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Introduction

This guide is designed to introduce the basic requirements for controlling created creatures
within the Might and Magic VII gaming structure.  The following activities will be performed in
this guide.

1. Assign unique Group Numbers to the four Shape Shifters added on Emerald Island during

Part One of this Guide series, and make them ‘invisible’.

2. Assign a ‘one-time’ (QBit-controlled) Local Event upon entry to the Two Palms Tavern to
make the Shape Shifters ‘visible’ (CodeSnippet1).

3. Assign a new Global Event to Rathbone to cause him to disappear, change topics, and be
placed in the Two Palms Tavern (CodeSnippet2).

4. Develop Debugging skills by identifying and correcting a Game mod ‘Bug”.
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Orientation
Creature control is accomplished through event programming sequences.  In the MM7 game,
events are either local or global.

Local Events  are programming sequences that are limited to and assigned on a given map area.
The ‘trigger’ for a local event is defined by a local graphic, 2D Event, sprite, map coordinate, or
elapsed time.  Each map area has its own unique set of local events.  Local events are primarily
stored in the map-area .EVT databases in file Events.lod.

Global Events are programming sequences that may  be executed independently of party location.  A
majority of global events are ‘triggered’ by selecting an NPC Topic or a global sprite (such as a
Pedestal, barrel, et al).  Most global events are stored in the GLOBAL.EVT database in the file
Events.lod.  Some global events have been placed into the main game .exe file.

Most game events are controlled by the Event Language.  This language contains about 35
instruction-types that use the following syntax ‘presentation’; an OpCode (2-bytes), an event
number (4-bytes), a sequence number (2-bytes) and Qualifiers, Arguments, and Parameters
(byte-size and content dependent upon instruction-type).  The following survey of the Show
instruction-type (‘08’ OpCode) illustrates this syntax ‘presentation’; where ‘e’ is the event
number, ‘s’ is the sequence number, the number in Bold-Itallic  is the Qualifier, and the
remaining number is the Parameter.

08eeeess 16 13000000 Show NPC 0x13
08eeeess 1E 13000000 Show NPC text 0x13
08eeeess 1D 13000000 Show Local text 0x13
08eeeess 02 13000000 Show 2DEvt 0x13
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Orientation (concluded)

Game events are implemented within an event sequence.  The following excerpt from Out01.evt
(Emerald Island) illustrates a ‘parsed’ and ‘commented’ event sequence.  Note that the Event
Number is 0x73 and that the Event Sequence starts at ‘00’ and extends to ‘0C’.  For additional
event sequences, see the Out01.Evt.PDF file.

Money Well
05730000 0404 Mouseover 2D evt#4
0B730000 0E7F 000300000009 Branch to 9 if 7F = 3
0B730001 0E7E 000100000009 Branch to 9 if 7E = 1
0B730002 0E15 00C900000009 Branch to 9 if gold = 200
0B730003 0E26 000F00000005 Branch to 5 if Luck = 15
05730004 2409 GOTO 9
0A730005 107E 0001000000 Modify by  Adding 1 to 7E
0A730006 1015 00E8030000 Modify by Adding 0x3E8 (1000)to Party Gold
0A730007 107F 0001000000 Modify by Adding 1 to 7F
05730008 240A GOTO A
08730009 1D 0B000000 Show local text 0x0B Refreshing!
0573000A 0100 Stop Processing
0E73000B 26 00000100000000000000 Execute Next on Elapsed Time (1 week)
0A73000C 127E 0000000000 Modify by Setting 7E to ‘0’
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Activity 1
Assign Invisibility Attribute.

Open GAMES.LOD in the MM8LevelEditor and select
out01.ddm.  Scroll down until you see the Creatures
table, and then locate the ATTRIBUTE_TYPE offset
(0x24).  Enter ‘65536’ for the first entry four entries.
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Activity 1 (continued)
Assign Creature Groups.

Scroll to the right until you locate the GROUP offset
(0x2C4).  Enter Group ‘10’ for the first entry (Rathbone)
and ‘9’ for the next three entries.

Select the fifth line.

Import the currently-displayed resource.
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Activity 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 that the four Shape Shifters do not appear around the Campfire.

6.  Exit the game and proceed to Activity 2.
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Activity 2
Locate the Enter Two Palms Tavern event in Out01.Evt.

Open the file Out01.evt.pdf and locate
the event number for entrance into the
Two Palms Tavern.  Write down the first
instruction as follows;

050E0000046B

We will search for this Hex sequence
later in this activity.
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Activity 2 (continued)
Extract Out01.Evt.

