 bytes

This formula only works if you are using TM’s default settings (with the exception of changing
codecs and going 2-Dimensional).



So in 8bpp mode, 1 line is 128 bytes. Go to Navigate = Go To..., and select Decimal and
Relative. Keep entering 128 bytes until the height is aligned correctly. It should look like this:
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Take note of the hex address! This location is: 00036980

Now things get somewhat complicated with the width alignment.




Scroll down in both files until you see this section:
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Then, press the Shift Right button (and keep count of how many shifts you make) until it aligns
to the way it looks like in the PC version, but do not save! Tile Molester screws up data after
you shift stuff. Just close the window with the PSX data without saving.

Whenever you shift left, you add how many shifts you made to the hex address to find the true
hex address where the data begins.

When you shift right, you subtract how many shifts you made to the hex address to find the true
hex address where the data begins.

So take the hex address from earlier, convert it into a decimal number, and subtract how many
shifts you made from that decimal number, and convert this new number into hexadecimal and
write it down somewhere. This is the hex address where the textures begin.

In this case we shifted right 8 times. So:

00036980 is 223616 in decimal notation.

223616-8=223608



223608 1s 00036978 in hexadecimal notation.
PSX textures begin at: 00036978

So go to Navigate = Go To..., select Hex and Absolute and enter in the new hex address that
was calculated. It should look like this:
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If everything is aligned properly (as shown above) then you have found the correct hex address
where the texture map begins.

If you are trying to find where the textures begin in some other level, and find that shifting right
and subtracting screws up the height alignment, then shift left instead and do addition.

From this point onward in the document, I cannot hold your hand and tell you what menus to go
to, what buttons to press, and what hex addresses to go to. The rest of this document will only
convey vital information for this project that cannot be found elsewhere. If you are a real haxOr,
you can figure out where to go and what to click in order to get things done.




5) Step 3 — Porting over modified textures back into the game.

For this step you will need to use Tile Molester, and copy and paste the textures from the resized
modified PC textures into GYM.PSX.

Before you think that you can just select all of the resized modified textures from the PC version,
and paste it all into the PSX version, stop right there. The textures in the PSX version are not
arranged in the exact same way as they are in the PC version. You will need to use your own
judgment from visual cues as to what textures need to be ported over. That is why I said earlier
that I couldn’t hold your hand through the rest of this guide. This is the second most difficult part
of the project.

What helped me is to open Mozilla Firefox and open 2 tabs. One tab with the texture image
ripped using Jack containing the original PC textures. The second tab with the texture image
ripped using Jack containing the modified PC textures. I would look back and forth between the
two tabs to determine which texture was modified, and look for visual cues in GYM.PSX for
those textures. Having another window open in TM with the original resized PC textures helps,
too, for making comparisons.

Another issue that I mentioned earlier is that Tile Molester is very buggy. A major problem in
the program is that it cannot precisely select textures. Sometimes it will only select a portion of
the texture you want, and sometimes it selects more than just the texture you want. Whenever |
ran into this problem, I just select around half of the texture and port it over. Then I would go to
Navigate = Go To... and in the Radix box select Dec and in the Mode box select Relative. In
the offset box I would enter 1 and hit OK, meaning that I was moving right by 1 pixel each time.
I would do this simultaneously for the window with the PSX textures and the window with the
PC textures until I can select the other “half” of the texture in both windows. So if I had to move
over right 4 times in one window, I would have to do the same in the other. Then, I copy the
other “half” of the resized modified PC texture, select the other “half” of the PSX texture and
clear it, and paste the other “half” of the resized modified PC texture into that cleared area in the
PSX texture map.

Also, using Tile Molester’s Bookmark feature might help you out, since it also saves the graphic
settings you were using.

Once you finish, the end result should be a file that is the exact same size as the original
GYM.PSX. If the file does not match the original size, something went wrong and it cannot be
inserted back into the game.

If the file size is the same, then rip an ISO of the PSX game using CloneCD. Again, I
recommend having 2 ISOs, one is the original (for back-up) and the other is the one you will
modify. Use CDMage and open the .img file of the ISO you want to modify. For CDMage, PSX
discs fall under "M?2/2352 track". Import the new GYM.PSX into the PSXDATA folder,
replacing the old one. Load up the ISO in Daemon Tools and run it in ePSXe. Go to the training
level and you will notice something is very wrong....



6) Step 4 — Color treatment of modified textures.

