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Introduction

This guide is designed to introduce the basic process of adding created creatures to a map
area within the Might and Magic VII gaming structure.  The following paragraphs provide a
summary of activities that will be performed in this guide.

1.  Add four peasants to appear at selected locations on Emerald Island.

2.  Create a custom name for these peasants and assign that name to them.

3.  Assign a different graphic representation to each of these four ‘creatures’; (1) a Priest of
the Sun, (2) a Priest of the Moon, (3) an Adventurer, and (4) a Goblin Lord.

4.  Generate a unique NPC and assign that NPC to the Priest of the Sun.  Assign a unique
Greeting to the NPC so that when selected by the party, the NPC will interact by showing the
greeting.

Make a backup copy of the Events.lod and the GAMES.LOD files before
proceeding in this guide!  These files may be found in the DATA folder of

the install directory.
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Orientation
The term “creature” as used in this guide refers to any type of game ‘entity’ that is placed onto
a map area and can interact with, assist, hinder, and/or attack the party.  A creature may be
friendly or hostile, interactive NPC or impersonal ‘monster’, and may be peasant, titan, ghost,
angel or what-not.

Creatures can be placed onto a map area using two game ‘mechanics’; Creature Spawn and
Creature Creation.

Creature Spawn.   Each map area can define up-to three unique creature-types for ‘spawning’.  These
types are defined in the MAPSTATS.TXT database contained in the Events.lod file.  Since each
creature-type has three ‘variants’ (re; Goblin, Hobgoblin, Goblin Lord for the general category of
‘Goblin’), a single map area may have up-to nine different spawned creatures.

Creatures may be ‘spawned’ in two ways; automatically and under program control.

Automatic Spawn.  The .blv and the .odm databases in the GAMES.LOD file define the spawn
characteristics (coordinates, type, group, et al) for all automatic spawns.  These creatures are
automatically spawned when the party first enters a map area, and will ‘re-spawn’ based upon
the map area re-spawn rate.

Programmed Spawn.  Any of the spawn creatures-types defined in MAPSTATS.TXT may be
‘spawned’ in real (game) time through the use of the 1B  OpCode.  These creatures do not re-
spawn.
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Orientation (concluded)
Creature Creation.   Creatures may be ‘created’ by adding the appropriate entry in the .dlv and the
.ddm databases in the GAMES.LOD file.  All ‘created’ creatures are automatically placed when the
party first enters the respective map area.  Within certain game restrictions, any number of creature-
types may be ‘created’ and placed on the map area.  Creature creation is not limited by or dependent
upon the spawn definitions in MAPSTATS.TXT.

Created creatures can be placed onto a map area as visible or invisible, can be manipulated to appear
or disappear under program control, can be made friendly or hostile, can be programmable and
interactive NPC’s, can be configured to act independently or together as a coordinated ‘alliance’, can
be assigned a unique identity or name, and may appear as any ‘legal’ creature graphic-type.  Their
characteristics and attributes may be modified within reasonable limits to produce a ‘custom creature’.

Note Well!!

The MM Game mechanics enforce restrictions on what creatures can be
placed in certain map areas.  This is particularly noticeable on overland
map areas.  These restrictions are somewhat ‘relaxed’ in dungeon and

indoor map areas.  The only way to note these restrictions is by trial-and-
error.  If you add a monster/creature to a map area and the game either

doesn’t load or exhibits other ‘abnormal’ behavior when you enter the map
area, chances are that you added a ‘forbidden’ monster-type to that area.
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The Process – Step 1
Open EVENTS.LOD

Using the MM8LevelEditor, open the
Events.lod file, scroll down and select
the MAPSTATS.TXT database.

Locate the entry for Emerald Island.

Note that Emerald Island uses map
Out01.  It is this database that we will
access to add new peasants to Emerald
Island.



MM7 Modding Part 1 6

Step 1 (continued)
Open GAMES.LOD and extract database.

Using the MM8LevelEditor, open the
GAMES.LOD file, scroll down and select
the out01.ddm database.

Extract this database to your Extract
Directory.

Note that this map area contains 32
created creatures (0-31).

Select Creatures[0..31]
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Step 1 (continued)
Locate Creature Entry ‘0’.

Using the right side ‘slider’, scroll down
in this database entry until you find a
‘table’ listing the created creatures.

Note that the first entry (entry ‘0’) is a
Peasant.
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Step 1 (continued)
Load out01.ddm into Hex Editor.

Open the extracted file out01.ddm in a Hex Editor and Search for
the text string Peasant.

