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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 VIl 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 GAMESD files before

proceeding in this guide! These files may be fouimcthe 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 unigue 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.

MM7 Modding Part 1



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!l

The MM Game mechanics enforce restrictions on witca¢atures can be
placed in certain map areas. This is particulanpticeable on overland
map areas. These restrictions are somewhat ‘ret#ixe dungeon and

indoor map areas. The only way to note these riestins is by trial-and-

error. If you add a monster/creature to a map araad the game either
doesn’t load or exhibits other ‘abnormal’ behavievhen you enter the map

area, chances are that you added a ‘forbidden’ mtstype to that area.
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The Process — Step 1

Open EVENTS.LOD

=i

& MMBLevelEditor 3.47 -- C:\Documents and Settingsividlakj\DesktopWim 7YMM FRevdmod_MirroriEvents. lod
File View Display Mode Extract Import Preferences About

B Marme: MAPSTATS. TAT Tl
EntreMame: MAPSTATS THT
POTION.TXT £ DataNam.e: MAPSTATS THT
POTNOTES.TXT Crata e bc il
uase FileType:
. Data Length: 4378 =
agtilo i Decompressed Size: 13221
finle oo
?DB:TSEIEIEST;}':T : Wap Stats | First | ¥ |D20%s Fandom Encoun
e PCITEMS. TXT Resellvisit|Per [Refil [Alert [Steal |LockTrap [Tres|Enc
TEMST}(T. # |Mame Fllename ™ |Day [0-201Days|Days Perm|0-20(0-10 |0-6 % L
LAt 1 [Emerald [sland CUloitiogmic) [0 o leon 7 o o 1 o [0
KILLDES.TKT 2 |Harmondale " 10 o |2 500 7 1 2 1 o |10
leTATS TXT 3 |Erathia Qutidodmio [0 J4 6727 |3 |4 2 M MO
| LASS.TKT 4 |The Tularean Forest Qutld.odm |0 n 4 [e7z 7 % 4 2 1 10
PIYOHIEIRT e o| Using the MMS8LevelEditor, open the
S CROLLTXT B [The Bracada Desert 0 g , Op
MERCHANT.TXT g ?ﬁéepsi‘f 3 Events.lod file, scroll down and select
ﬁ?gﬁg.ﬂ-nﬂ 8 |Evenmorm Island ol the MAPSTATS.TXT database.
lUESTS T}C.T 10{mount Mighon 0
MPCTEXT.TXT 11The Barrow Downs ol Locate the entry for Emerald Island.
PCTOPRIC.TXT 12|The Land of the Giants 0
PCDIST.TXT 1l 21 Note that Emerald Island uses map
55;?;2;‘& | 15/5hoals ol Out01. Itis this database that we will
INPCGROUP.TXT ol access to add new peasants to Emerald
| @ 17|Lord Markham's Manor d
INPCNEWS. TXT : : |S|and
INPCNAMES. TXT B 18{The Bandit Caves .
PCPROE.TXT 19/The Haunted Mansion o] - o o ! roaor ™ T - ™
redits.txt _ 20iThe Temple of the Moon  [d0B blv 10 i 0 |7z |7 10 |0 1 1] 10 -
Launrcher twt =l if4] ] | | ¥
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Step 1 (continued)

Open GAMES.LOD and extract database.

C:\Documents and Seitingsividiakj\Desktop\Mhi 7JPNYGAMES.LOD

jje{ﬁéi] Import Preferences  About
| || setextraction directory... 2 - |
|| seteptedtie o -
|| Selectedfiles F7
Al Fo
||| selectedfile (Raw) 3
|| setected files (Raw) Using the MM8LevelEditor, open the
A MiBamy GAMES.LOD file, scroll down and select |
W the out01.ddm database.
o= [T el .
| | 3 chestcontentsio. 9] - Extract this database to your Extract
[ Map bits : Directory.
% = Note that this map area contains 32
D created creatures (0-31).
Select Creatures[0..31]
= AT IFI:
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Step 1 (continued)

Locate Creature Entry ‘0.

&l MMBLevelEditor 3.47 -- C:\Documents and Settings\vidlakj\DeskiopMM 7 JPNYGAMES.LOD

File View Display Mode Extract Import Preferences About
ndrT. v 7 Fa : -
mdro2.div il =2 00 0x20 %22 0x24 ]
medr03.div i . Marng =y [NPC_ID| [PADDING1| [ATTRIBUTE_TYR
drod.div i 0: Peasant Peazant __J [0 i 0
nedr05. div : il 0 0 1]
ndt01.div 2 Peasant Peasant 1] 0 0
ndt02.div 3 Peasant Peasant 1] 0 0
ndt03.div 4. Peasant Peasant 1] 0 0
ndt04.div A Peasant Peasant 1] 0 0
ndt05.div b FPeasant Peasant 1] 0 0
it 09.div : 3 T Peasant Peasant 5 0 ]
it 10.dhv i - = - = o e 0
it 11.dh i H H i i
i : Using the right side ‘slider’, scroll down 3
bmt 14.div in this database entry until you find a 0
it 15.dhv B .. i
e : ‘table’ listing the created creatures. =
outo1.ddm ) . 0
out02.ddm . Note that the first entry (entry ‘0’) is a Y
out03.dd t
utl]4 ddm ; Peasant. g
out05.ddm i 18: Peasant Feasant 1] 0 0
out06.ddm 18: Peasant Feasant 1] 0 0
out09.ddm 20: Peasant Feasant 1] 0 0 'Y
out 10.ddm 21: Peasant Feasant 1] 0 0 —
out11.ddm Ll 22 Peasant Feasant 1] 0 0
out12.ddm 23 Peasant Feasant 1] 0 0
out13.ddm 24 Peasant Peasant 1] ] 0 5
out14.ddm 25 Peasant Feasant 1] 0 0
out 15.ddm 26: Peasant Feasant 1] 0 0
01.div 27 Peasant Feasant 1] 0 0
02.dv : 28: Guard Guard 0 0 0 ]
03.div | 0 G 28 Guard Guard 0 I 0 |
04.div =| 4]l [ ¥
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Step 1 (continued)

Load outO1.ddm into Hex Editor.

H Hex Workshop - [out01.ddm]

Select All
Select Block

0
nooo
nooo
nooo
0000
nooo
nooo
nooo
nooo
nooo
nooo)

Fill....
Delete

Find Ne:
Find Previous
Replace...

DUDm
0ooo:;
0oog

Ctrl+X
Ctrl+C

Ctrl+A

Ctrl+Ins
Del

F3
Shift+F3
Ctrl+H

Criteria |

Find What

Type: I ~ |
Value: [Peasant Tl
Hex: {50656173 616E 74
Options Direction
[~ Find All Instances [~ Match Case  Up
i@ ASCI String ® Down
(" Unicode Sting
(" Either
oK Cancel ‘