What you should notice is that all the modified polygons are the wrong color! That is because the
PC version refers to its own palette, and the PSX version uses something called a CLUT (Color
Look-Up Table). A CLUT is different than a palette because it is 8-bit graphics trying to

simulate 16-bits. This means that the PSX CLUT is huge (much greater that a 768 byte palette),
because of sub-palettes, since some textures refer to one palette and other textures do not. To
make things more complicated, these sub-palettes do not contain complete color sets and are
missing colors, because the extra space is used for transparencies.

So the main problem is to make these PC textures refer to that CLUT! This is the hardest part of
the project.

Now would be a good time to make a back-up copy of the GYM.PSX file with the modified (and
discolored) textures in a separate folder. You will need this in case you fuck up.

A strategy where the original PSX texture is used as the basis for color is the best way to go.



Scrolling down in both the PC and PSX textures, you should notice this:
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The area in green spray paint is a texture that is part of Lara’s torso. On the left is the resized PC
texture and on the right is the PSX texture. From this, it can be deducted that some textures can
be fixed by changing the purple color in the textures that were ported over to the same bright red
color as show above. This will restore skin color. Then, change the “orange” color in those same
textures to the “bright blue” color as shown above to restore skin lines.

A word of warning though, not all textures require color treatment. Some of the ported
textures look fine without switching the colors. Switching the colors on these textures will result
in the wrong colors appearing. Because of this, you must once again use your own judgment
from visual cues and only switch colors on the textures that appear wrong when you load up the
game.




If you did this correctly, then there will only be 4 remaining textures that are discolored. They
are:

- The top side of boobies.

- The underside of boobies.
- The sides of boobies.

- The armpit.

This is where things get difficult.

Make a separate file (for each of these textures) using a higher mode of 16bpp ABGR containing
the original PSX texture and the modified PC texture. Make the file big, for example, over 9000
(Iol) bytes. Use the Dropper to take colors from the original PSX texture and use the Color
Replacer to switch colors. When you are finished save it as a different file (you want a back
up of the original if you fuck up). Then, port over the color treated textures back into GYM.PSX.

The remainder of this section will assume that you are picking colors off of the original PSX
textures.

I will now give the steps on fixing these areas.



- The top side of boobies:

If you did what I told you to in the paragraph regarding making different files, you should get
something like this:
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The non-color treated texture is on the left and the original PSX texture is on the right. Notice the
two dots in her cleavage (one on the left and one on the right, circled in green spray paint)? You
will need them.



Your steps should be:

1.) Replace purple with bright red (from the original GYM.PSX texture).

2.) Replace center light blue area with color from the left center dot since it is the darkest
(based on the Jack rips).

3.) Replace remaining purple with the color from the right center dot.

4.) Replace black (neck bone area) with the color from the right dot since it is not as dark
as the cleavage (based on the Jack rips).

5.) Replace “orange” color with light blue (from the original GYM.PSX texture).

There is one remaining problem now. If you put this back in the game you will notice that the
nipples are a gray/black color. That is because the sub-palette that this texture refers to does not
contain the color brown. Because of this, I simply resorted to using the color from the left dot for
this area. The result is a dark skin color, and I decided to do this as tributes to:

1.) The Kasumi nude code in Dead or Alive 2: Hardcore for the PlayStation 2. This nude

code does not have colors for Kasumi’s nips.
2.) Custer’s Revenge for the Atari 2600. The “lady” in that game does not have colored nips,

either.



The final result should look like this:
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The non-color treated texture is on the left (for comparison) and the color treated texture is on
the right. Results will be shown like this for the remainder of this section.

I also included a separate patch using pure black (R:0 B:0 G:0) instead of the skin line colors
(that still results with a little bit of gray) in case anyone bitches.

UPDATE FOR v1.337 and n00d Raider Gold: There is a way to fix this color problem. Please
refer to Step 5 in this guide.

- The underside of boobies:
Skin color in this area is black, and uses a very confusing sub-palette. The steps are:
1.) Replace purple with black.

2)) Replace “orange” color with black.
3) Replace blue and green lines with bright red (the same bright red as before).



The end result should be this:
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- The sides of boobies:

Some colors are picked up from small dots that are hard to see at first. To make it easier, [ have
given the RGB values that Tile Molester gives me to help you find those dots.

1.) Replace the purple color with the white color (from the original GYM.PSX texture).

2.) Replace the orange line with the beige color (from the original GYM.PSX texture, R:246
G:219 B:125).

3.) Change everything below the previously orange line to the “purplish” color (from the
original GYM.PSX texture, R:135 G:66 B:177).



The end result should be this:
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- The armpit:

1.) Replace black with red (from the...fuck you should know).
2.) Replace purple with black.
3.) Replace orange with white.