Open Events.lod in the MM8LevelEditor
and select OUT01.EVT.  Extract
Selected file.
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Activity 2 (continued)
Set QBit for Debug.

Select QUESTS.TXT, scroll down to
entry ‘271’, and enter the number ‘123’.
Select entry 272.

Import currently-displayed resource.
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Activity 2 (continued)
Locate Enter Two Palms Tavern  event.

Open CodeSnippet1 and
OUT01.EVT in a Hex Editor.
Search for the event
sequence 050E0000046B
in OUT01.EVT.   This is the
beginning of the Enter Two
Palms Tavern event.
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Activity 2 (continued)
Select all code in event 0x0E.

Carefully select all code in this event.

050E0000046B080E0000026B000000

We will replace this code with CodeSnippet1.
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Activity 2 (continued)
Copy CodeSnippet1.

Select all code in CodeSnippet1 and copy it
(use either Ctrl+C or Edit --> Copy).

Note.  To view ‘parsing’ and ‘comment’
details on CodeSnippets, see Appendix.
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Activity 2 (continued)
Paste CodeSnippet1.

Paste the ‘snippet’ code
into OUT01.EVT.
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Activity 2 (continued)
SAVE the file.
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Activity 2 (continued)
Import OUT01.EVT.

Open Events.lod.new in the MM8LevelEditor,
and import OUT01.EVT.
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Activity 2 (concluded)
Verify changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

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

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

4.  Launch MM7 and Start a New Game.

5.  Note again that the Shape Shifters are not ‘visible’.

6.  Enter the Two Palms Tavern and then exit the tavern.

7.  Note that the Shape Shifters are now ‘visible’.

8.  Check the party Quest Log.  Note the new ‘debug’ entry of ‘123’.

9.  Exit the game and proceed to Activity 3.
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Activity 3
Extract  GLOBAL.EVT .

Open Events.lod in the MM8LevelEditor, scroll
down and select GLOBAL.EVT.   You’ll get a
Java heap space error.  This is normal.

Extract the selected file for later modifications.
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Activity 3 (continued)
Add NPC Topics.

Scroll up and select NPCTOPIC.TXT.   Scroll
down and locate entry 573.  Select this entry
and add the following text;

Can we do anything for you?

Select entry 574 and add the following text;

Quest

Select entry 575 and Import currently-
displayed resource.
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Activity 3 (continued)
Add Topic to Rathbone.

Open Events.lod.new in the MM8LevelEditor,
and select Npcdata.txt.  Add topic ‘573’ as
indicated on entry 447 (Rathbone).

Select entry 448 and Import currently-
displayed resource.
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Activity 3 (continued)
Add NPC text.

Open Events.lod.new.new in the MM8LevelEditor, and
select NPCTEXT.TXT.  Scroll down to entry 768 and
add the text;

“Perhaps.  Meet me in the Two Palms Tavern and we’ll
discuss this matter.”

Select entry 769 and Import currently-displayed
resource.
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Activity 3 (continued)
Cleanup the files.

Delete the files Events.lod, Events.lod.new, and
Events.lod.new.new.

Rename file Events.lod.new.new.new to Events.lod.
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Activity 3 (continued)
Copy CodeSnippet2 .

Load GLOBAL.EVT and CodeSnippet2 into the Hex
Editor.

Copy the code in CodeSnippet2 (use Ctrl+C or Edit -->
Copy).
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Activity 3 (continued)
Paste CodeSnippet2 .

Select GLOBAL.EVT in the Hex Editor.

Scroll all the way to the end of this file and click your
cursor immediately following the last entry.

Paste the code from CodeSnippet2 (use Ctrl+V or Edit -
-> Paste).

SAVE the file.



MM7 Modding Part 2 25

Activity 3 (continued)
Import GLOBAL.EVT .

Open Events.lod in the MM8LevelEditor and
import GLOBAL.EVT.
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Activity 3 (concluded)
Verify Changes.

It’s now time to verify the file changes.

1.  Exit the MM8LevelEditor.

2.  Delete the current Events.lod file.

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

4.  Launch MM7 and Start a New Game.

5.  Note again that the Shape Shifters are not ‘visible’.

6.  Enter the Two Palms Tavern and then exit the tavern.

7.  Note that the Shape Shifters are ‘visible’.

8.  Move your party to Rathbone (Priest of the Sun) and select him.

9.  Note the initial greeting and the new Topic: Can we do anything for you?

10. Select the topic.  Note that (1) The Priest of the Sun graphic has disappeared, (2) the Topic: Can we do
anything for you? has disappeared, and (3) the text: Perhaps.  Meet me in the Two Palms Tavern and we’ll
discuss this matter. is showing.