60§ Disk Options Tools Window Help

m@ B S1L0FD|E

gl Change to 0x2400 0000

== ooox g ) AT oal g
0000 0814 0000 0811 0000 Q@4 0000 0814 O0DOO 0812 0000 0812 OOOO 0812 0O0OO P
oooo 0B11 0000 D811 oOOpAUB14 0020 0812 0020 0812 0020 0B14 0020 0OOO 0200
oooo 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000
0000 00oo o000 o000 D000 0000 D000 OO00o 0000 o000
0ooo 0ooo oooo0 o000 o000 0000 D000 OO00o 0000 o000
0000 ooo0 0000 o000 0000 DOOO D000 Oo00 0000 ooo0a
0000 oooo 0000 o000 0000 DOOO D000 0000 0000 oooa
0000 00oo 0000 0000 0000 0000 0000 0000 0000 0000
0000 0000 0000 0000 0000 0000 D000 0000 0000 D000
SpYsogeEi00 0000 D000 0000 0000 0000 o000 0000 0OO00 Oooo
0000 o00oo 0000 DOO0 Ole4 0206 OOOO 0OODOZ 0104 0OOO0 0104
0000 oooo oooo 0000 0000 0000 Q000 oo00 QOO0 000D 9700 0OOO OOO0 OO0O0 0000
0BO0O 0000 8C00 0000 6400 0000 QOO0 OOOO QOO0 000D SA00 BEOO 0100 SO3D EBBLE
0000 D000 0000 503D ESLE 6000 5030 BS1E 6000 0000 0000 0000 0000 0OOO 0ODOO
0ooo pooo o000 DOOO COOO 0000 0000 ooO0 5065 0000 OOOO OOOO 0000 OOOO 0000
gooo oooo o000 DOOO OOO0O0 0000 QOO0 QOO0 0000 0000 QOO0 O0OO 0000 QOO0 oo0o0
gooo oooo oo0oo 0ooo0 o000 0000 0oOO0 ooO0 o000 0000 0000 0000 0000 OoO00 oooo
gooo oooo oo0oo 0ooo0 ooO0o0 0000 0000 ooO0 o000 0000 0000 0000 0000 OOO00 oooo
0000 oooo oooo 0000 0000 0000 Q000 Ooo0 QOO0 0000 OOO0 0000 0000 0000 0000
0000 oooo oooo 0000 0000 Q00O Q000 OOo00 QOO0 00DOD 0OO0 0000 0000 OO0O0 0000
0000 0000 0000 DOOEL QOEe ORae Drn Ooan gonn poan aong fogi gegn Oee fopn
0000 pooo o000 Doq
aoun poon poae 204 Open the extracted file out01.ddm in a Hex Editor and Search for
0000 o000 o000 004 H
0000 D000 oooo 004
0ooo pooo o000 0odq - . . .
aoon oooo oooo oo IMmMediately preceding (to-the-left-of) the first occurrence of this
0ooo oooo oooo ooqd . . .
sues e173 s15e 74ff teXt string are four Hex bytes that indicate the total number of
0600 0000 0000 004 . . . .
oo0d oooe oooo 004 - creatures in this database. It currently indicates 0x2000 0000 (32
ooon 1832 Eai0 so decimal, or ‘D’). Since we will be adding four more creatures, we
0ooo oooo oooo ooqd 1 1
au00 oowo woge 200 will change this number to 0x24 (36D).
0000 o000 o000 000

"Bl outdl.ddm
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Step 1 (continued)

Copy the entire first entry for the

H Hex Workshop
File: Edit Disk Options
SHE & Lo

<<
%

Tools
e ¥

Window Help
e}

=
=
=

>>
£5

«<

g o SRS IV %

le) 2]

@ B(SLO0FD
AT al da

Peasant.

=]
25|

oooo4470
00004498
oooo44co
000044E8
oooo4s510
00004538
00004560
000045658
00004580
00004508
oooo4e00
000046268
00004650
00004678
000046A0
000046CHE
000046F0
00004718
00004740
00004768
00004790
000047B8
000047ED
00004808
00004830
00004858
oooo4sa0
00004828
00004800
000048F8 oo o )
oooo4szo 6173
00004948 oooo
00004970 0000 0000

0814
012
gzoo
aooo
oooo
oooo
oooo
oooo
oooo

oooo
oooo
gzoo
oooo
oooo
oooo
oooo
oooo
oooo
0ooo

0ooo oooo
0000 00ao

oooo
0000

oooo
oooo
oooo
oooo
oooo
oooo
oooo
oooo
oono

o811
0811
oooo
oooo
oooo
oooo
oooo

616E
0000
000

0000

gooo
oooo
oooo
gaoo
oooo
oooo
oooo
oaoo
oooo
616E

0814
0s14
oooo
oaoo
oooo
oooo
oooo

0

oooo
0306 0000
0000 9500

]

ooog
oooo
0000

)
oooo oooo
0104 oooo
0000 0600

onoo
ooog
ooo2
0000

8]

oooo
0264
0000 0000 0000

0000 oooo

00004998
oooo4sco

00004410
00004438

Highlight the entire first Peasant entry (0x344 bytes) and copy it.

0
0
]
000048ES ]
]
0
0

00004460
<

0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000

0000 0000 0000 0000 EIIJEIEI‘

"B outd1 ddm

*offset: 17854 [0x000045E6]

#|Compare Results

[all

*W Signed Byte 80

*MUnsigned Byte 80

"*Signed Short 25936

¥ Unsigned Short 25936

*MSigned Long 1935762768

M nsigned Long 1935762768
“MGigned Quad  32772462125081936

Source Count

\Data [nspectnr,& Structure Viewer f
Ready

Target Count

\Cnnlpare ,&
Offset: 000045E6

OVR MOD

Check: d Bookmarks )\ Output f
Sel: 0x344 bytes 152398 bytes
S ——
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Step 1 (continue

Paste the copied entry four times and then SAVE the file.

H Hex Workshop - [out01.ddm]

File Edit Disk Options Tools Window Help L | s
|[F=SEHE|L @20 v ¥ @ mm@/ B/ SLO0FD|@ "”'_ = = > 3
S« » EBEN A | & - =2 sox b A al B |z | % & |

000045B0(0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000
00004508 0000 0000 0000 0000 0000 2400 0000 5065 6173 616E 7400 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004600 |0000 0000 0000 0000 0000 0000 0000 0300 0000 0000 D000 0000 0000 0164 0206 0000 0002 0104 0000 D104
00004628 (0202 0000 0004 DOO0L 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 9700 0000 0000 0000 DOOD
00004650 |0000 0300 0000 0300 0000 0BOO 0000 BCOO0 0000 6400 0000 0000 0000 000D 0000 SA00 BEOOD 0100 503D BBIE
0000467 |6000 0000 0000 0000 0000 0000 0000 0000 5030 B81E 6000 503D BSLE G000 0000 0000 0000 0000 0000 DOOO|®
000046A0|0000 0000 0000 D000 0000 0000 0000 0000 0000 0000 0000 0000 0000 5065 0000 OO00 0000 0000 0000 DOOD
0O00046CE 0000 0000 0000 D000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0O00 0000 0000 0000 DOOD
000046F0|0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004718 |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 000D
00004740 |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 ODOO 0000 0000 0000 0000 0000 000D
00004768 |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 000D
00004790 |0000 000D D000 0DO0 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 000D
000047B8 (0000 000D 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
000047EQ |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004808 |0000 000D 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 000D
000048300000 0000 0000 0OO0 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004858 |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004880 |0000 0000 0000 0OO0 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
000048A8 (0000 0100 0000 0000 0000 0000 0000 D000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
000048000000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0O00 0000 0000 0000 DOOD
000048FE |0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0O00 0000 0000 0000 DOOD
000049200000 0000 0000 0000 0000 5065 6173 61GE 7400 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 DOOD
00004948 (0000 0000 0000 0000 0000 0300 0000 0000 0000 0000 0000 0164 0206 0000 0002 0104 0000 0104 0202 000D
00004970 |0004 0001 D000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 9700 0000 0000 0000 0000 0000 0300
00004998 |0000 0300 0000 OBOD 0000 BCOO 0000 6400 0000 0000 0000 0000 0000 5400 BEOD 0100 5030 BBLE 6000 DDOD
00004900 | 0000 000D 0000 OO
000049ES | 0000 0000 0000 OO . . . .
annn4atn |oooo aoon ooao oo Click your cursor immediately to the left of the first Peasant entry
00004438 | 0000 0000 0000 OO . . . .
oooo4aen |ocoo cooc oooo oo @and paste four times.  This will effectively add four new Peasants
00004488 | 0000 0000 0000 OO
oono4akn |oooo oooon oooo oo tO the database.
00004ADE |0000 0000 ADO0 OO