Immediately preceding (to-the-left-of) the first occurrence of this
text string are four Hex bytes that indicate the total number of
creatures in this database.   It currently indicates 0x2000 0000 (32
decimal, or ‘D’).  Since we will be adding four more creatures, we
will change this number to 0x24 (36D).

Change to 0x2400 0000
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Step 1 (continued)
Copy the entire first entry for the Peasant.

Highlight the entire first Peasant entry (0x344 bytes) and copy it.
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Step 1 (continued)
Paste the copied entry four times and then SAVE the  file.

Click your cursor immediately to the left of the first Peasant entry
and paste four times.  This will effectively add four new Peasants
to the database.
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Step 1 (continued)
Locate the starting coordinate offset.

Return to the MM8LevelEditor, scroll to the left until you reach the
Table Entry offset of 0xa2.  This is where the starting coordinates
for the creature are defined, two Hex bytes per coordinate.

Note that there are three coordinate entries; X, Y, and Z.  The X
and Y coordinates are self-explanatory; the Z coordinate in this
game system is simply the height of the placement (it is not the
same as an intersecting vector in rectangular/polar notation).  We
will ‘ignore’ the height and simply enter new X&Y coordinates for
each of the new Peasants.
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Step 1 (continued)
Determine starting coordinates and convert to Hex S hort Words.

It’s now time to determine the placement of these new peasants.

Launch MM7 and start a New Game.  Take your party down the dock and locate the
Campfire to your immediate left facing.  You’ll want to place all four peasants
around the campfire.  Determine the proper coordinates by moving your party
appropriately and reading your coordinates (X&Y) using the map feature.  Exit the
game.

Once you have your coordinates, you’ll have to convert each number to a SHORT
Hex Word (4-bytes).  Assuming one set of coordinates is 12321(X), 1778(Y), the
conversion would produce the following numbers; 0x3021 and 0x06F2.

These numbers will be entered in the Hex Editor at the appropriate offset as 2130
and F206.
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Step 1 (continued)
Enter the coordinates for each new peasant.

Return to the HexEditor.

Find the 0xa2 offset by clicking your cursor at the start of the first peasant entry,
holding down the mouse key, and ‘dragging’ the selection down the file.  While
doing this, continue to ‘monitor’ the Sel: byte offset.  Stop when this entry is 0xa2
bytes.

Enter the four-byte X coordinate followed by the four-byte Y coordinate.

Repeat this process for the other three new peasants and SAVE the file.
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Step 1 (continued)
Import the file out01.ddm.

It’s now time to import the file changes.  Return to the MM8LevelEditor and
implement the sequence indicated by this illustration.
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Step 1 (concluded)
Verify your changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

2.  Delete the current GAMES.LOD file.

3. Rename the GAMES.LOD.new file to GAMES.LOD.

4.  Launch MM7 and Start a New Game.

5.  Verify the four (identical) female peasants around the campfire.

6.  Exit the game and proceed to Step 2.
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The Process - Step 2
Add new Placed Monster Name.

Open Events.lod in the MM8LevelEditor and
select PlaceMon.txt.  Replace entry 14 with
the term Shape Shifter.

Select entry line 15.

Import the currently displayed  resource.
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Step 2 (continued)
Locate the Name ID offset.

Open GAMES.LOD in the MM8LevelEditor
and select out01.ddm.  Scroll down until you
see the Creatures table, and then scroll all the
way to the right.

Note that the Name_ID offset is 0x334 bytes.
This is where we will enter the new Placed
Monster ID of 0x0E (14D).
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Step 2 (continued)
Change name and add new Placed Monster ID

Return to the Hex Editor.  Ensure that the file
out01.ddm is loaded and that you have
located the first Peasant entry.

Replace the entry Peasant with the entry
Shape Shifter, locate the 0x334 offset and
enter 0x0E for each of the ‘new’ Shape Shifter
Creatures.

SAVE the file.
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Step 2 (continued)
Import the changes.

It’s now time to import the file changes.  Return to the MM8LevelEditor and
implement the sequence indicated by this illustration.
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Step 2 (concluded)
Verify the changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

2.  Delete the current GAMES.LOD and Events.lod files.

3. Rename the GAMES.LOD.new file to GAMES.LOD.

4. Rename the Events.lod.new file to Events.lod.

5.  Launch MM7 and Start a New Game.

6.  Mouseover each of the four female peasants and verify that they are now Shape
Shifters.

7.  Right hand Mouse click over each of the four female peasants and verify that
they are now Shape Shifters.

8.  Exit the game and proceed to Step 3.
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The Process - Step 3
Locate Monster ID Numbers.