The end result should be this:
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Now reinsert it into the ISO, and you should have a topless Lara Croft!

7.) Step 5 — LAST RESORT ONLY!!! CLUT hacking.

Awe, are those discolored nipples not fappable for you? Well I have the solution: hack the
CLUT.

Remember the image rip from the Jack program saved as a .bmp file? First, you need to extract
the palette from it using Paint Shop Pro.

In Paint Shop Pro, open the .bmp file, then go to Image - Palette > Save Palette...
In the “Save palette as:” box, select “PSP palette (*.PspPalette)” and save the palette somewhere.
Now, play any random SNES game with ZSNES and make a .zst savestate.

Once the .zst savestate is made, the palette must be inserted into the savestate so it can be loaded
into Tile Molester. This is done with a program called vSNES.




In vSNES, open the .zst savestate you just made. When the program says something like
“Cartridge not found.” just hit “Ignore”. Go to the “options” menu by clicking on the gear thing
near the top right corner. Then go to “PalViewer”. In the “palette format” box select “JASC:
3349 bytes, 8-bit, text (PSP, Animation Shop, Microangelo)”.

In the PalViewer window that shows the palette, open the .PspPalette you made earlier. Now, on
the top bar (NOT in the PalViewer window), click the save icon and save this as a new ZSNES
savestate. Add .zst at the end of the filename, because for some reason vSNES won’t do it for
you. Now you’ve just inserted the palette into a .zst savestate that can be loaded into Tile
Molester.

Remember those shrunken raw PC rips you made in Step 2?7 Use Tile Molester to view them
again with the same settings as before. Then, go to Palette = Import From = Another File...
and load the .zst file you just made. The correct colors should now appear.

Now it is time to determine what shade of gray/black we want to replace with brown.

Use the Dropper tool, and simply place your mouse over the gray/black area on the boobs texture
to find an RGB value. I want to replace the darkest shade of gray/black.
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So the color that will be changed is (32 32 32). It appears as a beige color on the PSX texture.

View the modified shrunken raw PC rip with the palette and find a brown color that you want to
replace (32 32 32) with. [ am going to go with (96 40 0). This color looks like dark blue bars
when viewing the texture with no palette.

To replace the colors, the CLUT must be hacked using a program called SNESPal. However, in
order to find and replace the RGB values we have determined, we need to divide them by eight
before we can input it into SNESPal.



[32,32,32]/8 = (4 4 4) €« Grayish black color that will be replaced.
[96,40,01/8 = (12 5 0) € Brown color that will replace grayish black.

If you are dealing with RGB values that do not yield whole numbers when divided by eight,
round to the nearest whole number. For example:

[37,15,13]/8 = (4.625 1.875 1.625)

Round (4.625 1.875 1.625) to (5 2 2).

In SNESPal, open the modified GYM.PSX and click the “Search >>” button. Enter in (4 4 4)
into the appropriate fields in the bottom box, and click “Find Matches”. There are 53 matches for

444

Do the same thing for (12 5 0). There are 112 matches for (12 5 0).



Search for (4 4 4) again and select one of the search results and enter in (12 5 0) as shown:
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Keep doing this for all 53 matches (redundant, I know).
There should be a total of 165 (112453 = 165) matches for (12 5 0) when this is done.

The CLUT has now been hacked, and gray/black (4 4 4) has now been replaced with brown (12
5 0). Don’t forget to save this file!



Now, open the recently modified GYM.PSX, and use the Dropper tool to pick up beige color that
corresponds to (32 32 32) when viewing the PC textures with the palette. This beige color is (246
219 125). You can pick this color off of the nearby leg texture.

Use the Brush tool to put in beige on the dots that look gray/black in the game.

Now save this file and reinsert it into the ISO, and her boobs should be more fappable than
before!

Warning: CLUT hacking must be used only has a last resort and as little as possible. There are
several reasons:

1. In Step 4, changes are reversible. But once the CLUT is hacked, the change cannot be
reversed. If the color that was modified is changed back, it will also change other colors
as well.

Example: You want to change (12 5 0) back into (4 4 4). Once that is done, there will not
be 53 matches for (4 4 4) like in the original, but 165 matches for (4 4 4). In other words,
there will be more gray/black added in than there should be.

2. CLUT hacking has its limits. The number of colors on the original (no Nude Raider
patch) PC texture sets the limit of colors that can be hacked in. That is because this
method relies solely on “sacrificing” colors. You cannot add in a color unless you
“sacrifice” another color, and you can only find your sacrifices based on the original PC
texture.