00004BE00 (0000 0000 0000 OOOC 0000 OO00 oo ooom ooon ooon ooon oooy  ooa0 oo ooon oot ooon onon oo o
00004B2E |0000 0000 0000 0000 0000 0000 0000 D000 0000 0000 000D 0000 0000 0000 0000 DO00 0000 000D 0000
00004B5S0|0000 0000 0000 0000 0000 0000 0000 D000 0000 0000 000D 0000 D000 0000 0000 DO00 0000 000D 0000
00004B78 | 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0O00 0000 0000 0000
00004BA0| 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000 0000
£l >

%
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Step 1 (continued)

Locate the starting coordinate offset.

File View DisplayMode Extract Import Preferences About

< MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINDATA\GAMES.LOD.ORIG

dr02.dby | DG [0x3e [ [Oxal Dxaz Dxad e T Dxas Dyac Dxae Db Dxb2 .
dri3.div B §§ ING] [TILT|  |ROOM CURRENT_ACTION_LE%@TH STARTING_¥| [|STARTING Y| |STARTING_Z ) GUARDING ¥ |GUARDING ¥| [GUARDING_Z| [TETHER_DISTANCE| Al STATE| |GRAPHIC_STATE| |
dr0d.dby : i} i} ] N 1560E 7864 95 o |15605 THE4 96 - {1 1] i}

dr5.div 0 0 1] 1 s 13080 4328 96 256 1] 0

ct01.div i} i} i 5120 7432 134 9120 7432 134 256 i 0

02,0l 0 0 1] 10000 G000 96 10000 B424 Y6 0 1] 0

it 03.dhv 0 0 1] 14552 7456 46 14452 7456 96 0 1] 0

cit04.dhv i} i] ] 12672 7400 96 12672 7400 96 256 0 i]

it 05.dhv 0 0 1] 11912 2720 42 11912 2720 42 256 1] 0

ct09.dlv i} i} i 15000 16000 96 15456 16480 96 0 i 0

it 10,0k 0 0 1] 11904 4672 96 11904 4672 Y6 0 1] 0

ot 11.dbv 0 0 1] 14045 5408 46 14048 5408 96 0 1] 0

dt12.dlv i] i] 0 7184 8960 384 7184 8960 384 0 0 0

ot 14.dh ] ] QD‘?& Lono Lo ‘JD‘Jﬁ Lono Lo eI il ]

ot 15.dhv i} i} i . . i] 0

we.dhv i o | Return tothe MM8LevelEditor, scroll to the left until you reach the 0 0

i 71—+ Table Entry offset of 0xa2. This is where the starting coordinates : ;

et 2 1 for the creature are defined, two Hex bytes per coordinate. 2 2

ut05.de I i] 0 . . 0 i]

w06 dm o | o ] Note that there are three coordinate entries; X, Y, and Z. The X 0 g

e 7t and Y coordinates are self-explanatory; the Z coordinate in this : :

s L »—2—1 game system is simply the height of the placement (it is not the : : B
ut13.dm 1 LI 1 same as an intersecting vector in rectangular/polar notation). We d g |
ut14.dd [ , . . . =
15.46e0 : 0 | o q will ‘ignore’ the height and simply enter new X&Y coordinates for 0 g

o >t each of the new Peasants. : ; L
03.di 14: i i EELEALLY T . AR T T— m 0 I -
04.dhs A KN L] [»
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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 Ox06F2.

These numbers will be entered in the Hex Editor at the appropriate offset as 2130
and F206.

#Base Converter (X #Base Converter [X

Byte Order: Data Type: Byte Order: Data Twpe:

|Raw Hex ﬂ |shor1 ﬂ |Raw Hex ﬂ |short ﬂ
Hex: Decimal: Hex: Drecimal:

3021 {12321 |oeFz {1778

Binary: Binary:

0011000000100001 0000011011110010
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Step 1 (continued)

Enter the coordinates for each new peasant.

H Hex Workshop - [out01.ddm]

File Edit Disk Options Tools
F=aHE BB O

Window Help
% @ |mw BISLOIEFD BEE =
KPEER ~ | 5|+ - = 7 zlIb Atald ||lBEE ¥ &

bytes.

Xloffset: 17894 [0x000

000045B0| 0000 0000 00OO OOOO OOOO 0000 0000 0000 0000 oooo DDDD Qooo ooog

00004508 (0000 0000 0000 0000 2400 0000 j 16E 7400 oo 0ooo oooo

00004600 0

00004628

00004650

00004678

00004620 | 0000 0000 0000 0000 0000 e

00004ACE 0000 000D ODOO DOOO OOOO 0000 DQOOD 000D o000 DDDD oooo 0000 0000 0000 0000 o000 Dooo

000046F0| 0000 DOOD 00OO 0OOO OOOO QOO0 OOOD QOO0 0000 o000 0OO0O Q000 0000 0000 0000 o000 ooO0o0

00004718 0000 000OO OQOO COOOOQ OOOO DOOO 0000 oooo Q0oO QOO0 oOOO0 QOO0 0000 o000 0000 QOoo oooo

00004740 0000 00OOO 0QQOO COOOQOQ OOOO DOOO 0000 oooo0 Q0oO QOO0 oOOO0 QOO0 0000 o000 0000 QOoo oooo

00004768 |0000 0000 0OOO DOOO OOOO OOOO QOO0 0000 O0OO DOOO 0000 0000 0000 0000 O0oo0 oooo oooo

00004790|0000 0000 00OO OOOO OOO0O QOO0 QOO0 0000 O0OO0 o000 OOO0O0 OOO00 o000 0000 O0O0O0 oOoo oooo

00004788 |0000 0000 00OO OO0OO OOC0O QOO0 QOO0 QOO0 O0OO0 o000 QOOO0O0 0000 o000 0000 O0O0O0 oOoo oooo

000047E0|0Q0O0C 0000 0000 0000 0000 0000 QOO0 0000 0000 0000 0000 0000 0000 0000 0000 o000 oo00

00004808 | D000 OO T e e et
00004830 (0000 000 SR KR e A s
oooossss oooo oood  REtUCN to the HexEditor.
00004880 (0000 0O0O@ e
000048A8 | 0000 010 . H H e mh vt by REiEEEE s
nono4sno |aoon oand  FINd the Oxa2 offset by clicking your cursor at the start of the first peasant entry, |
000048F8|0000 00O - i . y - . . EEaimeEeEani
ooooaszo [oooo oo DOlding down the mouse key, and ‘dragging’ the selection down the file. While |
00004948 DDDD aon - - . ¢ - y . . T S S e R e
R A doing this, continue to ‘monitor’ the Sel: byte offset. Stop when this entry is Oxa2

il oud m

> |5
¥ Signed e 8 Enter the four-byte X coordinate followed by the four-byte Y coordinate.
Unsigned Byte §
51 Gigned Short 2 . :
wnUnsigned short 4 REPEAt this process for the other three new peasants and SAVE the file.
M Signed Long ioasre2 o0
*#¥ nsigned Long 1935762768 ‘
“HGSigned Quad  32772462125081936 b
\__Data Inspectur/{ Structure Viewer f \Compare/{ Che; Find arks )\Output ]
Ready Offset: 000045E6 Sel: Oxa2 bytes 155742 bytes OVR MOD
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Step 1 (continued)

Import the file out01.ddm.