Open Events.lod in the MM8LevelEditor and
select MONSTERS.TXT.  Scroll down until
you locate the entry for the Priest of the Sun.
Note that the Monster ID is 21(D).  Record this
number.

Locate the Monster ID for the Priest of the
Moon, Adventurer, and Goblin Lord.  Record
each number.

The Hex equivalent of these  numbers will be
used to change the graphic representation of
each Shape Shifter.
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Step 3 (continued)
Locate the Graphic ID offset.

Open GAMES.LOD in the MM8LevelEditor
and select out01.ddm.  Scroll down until you
see the Creatures table, and then scroll to the
right until you locate the MONSTER_TYPE
entry.

Note that the MONSTER_TYPE offset is 0x60
bytes.  This is where we will enter the new
Monster ID for each Shape Shifter.
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Step 3 (continued)
Insert new Monster ID.

Return to the Hex Editor.  Ensure that the file
out01.ddm is loaded and that you have
located the first Shape Shifter entry.

Locate the 0x60-byte offset and enter 0x15
(21D) for the Monster_ID.

Enter the unique Hex number Monster_ID for
each of the remaining Shape Shifters.

SAVE the file.
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Step 3 (continued)
Import the changes.

It’s now time to import the file changes.  Return to the MM8LevelEditor and
implement the sequence indicated by this illustration.
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Step 3 (concluded)
Verify the changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

2.  Delete the current GAMES.LOD file.

3. Rename the GAMES.LOD.new file to GAMES.LOD.

4.  Launch MM7 and Start a New Game.

5.  Visually verify the new graphic for each of the Shape Shifters.

6.  Exit the game and proceed to Step 4.



MM7 Modding Part 1 26

The Process - Step 4
Add new NPC.

Open Events.lod in the MM8LevelEditor and
select Npcdata.txt.  Scroll down to  entry 447
and add the following information;

Name: Rathbone

Picture: 21

Greeting: 204

Select line 448. Import currently-displayed
resource.
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Step 4 (continued)
Change Greeting.

Open Events.lod.new in the MM8LevelEditor
and select Npcgreet.txt.  Scroll down to  entry
204 and replace the original text with;

"Hey adventurers!  I'm Rathbone, leader of
this here group of Shape Shifters.  We're a
friendly group of  people that have the
inherent ability to change our visible
appearance.  Have a good day!"
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Step 4 (continued)
Change Greeting (concluded).

Scroll to-the-right until you find a ‘second’
greeting entry that reads;

 "Good day, my lords.  How do you fare?”

Each Greeting has two entries; an initial
greeting (to-the-left) and a subsequent
greeting (to-the-right).  This is the greeting that
you will receive on second and subsequent
contact with this NPC.

Select entry 205 and import the currently-
displayed resource.
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Step 4 (continued)
Locate NPC_ID offset

Open GAMES.LOD in the MM8LevelEditor
and select out01.ddm.  Scroll down until you
see the Creatures table, and then locate the
NPC_ID entry.

Note that the NPC_ID offset is 0x20 bytes.
This is where we will enter the NPC ID of
0x01BF (447D) for the first Shape Shifter.
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Step 4 (continued)
Enter NPC_ID.

Return to the Hex Editor.  Ensure that the file
out01.ddm is loaded and that you have
located the first Shape Shifter entry.

Locate the 0x20-byte offset and enter 0xBF01
for the NPC_ID.

SAVE the file.
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Step 4 (continued)
Import  Changes.

It’s now time to import the file changes.  Return to the MM8LevelEditor and
implement the sequence indicated by this illustration.
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Step 4 (concluded)
Verify  Changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

2.  Delete the current GAMES.LOD , Events.lod, and Events.lod.new files.

3. Rename the GAMES.LOD.new file to GAMES.LOD.

4. Rename the Events.lod.new.new file to Events.lod.

5.  Launch MM7 and Start a New Game.

6.  Locate and select Rathbone (Priest of the Sun).  Note the initial greeting.

7.  Close and select Rathbone a second time.  Note the subsequent greeting.

8.  Exit the game.

This concludes the MM7 Modding Part 1 Guide.  You now have sufficient
background information to start to experiment with the other Creature
‘control fields’ in the GAMES.LOD file for out01.ddm.

Good Luck!  BDJ ...