Example: On some texture there might be 3 colors seen. On that same texture with the
Nude Raider patch applied, there are 4 colors seen. You're fucked. You are stuck with
just hacking in 3 colors and improvising.

3. In this level, all the other textures that are supposed to be colored gray/black (4 4 4) are
now screwed up and show up as brown (12 5 0). A similar problem is seen in the n00d
Raider Gold levels....

4. It’s time consuming as fucking hell. This time there were only 53 matches for the color
that needed to be replaced. While hacking LEVEL1.PSX and LEVEL2.PSX for n00d
Raider Gold, I got more than 100 matches for some colors that had to be replaced.

8) Q&A

Q: Hey is there a way to play n00d Raider Gold with only one hand?

A: Um, I suppose so. I guess if you play it on an emulator, and assign all the necessary buttons to
a joystick like Microsoft Sidewinder Force Feedback Pro or Microsoft Sidewinder Precision Pro,

leaving one hand on the game joystick and the other hand on your joystick.

If you still have problems, maybe you can ask a friend to give you a helping hand. *_O
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Some of the polygons on the Lara Croft model do not have textures. The colors on these
polygons are not assigned by any texture map, but are controlled by some other programming in
the game.

In this case, the bottom of her backpack and her taint are some of the polygons that do not have
textures. In the original polygon model, both these polygons are colored dark brown [88,64,32]/8
=(1184).

However, I checked the Nude Raider polygon model for the PC version with a program called
TRViewer. In this polygon model, the backpack is still brown and the taint is skin colored. The
original creator must have had the source code and knew what to edit in order change certain
polygons.

When the original Nude Raider was released, it was rumored that the creator was an employee of
Core/Eidos. After working on this project, I have reason to believe that this rumor might be true,
because whoever made it must have had the source code, and an employee of Core/Eidos would
have access to the Tomb Raider source code.

%amt—pel—ygeﬂ—However I found more than 113 matches for (11 8 4) in LEVELl PSX and 112 n
LEVEL2.PSX. I am sure as Hell not going to test 225 matches through brute force just to fix one

detail. H-bothersyouthatmuchtind-Honyourowhand-teHme—and I HHix+

Q: Hey! Her clothes come back on when she goes underwater!

A: This is because when she goes underwater, the game switches to another portion of the
CLUT, accessing what I would call “underwater sub-palettes” that have a shade of blue to
simulate being underwater. The “underwater sub-palettes” portion of the CLUT is still not
modified.

It might be possible to fix this problem. Simply run Tomb Raider for the PC, or run it through
DOSBox. Then go underwater so that the PC game will switch to its own underwater palette.

While underwater, use either the in game commands or the DOSBox commands (NOT Print
Screen) to take a screenshot.



Use Paint Shop Pro to extract the palette from that screenshot, insert it into a .zst savestate, and
do some CLUT hacking that is described in Step 5, except this time use the underwater palette
when viewing the raw PC rips.

I would do this myself, but I ran into a technical difficulty. The computer I am using (which is
actually James Smith’s computer) is starting to age and the motherboard overheats every now
and then. Tomb Raider will not run on this computer, and when I try to run it in DOSBox,
everything slows down to a halt and the CPU gets raped like an anime schoolgirl. Thus, because
of this technical difficulty, I am unable to extract the PC underwater palette.

Q: So will there be a n00d Raider 2?

A: My first attempt was to port over Nude Raider 2 to the PSX version of Tomb Raider 2.
However, I made the mistake of assuming that some textures were organized the same way in the
PC version as in the PSX version. This resulted in Lara looking like she was partly made of
stone. That is why some snapshots show a folder called “renewal project”, since my first
“project” failed.

The TR2 Lara Croft has a higher polygon count, meaning a hell of a lot more textures to port
over. More textures mean even more sub-palettes to deal with inside the CLUT. I have viewed
the TR2 CLUT and it is huge compared to the TR1 one. There will probably be hundreds of
matches for some colors that need to be replaced.

Also, only the first level (The Great Wall) and the Venice level can be hacked with the Nude
Raider 2 textures. That is because Lara wears the same “clothes” in both levels, meaning both
levels use the same Lara Croft polygon model.

Due to uncontrollable personal conflicts, I will be unable to work on making n00d Raider 2.
If you want to make n00d Raider 2, here is some information:

WALL.TR2

8-bit texture data begins at hex address offset: 1800/0x000708

Dimensions: 256 x 2816

Texture map size: 720896 bytes

WALL.PSX

PSX Textures Begin At: 0011F7A0

Dimensions: 128 x 2816

Are you man enough to take on this challenge?
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