File View Display Mode Extract

iﬁa’qpnl’i_1 Preferences About

Ui Quick-append currenthy-displayed resource  |0xa2 Oxad [xab Oxaf xaa Oxac
T STARTING X [STARTING_ Y| |STARTING_Z| |GUARDING X| |GUARDING_ Y| [GUARDING_Z| |1
g currently-displayed resource {5605 TaR4 a5 15HEE oG4 95
0| Quick-append selected file 13080 4328 95 13080 4328 96
1= 9120 7432 134 9120 T432 134
0 10000 6000 46 10000 F424 96

0 14652 7456 46 145852 T456 96
0 12672 7400 46 12672 7400 96
0 11912 2720 42 11912 2720 42

0 14000 16000 46 15456 16480 96

0 11904 4672 46 11804 AR72 96

0 14048 5408 5 14048 5408 96

Sz M : .

- = 8

Look In: ‘Eexlract ‘vl == i Saveln: ‘dm\m ‘v| == q

[ nwc.bhv [} MwicSwitches [ ouTo1.EwT il [ Daitilpdates [} d3dsprite.hvl [} EventsJod.R3 4 I

[ nwc.diy [ MCTeleport [ out0t.06m § (= spiteex [} Events.lod [ Events.Jod.REL2 Please wait

[ MwCEvT o6 [ ouTo1Reloadie |- Titansip [} Events.loc. BAK [} Events.lod.STON ’

[ MACEVTimod [ oneTimecastieHarm [ oute2.6aK BITMAPS.LOD [} Events.Iod. ORIG [ GAMES.LOD Importing...

[ rwicEsit [ outor.8ak [ outo2.4am BITMAPS.LOD.BAK [} Events.lod.R1 [} GAMES.LOD.300

[} MwconReload [ outoz.aem.Frof ' d3dbitmap.hwl [} Bvents.lodr2 [ GAMES.LOD.400! Reusing data d35.bh
q] [T I3}

I« I | [+ I |

o
File Hame:  jout01 ddm FileName:  |GAMES.LOD.new]

[
I §] J
Files of Type: | Fles = | Files of Type: |l Files =] Cancel
e i

[ sop_|[ canser |
ut12.ddm i 0 0 0 3800 000 |z68 3800 5000 568
ut13.ddm : 0 0 0 13120 5920 [95 13120 5760 55
ut14.ddm

ut15.ddm It's now time to import the file changes. Return to the MM8LevelEditor and

o implement the sequence indicated by this illustration. 2
03.dbw | I L L - LA s |-G Tog e e v
04.dhv >4 ii] ] |
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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.

MM7 Modding Part 1
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The Process - Step 2

Add new Placed Monster Name.

& MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and... [= [0 X]

File View Display Mode Extract

'm[_]nrt' | Preferences About

2 DEvents. txt
'Global.txt
SPELLS.TXT
POTION.TXT
POTHOTES. TXT
HISTORY.TXT
MAPSTATS.TXT

PlaceMon.txt
FAOHNSTERS. TX
ISTDITEMS. TAT
ISPCITEMS. TXT
ITEMS. TXT
RMDITEMS.TXT
ISKILLDES.TXT
ISTATS.TXT
CLASS. TXT
AWARDS. THT
ISCROLL.TXT
MERCHANT.TXT
RANS.TXT
AUTONOTE. TXT
OUESTS. TXT

[

o -

!

Ma

[B]=

Entrys €l
Datakg
DrataTyy

FileTypt Selected files
Data Le

me;

Quick-append currenthy-displayed resource

arrenthy-displayed resource

Qui

-append selected file

all

com

Diata Header Offset; 54097
Data Offset 54145

Flaced Monster Names

guar

Cleric ofBaa

High Friest of Baa

mMarcarack

Supervampire (Mo

Henofex

Williarn Setag

1 i

Wrormthrax

mMega-Dradaon

Rohert the Wise

Tolbe

e e e )
Ll e

Grognard

by

T —

Shape Shifter D)

16

17

18

15

20

21

22

oooo o oo

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.

4]

MM7 Modding Part 1
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Step 2 (continued)

Locate the Name ID offset.

'I.;:':EIMMBLeveIEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINDATA\GAMES.LOD [:"@

File View DisplayMode Extract Import Preferences Ahout
mdr02.div alz
imdr03.div i
imdr 04.dbe
mdr05.div
it .div
mt02.div

mdto3.div : ~
i Ox32a 0x32h Ox32c 0x330 /Dx334 0x338 Ox33c 0x340

mdtd.div
L t05 i Schedule#g:day| [Schedule#gmanth]  [SUMMONER_ID| |LAST_CHARACTER_ID_TO_HIT\ |WAME_ID) |RESERVED_1| |[RESERVED 2| |RESERVED_3
{ 0 0 0 N—" 1o 0 i

mct09.dhs
et 10.dhs

| ¥

[=ar=1 =] =1
[=a=1r=1F=1F=1
olololo
o|o|o| o

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 OXOE (14D).

g
g
=
&
F
II

e e e e e e e e e e e e e e e e )
AEEFEEREEEREE R R EEEEE EEEEEE
lojooooooooooooooooooooo
plojloolojoolojloololalalalalalaoja|a|a|a|a

=) =] =3 =1
= =1 =1r=1
blolaolo
plo|o|o

[4]
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Step 2 (continued)

Change name and add new Placed Monster ID

H Hex Workshop - [out

File Edit Disk Options Tools Window Help = | X
=T e ElsLOFD pmE @

S~ » 8B 8B A | g - o= s oz DAl ||BEE | % e E

00004588 | 0000 0000 QOO0 QOOOD QOO0 0000 OQO0 QOO0 Q00O Q000 ooo0 DO0o OQo0 ooo0 DO0O Qo00 ooDoQ ooQo oooo opoo ~
00004580 | 0000 QOO0 QOO0 QOOOD QOO0 0000 OQO0 QOO0 Q00O QQo0 o000 OO0oO OQo0 ooo0 OO0O Oo00 ooDO0 ooOQo oooo opoo =
000045D8 | 0000 QOO0 0000 Q000D Q000 2400 0000 S368 6170 B520 5368 6956 7465 7200 0000 0000 OODOO0 OOQO QOOO oOODOO

00004600 | 0000 QOO0 Q00O QOOOD QOO0 0000 OQO0 0300 0000 Q000 o000 DO0O OQo0 O1s4 D206 0O00 OODOZ 0104 0OOO 0104

00004628 | 0202 0000 0004 0001 QOO0 QOOOQO QOO0 QOO0 OQOQO Q000 o0o0 DO0O OQo0 ooo0 OO0O 9700 o000 o000 oooo opoo

00004650 | 0000 0300 0000 Q300 QOO0 OBOO OOQOO BCO0 0000 s400 0000 DOO0O OQOO0 OOOO0 OOOQO SaA00 BEOO 0100 503D EBLE

00004678 | 6000 0000 0000 QOOO 0QOO0O OO0O0 OQO0 QOO0 2130 F206 0000 503D BBLE 000 DOOO oOOO0 ooon

00004640 | 0000 Q000 QOO0 QOOO QOO0 OQOQO0 OOQO0 QOO0 Q000 oooO0 o000 DoDoO oQOoQ 5065 DOOO OoOO0 ooon

n0004ACH | 0000 0000 0000 O0OOO 0OO00 0000 o000 0OO00 0000 o000 o000 Ooono opoo oopon oooo ooon noon

00004AF0 | 0000 OO0O0 0000 O0OOO 0000 0000 o000 0000 0000 o000 o000 o000 opoo oopn oooo ooon noon

000047180000 0000 0000 OOOO 0OO0O0 0000 o000 0OO00 0000 o000 o000 o000 opoo oopon oooo ooono noon

00004740 (0000 0000 OOQO QOO0 ODOO OOOO OOOO OOOO0 OOQO QOO0 o000 QOO0 OpoO0 OODO DOOD oooOo oooo

00004768 (0000 0000 OOQO QOO0 ODOO OOOO OOOO QOO0 OOQO QOO0 o000 QOO0 OQpoO0 OODO DOOD OooOo oooo

00004790 (0000 0000 OOQO QOO0 OpOO OOOO OOOO OOOO0 OOQO0 QOO0 o000 QOO0 OpoO0 OODO DOOOD OooOo oooo

0 0pon oopo oooo oopoo ooon

0 . . 0000 0000 Qooo oooo ooon

ol Return to the Hex Editor. Ensure that the file 0000 0000 0000 0000 0000

0 . opon oogoo oooo oooo ooon

ff out0l.ddm is loaded and that you have 0000 0000 000D 0000 0000

0 . opon oogoo oooo oooo oooo

il located the first Peasant entry. 0000 000D 0000 0000 0000

0 opon oopoo oooo oooo ooon

0 . ooon oogoo oooo oooo ooon

i Replace the entry Peasant with the entry 0000 0000 0000 0000 0000

0 . 0206 0000 DO0Z 0104 ooon

il Shape Shifter, locate the 0x334 offset and 0000 9700 0000 0000 0300

0 f h f h h h ft noon s&00 BEOO 0100 noon

0 ¢ ! i 0000 0000 o000 oooo nonn

i enter OxOE for each of the ‘new’ Shape Shifter DRHd a0 fnop. e

0) oo0o 0ooo oooo Qooo oooo

0) Creatures oo0o 0ooo oooo Qooo oooo

0 0oon oopo oooo oopoo ooon

0 1 0pon oopo oooo oopoo ooon

0 SAVE the flle 0pon oopo oooo oopoo ooon
P [ 000 0000 Dooo oooo ooon

00004B0O0 | 0000 Q000 0000 QOOOD 0000 0000 oQO0 QOO0 0000 ooo0 ooo0 oooo oQo0 Doooo pooo oooo ooon :
"B ouldl ddm
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Step 2 (continued)

Import the changes.

File View Display Mode Extract iﬁa’qpnl’i_1 Preferences  About

Ui Quick-append currenthy-displayed resource  |0xa2 Oxad [xab Oxaf xaa Oxac
T STARTING X [STARTING_ Y| |STARTING_Z| |GUARDING X| |GUARDING_ Y| [GUARDING_Z| |1
g currently-displayed resource {5605 TaR4 a5 15HEE oG4 95
0| Quick-append selected file 13080 4328 95 13080 4328 96
1= 9120 7432 134 9120 T432 134
0 10000 6000 46 10000 F424 96

0 14652 7456 46 145852 T456 96
0 12672 7400 46 12672 7400 96
0 11912 2720 42 11912 2720 42

0 14000 16000 46 15456 16480 96

0 11904 4672 46 11804 AR72 96

0 14048 5408 5 14048 5408 96

Sz M : .

- = 8

Look In: ‘Eexlract ‘vl == i Saveln: ‘dm\m ‘v| == q

[ nwc.bhv [} MwicSwitches [ ouTo1.EwT il [ Daitilpdates [} d3dsprite.hvl [} EventsJod.R3 4 I

[ nwc.diy [ MCTeleport [ out0t.06m § (= spiteex [} Events.lod [ Events.Jod.REL2 Please wait

[ MwCEvT o6 [ ouTo1Reloadie |- Titansip [} Events.loc. BAK [} Events.lod.STON ’

[ MACEVTimod [ oneTimecastieHarm [ oute2.6aK BITMAPS.LOD [} Events.Iod. ORIG [ GAMES.LOD Importing...

[ rwicEsit [ outor.8ak [ outo2.4am BITMAPS.LOD.BAK [} Events.lod.R1 [} GAMES.LOD.300

[} MwconReload [ outoz.aem.Frof ' d3dbitmap.hwl [} Bvents.lodr2 [ GAMES.LOD.400! Reusing data d35.bh
q] [T I3}

I« I | [+ I |

o
File Hame:  jout01 ddm FileName:  |GAMES.LOD.new]

[
I §] J
Files of Type: | Fles = | Files of Type: |l Files =] Cancel
e i

[ sop_|[ canser |
ut12.ddm i 0 0 0 3800 000 |z68 3800 5000 568
ut13.ddm : 0 0 0 13120 5920 [95 13120 5760 55
ut14.ddm

ut15.ddm It's now time to import the file changes. Return to the MM8LevelEditor and

o implement the sequence indicated by this illustration. 2
03.dbw | I L L - LA s |-G Tog e e v
04.dhv >4 ii] ] |
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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.

MM7 Modding Part 1
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The Process - Step 3

Locate Monster ID Numbers.

e MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and...

File Yiew DisplayMode Extract Import Preferences Ahout

- O]

- Th ~COlyTe ot the Moon LAeric Moan A e TU 20U flehs] S
! F 17 Cleric ofthe Moon Cleric Moon B 20 o0 15 |&00 %I
CPELLS. THT 418 Priest ofthe Moon Cleric Moon © 30 el 29 |1200 10%
POTION.TXT =|i 19 Acolyte ofthe Sun Cleric Sun A 10 |40 10 (200 5%4
POTHOTES. TYT ; AB;. 2rIC 0 Cletic Sun B 20 (100 15 |600 5%1E
! < 21 Frigst ofthe Sun leric Sun & 30 180 25 11200 10%]
T T —— [Deuiliasker—  |Devil A 30 10 j25 1zoon o
23 Devil Warrior Devil B a0 (400 35 |3000 o H
o2 Deavil Captain Devil © T0|Fo0 45 |5600 1]
25 Green Dragon Dragon A g0 880 B0 |Fz00 2600
i 26 Blue Dragaon Dragon B 90 (1080 |80 |S000 2000
| L 1000|4000
12 Open Events.lod in the MM8LevelEditorand |22
| 20 select MONSTERS.TXT. Scroll down until 44 [10D
patae 12 you locate the entry for the Priest of the Sun. &2
AWARDS. THT | 33 Note that the Monster ID is 21(D). Record this oo |25%
SCROLL.TXT L 15 0
MERCHANT.TXT : 3—2 number. E:g g
AUTONOTE.TXT | = Locate the Monster ID for the Priest of the 75 [30%
QUESTS.TXT 1= Moon, Adventurer, and Goblin Lord. Record 22— 22%
1 a0 each number. 93 o
41 36 ]
| 2 The Hex equivalent of these numbers will be  F1'— 2
T used to change the graphic representation of s |
i45 H 24 ]
4 each Shape Shifter. i
447 !S\,rlph [Elermental vWater B 24 1129 113|816 e
~| 4] I | ' ' Ll

MM7 Modding Part 1
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Step 3 (continued)

Locate the Graphic ID offset.

A MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINDATA\GAMES.LOD

File Yiew DisplayMode Extract Import Preferences About

dr2.dhv - i
dr03.h : Oxaf OxE0 OxE2 OxE4 Ox6E 0x68

drod.dhv ACKED_PER_ATTACK PADDIMGZN\ [MOMSTER_TYFE| /IMONSTER_ATTRIELUTES SPELL_SKILL_AMD_MASTERY_1 SPELL_SKILL_AND_MASTERY_2 SPECIAL_ATTACK_TYFE_SLUMMORN
dr5.di 0 W A 0 0 0

it 1.dhs E ] 161 0 1] 0 i}

Gt02.dhv : 0 151 i 0 i [

ct03.dhv 0 141 i} a0 1] 0

ct04.dhr ] 161 0 a ] 0

it 05.chs a 162 0 1] 1] 0

ct09.dhv 0 142 i} a0 1] 0

it 10.dbs ] 164 0 a ] 0

ot 1 1.clhs a 154 0 1] 1] 0

it 12.dhv 0 165 i} a0 1] 0

it 14.dhs ] 155 0 a ] 0

it 15.chs a 169 0 1] 1] 0

w.dhy 1] 0

M—— : Open GAMES.LOD in the MM8LevelEditor :

Uit : and select out01.ddm. Scroll down until you :

ut05,ddm . see the Creatures table, and then scroll to the g

utDa.ddm . .

t09.de 0 right until you locate the MONSTER_TYPE 0

ut10.ddm a 0

ut 11.ddm : 0 entry. 0

ut12.ddm 5 o ) a

g : Note that the MONSTER_TYPE offset is 0x60 : =
5 = ! bytes. This is where we will enter the new 0 i
02.dwv o Monster ID for each Shape Shifter. o 3l
03.dhk : 0 0 -
04.dk =4 NN [»]
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Step 3 (continued)

Insert new Monster ID.

H Hex Workshop - [out01.ddm]
[ File Edit Disk Options Tools Window Help

P - e

ESHE | 4 BE e¥lm mm B/SLOFD RO

R T AW A S P & v+ — = s oz kD At alodh ||M3 W H | B E
00004588 | 0000 OQOO QOO0 OOOQO OQOO QOO0 o000 QOO0 OoOoo0 Qooo oooo oooo
O00045B0 | 0000 OQOO QOO0 OOOQO OQOO QOO0 OooO QOO0 oooO0 oooo oono
oooo4sDe oono C

00004600 | 1] 1 [ |G

00004628 i

o0oo4e50 o3no oooo

00004678 | 6000 0000 QOO0 QOO0 OOQOO 0000 OO0 QOO0 2130 F206 0O0OD 503D BES1E OO0
00004600000 OQOO QOO0 COOOQO OOQOO OQOO00 o000 QOO0 COOQO DOOO D000 o000 QOO0 5065
000046CE | 0000 OQOO QOO0 QOOQO OQOO QOO0 o000 QOO0 OOQO QOO0 OO00 o000 OOQ0 oooo
000046F0| 0000 OQOO QOO0 OOQO OQOO OO00 OQoOO o000 OOQO QOO0 DO000 o000 QOQ0 oooo
00004718 |0000 0000 QOOO OOOO OOOO OO00 OOOO OoOoD OO0O OOoo0 Oooo DoOD Ooogo oooo
00Qo474010000 0000 gooo oooo oodo oo00 o00go 0god gooo ooog ooog oogg oogo oooo
on oo oooo
»1 Return to the Hex Editor. Ensure that the file e
on H 0o oooo
ool out0l.ddm is loaded and that you have e
on H H 0o oooo
o] located the first Shape Shifter entry. o e
on oo oooo
on 0o oooo
oo Locate the 0x60-byte offset and enter 0x15 20 0000
on 0o oooo
nf (21D) for the Monster_ID. 20 0000
£

-a| Enter the uniqgue Hex number Monster_ID for

o

&

each of the remaining Shape Shifters.
SAVE the file.

-

sighed Short

Z07UY

ﬂi&)mpare Results

Al ~ |

Source Count Target

Count

M1 Jnsigned Short 26707

¥ Gigned Long 1885431891

¥ nsigned Long 1885431891

“ Signed Quad 7517387823060707411 i

OVR

'\Da_ta Inspectqr/{ Structure Viewrer / ,.\Ct_)mpare A 1 . )\ Bookmarks ,\ Qutput /j
|Offset: 000045E6 |Sel: Dx60 bytes |155742 bytes

Ready
D ———

MM7 Modding Part 1
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Step 3 (continued)

Import the changes.

File View Display Mode Extract iﬁa’qpnl’i_1 Preferences  About

Ui Quick-append currenthy-displayed resource  |0xa2 Oxad [xab Oxaf xaa Oxac
T STARTING X [STARTING_ Y| |STARTING_Z| |GUARDING X| |GUARDING_ Y| [GUARDING_Z| |1
g currently-displayed resource {5605 TaR4 a5 15HEE oG4 95
0| Quick-append selected file 13080 4328 95 13080 4328 96
1= 9120 7432 134 9120 T432 134
0 10000 6000 46 10000 F424 96

0 14652 7456 46 145852 T456 96
0 12672 7400 46 12672 7400 96
0 11912 2720 42 11912 2720 42

0 14000 16000 46 15456 16480 96

0 11904 4672 46 11804 AR72 96

0 14048 5408 5 14048 5408 96

Sz M : .

- = 8

Look In: ‘Eexlract ‘vl == i Saveln: ‘dm\m ‘v| == q

[ nwc.bhv [} MwicSwitches [ ouTo1.EwT il [ Daitilpdates [} d3dsprite.hvl [} EventsJod.R3 4 I

[ nwc.diy [ MCTeleport [ out0t.06m § (= spiteex [} Events.lod [ Events.Jod.REL2 Please wait

[ MwCEvT o6 [ ouTo1Reloadie |- Titansip [} Events.loc. BAK [} Events.lod.STON ’

[ MACEVTimod [ oneTimecastieHarm [ oute2.6aK BITMAPS.LOD [} Events.Iod. ORIG [ GAMES.LOD Importing...

[ rwicEsit [ outor.8ak [ outo2.4am BITMAPS.LOD.BAK [} Events.lod.R1 [} GAMES.LOD.300

[} MwconReload [ outoz.aem.Frof ' d3dbitmap.hwl [} Bvents.lodr2 [ GAMES.LOD.400! Reusing data d35.bh
q] [T I3}

I« I | [+ I |

o
File Hame:  jout01 ddm FileName:  |GAMES.LOD.new]

[
I §] J
Files of Type: | Fles = | Files of Type: |l Files =] Cancel
e i

[ sop_|[ canser |
ut12.ddm i 0 0 0 3800 000 |z68 3800 5000 568
ut13.ddm : 0 0 0 13120 5920 [95 13120 5760 55
ut14.ddm

ut15.ddm It's now time to import the file changes. Return to the MM8LevelEditor and

o implement the sequence indicated by this illustration. 2
03.dbw | I L L - LA s |-G Tog e e v
04.dhv >4 ii] ] |
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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
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The Process - Step 4

Add new NPC.

=i MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINDATA\Events.lod [._—l@

File Wiew DisplayMode Extract {Ereferences About

2DEvents.txt 477 | Ouick-append currenth-displayed resource REETS . : = : i : . : . . ot
lobal.txt e = . . 1

et et 20 cumently displayed resource 2221 Open Events.lod in the MM8LevelEditor and |-

POTION.TXT 425 | QuicKapnend selected il 1035 | select Npcdata.txt. Scroll down to entry 447 ||

POTHOTES.TXT 476 0|0 [453 . : :

HISTORY.TXT Ta7 | Selectedfiles 755 | and add the following information; —
APSTATS.TXT 178 | Al RGREET [ |
ostile txt 470 Jayce Kedrin a0 |00 (338 Name: Rathbone ||

Igl;gg;;x;m 430 Giliyan Redfetn 4?150 00309 (4

- 431 karzon Skyefire 41810 0 (0321 H . ||

ISTDITEMS. THT 432 Rainyn Rivencrest 4a0(0 0lola3 Picture: 21 | |

SPCITEMS.TRT 433 Tarm Ono gqei0 [ofofn .

ITEMS.TXT 434 Karl Drown gstll (000 Greeting: 204 ||

IRNDITEMS.TXT 435 Tany Evans 18 10 ololn | =

Sl L s e At Select line 448. Import currently-displayed e

ICLASS.TKT 438 Etic Heffron 408(0 0lolo resource. [
MAARDS.TXT 439 Hairbaugh a0 o njoln -

SCROLL.TAT 440 Rawn Talreisch 2200 0o lans i 188 10 (528 89 o [0 o |0 |HintWPC in Steadwick ()

MERCHANT.TXT 441 Guard 3260 0oo 0 20300 [0 o o o o |0 |Guardin Stone City
RANS.TXT 147 Feni Prathy 176(0 0|0 (230 i 183 10 [s08 |57z [0 0 lo |0 |HintMPC in Erathia (3)
ALUTONOTE.TXT 443 Tallia Ravenswood 16500 0o (4a2 i 188 10 (528 |57z [ 0 lo |0 |HintMPC in Erathia (3)

QUESTS.THT 444 Harli Quink 5360 00340 0 190 10 [572 [520 (0 0 j0 |0 [HintMPC in Deyia (5)

PCTEXT.TXT 145 Madigan Tarent 1660 00429 i 180 10 [s71 |52 (0 0 Jo |0 |HintMPCin Celeste (7)
PCTOPIC.TXT —__eaneRRamier o |0]dj4zn i 48— (572 444 [0 0 lo |0 |HintMPCin Celeste (73

PCDIST.TAT 447 ) (  [|rathbore ) C 210 Ylofn (¢ 204 10 o o o Jo

prdatatxt —H-E-/ e S —l— 0[0 0 ] £ = |0 1] 1] ] il ]

prgreettxt 449 Booh 0 njolo 0 0 oo o o o jo o

PCGROUP.TXT 450 Baoab 0o 0loo 0 0 o o o o o o

PCHEWS.TRT 451 Baoab oo ololo 0 o o o o o o o o

PCNAMES.TXT 452 Baab 0o 0oo 0 0 o o o o o jo o .
PCPROF.TAT 453 Baab oo 0lolo i 0 o o o o In In x|
redits.txt i Il |}
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Step 4 (continued)

Change Greeting.

=i MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINI'ATA\Events.lod.new

File Wiew DisplayMode Extract Import Preferences About

?DEvents.txt
iGIobal.txt
SPELLS. TXT
POTION.TXT
POTNOTES.TXT

iPlacehon.txt
ONSTERS.TXT
ISTDITEMS. TXT
ISPCITEMS. TXT
ITEMS.TXT
RHDITEMS. TXT
ISKILLDES. TXT
ISTATS.THT
ICLASS. TXT
LVWARDS. TXT
ISCROLL.TXT
ERCHANT.TXT
ITRANS. TXT
AUTONOTE.TXT
IOUESTS. TXT

178

Welcome Arcoldage Champions!

178

Greetings! Are you here to study the arts of Sorcerey?

180

Welcome to Celestel There are many great sites to see herel

181

Yerin the Pit now! Wish vou were dead vat?

182

Mighaon is the place to learn the ways of magic. Have you visited all who could teach you

183

The Barrow Downs is nota place to linger! | may return to Stone City it it gets much wors

184

Tatalia has the most drastic climes in Erathia. From the snow topped mountaing to the sj

185

Greetings! Hope the day finds you welll

156

Yisitors to Stone City. Its heen awhile since we had fravelers such as yoursehes! Welcd

187

Youwon Lord Markham's contest? Good luck.  last people who tried to clean this place

188

WWelcome to Pierpont. Ee sure notto travel into the forest o the northeast. Several peapl

1849

Erathia is sure a hetter place now that Catherine is ruling fram Castle Griphonheart. Do

1490

Deviais the place to learn the ways of magic. Have youvisited all who could teach vou®

191

"Greetings! My name is Qillain, and | can make weapons from are. [fyou find are, just bri

192

“ielcome! My name is Rober, and | can make armoar fram are. [fyou find ore, just bring

193

"Greetings! My name is Cloud, and | can make items frorm ore-- you know, tings, cloaks,

194

"Hold there! You seemed to have forgotten the Mecramancer Tax. This tax (1000 gold) e

1495

Meedto make a little extra money? | buy crates of Tularean YWood and | sell crates of Arrg

196

Ferhaps we can do some business tagether? | buy crates of Arrowheads and | sell crate

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!"

re first, and | 1

1 and | take fi

ity to the are

197

Looking to make some extra coin® | buy crates of Griffiin Feathers and | sell crates of Tularean Wood at the best prices around.

198

Greetings! | buy crates of Enrathian Wine and | sell crates of Sand atthe best prices around. Are you interested in making a little money?

1499

Care to trade for same exdra gold? | buy crates of Sand and | sell crates of Glass Bottles atthe best prices around.

200

Greetings! | buy crates of Glass Bottles and | sell crates of Enrothian Wine at the best prices around. Are vou interested in making a litlle money?

201]":You receive a telepathic message: My, . Lords. My name is Archibald lronfist. Youwe probably heard of me--itis | who, up until recently, was the ruler ofthe Rit. With my retirerment, | find myself no long
202" Yau receive a telepathic message: My friends. | know you are woarking with my old advisors, but | must ask foryour help one more tirme With the aid of equipment | have found in my new labaratore | b
203"Halt! Visitors aren't permitted in this section of Stane City. Ifvou are looking for King Hothfarr's thrane room, it is to the east of here "

204 Hey adventurers! I'm Rathbone, leader ofthis here group of Shape Shifters. We're a friendly group of peaple that have the inherent ability to change ourvisible appearance. Have a good day!”

205{"Ah, the contestants! | hope yvou havent come to thy to give Harmondale back to mel Ifyou look at the contractyou signed, it explicitly states that our deal is irrevacahle on page nine, subparagraph iii, se

|1I<I
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Step 4 (continued)

Change Greeting (concluded).

=3 MM8LevelEditor 3.47 -- C:\Program Files\3DO\Might and Magic VINDATA\Events.lod.new

File View DisplayMode Extract lmmnl Preferences About
2 DEvents.txt |2 Quick-append currenthy-displayed resource Welcomé Arconﬂagje Champion = - - s
Global.txt : PR . : Greetings! Are you here to study B
: ‘currenthy-di | resource ; H ; —
SPELLS.TXT I : mﬁ\ Sl welcome o Celestel Thereare§ - SCIOll to-the-right until you find a ‘second’ [ |
POTION.TXT = Quick-append selected file ‘verin the Pit now! Wish you wer . i
OTNOTES.TKT coleEied Mighon is the place to learn the gl‘eetlng entry that readS, [ |
Sl L nﬁ EEE files The Barrow Downs is not a placy [ |
i : i Tatalia has the most drastic clim) " ”
ostile.txt 55 besing Honorediriord "GoOo0d day, my lords. How do you fare? —
iPlaceMon.txt i Visitars to Stone City. Its been a
IMONSTERS. TKT : ‘ouwon Lord Markham's conteg| . . .. oo
S TDITEMS.TXT : wielcome 1o Pierpantl Be surend  Each Greetlng has two entries; an initial [ |
|SPCITEMS.TXT : Erathia is sure a hetter place no . [ |
joe g Deyiais the place to leam e v greeting (to-the-left) and a subsequent [ ]
| s B "Greetings! My name is Qillain, 3 H H P H of e
SHILLDES Txr ;; Sweomel y name s roner 4 Jr€€ting (to-the-right). This is the greeting that [z
2 : i " ings! i : R
lcLASS.TXT oreetngs Mname = wiout, 1 you will receive on second and subsequent @1
[AWARDS.TXT : Do you have any Tularean'Wood] - contact with this NPC [
SCROLL.TXT Do you have any Arrowheads? | ' | =1
! ::E:::ITKT Do you have ary Griffin Feathers =1}
" ; Did you bring any hottles of Enro .
uTonorE T ; Grestings! [buy crates orsand 4 - S€lECt entry 205 and import the currently- |
i : Do you have any Glass Botiles? .
BCAEXT 1T : “Mou receive a telepathic mess d|5p|ayed resource. el
NPCTOPIC.TAT : - N T TR e a0 A A A B AT A AN A EA A s st L
PCDIST.TXT "Haltl You have already heen warrad onCeNgisitars arent permitted in this section of Stone City. ITyou are looking far King Hothfar's t
pedata.txt ( 'Good day, mv lords, How doyoutares ) ]
pegreettzt \ "Hmmph. You don't actually expect me to ayés though vou really were a noble, do you? Once a peasant, akways a peasant, that's wh
PCGROUP.TXT \\ i®
PCHEWS.THT
PCHAMES. TXT ||
PCPROF.TXT il pich
redits.txt |4 il [ »]

MM7 Modding Part 1 28



Step 4 (continued)

Locate NPC _ID offset

| BlLeve a1to 4 Hroera = () - and ap DAL A f o1k m

File View DisplayMode Extract Import Preferences About
= 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.

Copy to clipboard | Right-click to merge or split data.
N
0x0 ( 0x20 \ Ox22 0x24 0x28 Ox2e 030
Marne \ [WPC_IDL/ |PADDINGT| [ATTRIBUTE_TYPE| |CURREMT_HP| |MAME_OFFSET| |PICMAME_OFFS
0: Shape Shifter|Shape Shifter] T | |0 i 3 0 0
1: Shape Shifter|Shape Shifter] |0 0 0 3 0 0
2; Shape Shifter|Shape Shifter] |0 0 0 3 0 0
3 Shape Shifter|Shape Shifter] |0 0 0 3 0 0
4: Peasant Peagant a 0 ] 3 a 0 =
5: Peasant Peagant a 0 ] g 0 a
§: Peasant Peasgant a 0 ] g 0 a0
7 Peasant FPeasgant 1] 0 1] 3 0 a0 =
- 8: Peasant Peagant a 0 ] 3 0 0
9: Peasant Feazant 1] a a 3] a 0
10: Feasant Peasant 1} 1] a 4] 1] 0 |
5 11:Feasant  |Peasant 5 0 0 9 0 0
i 12:Peasant  |Peasant [l i i g i 0
13 Peasant Peagant a 0 ] 3 0 a
B 14: Peasant Peagant a 0 ] 3 0 a ]
= [l L¥]
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Step 4 (continued)

Enter NPC _ID.

H Hex Workshop - [out01.ddm]

File Edit Disk Options Tools Window Help -8 x
FESEHES $BEQC (Y @ ww B[SLOFD BE|o '
S e B2 E R A | 8= o= ooz kB aral 4 |||BR R v &

000045EB0 (0000 OOOOD
000045D8 (0000 0000
00004600 | [aguajapga]uyu]s
00004628 (0202 0000
00004650 (0000 0300
00004678 (6000 000D
00004620 (D000 000D
000046C8 (0000 0000
000046F0 (0000 0000
00004718 (0000 0000
00004740 (0000 000D
00004768 (0000 00D0DO
00004790 (0000 0000
000047E8 (0000 0000
000047E0Q (0000 0000
00004808 (0000 OODOO
00004830 (0000 0DOOD
00004858 (0000 0000
00004880 (0000 0000
00004848 (0000 0100
000048D0 (0000 OODOOD
000046F8 (0000 00D0DOD
00004920 (0000 0000
00004948 (0000 0000

Return to the Hex Editor. Ensure that the file
] outOl.ddm is loaded and that you have = et T <%

located the first Shape Shifter entry. B e [Goum

Locate the 0x20-byte offset and enter OXBFO1
for the NPC_ID.

SAVE the file. ~

.\_CompareA @ s d }, Bookmarks ), Output /
Ready [Offset: D00045E6 [Sel: 0x20 bytes 155742 bytes [OVR MOD [READ
‘\,\_________—,/'
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Step 4 (continued)

Import Changes.

File View Display Mode Extract iﬁa’qpnl’i_1 Preferences  About

Ui Quick-append currenthy-displayed resource  |0xa2 Oxad [xab Oxaf xaa Oxac
T STARTING X [STARTING_ Y| |STARTING_Z| |GUARDING X| |GUARDING_ Y| [GUARDING_Z| |1
g currently-displayed resource {5605 TaR4 a5 15HEE oG4 95
0| Quick-append selected file 13080 4328 95 13080 4328 96
1= 9120 7432 134 9120 T432 134
0 10000 6000 46 10000 F424 96

0 14652 7456 46 145852 T456 96
0 12672 7400 46 12672 7400 96
0 11912 2720 42 11912 2720 42

0 14000 16000 46 15456 16480 96

0 11904 4672 46 11804 AR72 96

0 14048 5408 5 14048 5408 96

Sz M : .

- = 8

Look In: ‘Eexlract ‘vl == i Saveln: ‘dm\m ‘v| == q

[ nwc.bhv [} MwicSwitches [ ouTo1.EwT il [ Daitilpdates [} d3dsprite.hvl [} EventsJod.R3 4 I

[ nwc.diy [ MCTeleport [ out0t.06m § (= spiteex [} Events.lod [ Events.Jod.REL2 Please wait

[ MwCEvT o6 [ ouTo1Reloadie |- Titansip [} Events.loc. BAK [} Events.lod.STON ’

[ MACEVTimod [ oneTimecastieHarm [ oute2.6aK BITMAPS.LOD [} Events.Iod. ORIG [ GAMES.LOD Importing...

[ rwicEsit [ outor.8ak [ outo2.4am BITMAPS.LOD.BAK [} Events.lod.R1 [} GAMES.LOD.300

[} MwconReload [ outoz.aem.Frof ' d3dbitmap.hwl [} Bvents.lodr2 [ GAMES.LOD.400! Reusing data d35.bh
q] [T I3}

I« I | [+ I |

o
File Hame:  jout01 ddm FileName:  |GAMES.LOD.new]

[
I §] J
Files of Type: | Fles = | Files of Type: |l Files =] Cancel
e i

[ sop_|[ canser |
ut12.ddm i 0 0 0 3800 000 |z68 3800 5000 568
ut13.ddm : 0 0 0 13120 5920 [95 13120 5760 55
ut14.ddm

ut15.ddm It's now time to import the file changes. Return to the MM8LevelEditor and

o implement the sequence indicated by this illustration. 2
03.dbw | I L L - LA s |-G Tog e e v
04.dhv >4 ii] ] |
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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 ow have sufficient
background information to start to experiment with the other Creature
‘control fields’ in the GAMES.LOD file for outO1.ddm

Good Luck! BDJ ...
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