11. Close the encounter and enter the Two Palms Tavern.  Note that Rathbone is now a ‘resident’ of the tavern.

12. Select Rathbone.  Note that a new Topic: Quest appears.  Do not select this topic or the game will ‘crash’!
The Rathbone Quest will not be addressed until Part  3 of this guide.

13. Exit the game and proceed to Activity 4.
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Activity 4
A Program Bug!

1.  Launch MM7 and Start a New Game.

2.  Note again that the Shape Shifters are not ‘visible’.

3.  Enter the Two Palms Tavern and then exit the tavern.

4.  Note that the Shape Shifters are ‘visible’.

5.  Move your party to Rathbone (Priest of Light) and select him.

6.  Note the initial greeting and the new Topic: Can we do anything for you?

7.  Select the topic.  Note that (1) The Priest of Light graphic has disappeared, (2) the Topic: Can we do anything
for you? has disappeared, and (3) the text: Perhaps.  Meet me in the Two Palms Tavern and we’ll discuss this
matter. is showing.

8.  Close the encounter and enter the Two Palms Tavern.  Note that Rathbone is now a ‘resident’ of the tavern.

9.  Select Rathbone.  Note that a new Topic: Quest appears.  Do not select this topic or the game will ‘crash’!
The Rathbone Quest will not be addressed until Part  3 of this guide.

10. Exit the tavern and move your party to the Campfire.  Attempt to SAVE your game.

11. The Game has ‘frozen’.  You’ll have to Ctrl+Alt+Delete and ‘kill’ the process to exit.
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Activity 4 (continued)
Remember the Caution from Part 1!

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.

The ‘Bug’ that we have discovered (game ‘freeze’ when attempting to SAVE) is one of the many
‘abnormal’ behaviors that can be caused by game mechanic ‘creature’ restrictions.  The following pages
will provide s ‘starting point’ to assist you in debugging and correcting this problem.
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Activity 4 (continued)
Change all MONSTER_ID to known legitimate type.

Open GAMES.LOD in the MM8LevelEditor.
Scroll down and select out01.odm.  Select
Creatures, scroll down to the Creature table,
and scroll to the right until you locate the
MONSTER_TYPE offset (0x60).

Replace all four Shape Shifter IDs with type
‘207’.  This Monster Type is the Adventurer, a
known legitimate creature-type because the
Adventurer is one of the Spawn types
identified on MAPSTATS.TXT (file
Events.lod).

Import currently-displayed resource.
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Activity 4 (continued)
Verify 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.  Attempt to SAVE the game.  It works!

6.  Proceed to the next page to continue your debug session.
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Activity 4 (concluded)
Make incremental changes to MONSTER_ID.

We now have a ‘working'  game that can be successfully SAVED.  It is now time to make incremental
changes to determine the ‘offensive’  Creature or Creature ‘combination’.  The following approach might be
helpful.

1.  Change the first Shape Shifter entry in out01.odm (Rathbone) back to ‘207’ (Priest of the Sun).

2.  Import changes, rename file, Start a New Game.

3.  Attempt to SAVE the new game.

4. If it works, change the next creature entry back to ‘18’ (Priest of the Moon) and repeat steps 2 and 3.

5.  Continue this process until you find the ‘offending combination’.

6.  Correct the ‘offending combination’ so that each Shape Shifter has its own distinct graphic
(MONSTER_ID).

This concludes the MM7 Modding Guide, Part 2.  It might be a good time to
begin your list of the Event Language instructions and their arguments. Part 3
of this guide is a continuation of our work on Emerald Island and will
provide guidelines and directions to implement all activities required to
complete Rathbone’s Quest.

Happy modding!  BDJ ...



MM7 Modding Part 2 32

Appendix
CodeSnippets

CodeSnippet1
050E0000 046B Mouseover Evt 0x6B
0B0E0000 0E10 000F01000004 Branch to 4 if Qbit 271
0D0E0001 39 0A00 00000000010000 Set Group 10 Attribute to Visible
0D0E0002 39 0900 00000000010000 Set Group 9 Attribute to Visible
0A0E0003 1210 000F010000 Modify by Setting QBit 271
080E0004 02 6B000000 Show 2DEvt 0x6B

CodeSnippet2
083D0200 1E 00030000 Show NPC text 768
0D3D0201 39 0A00 00000000010001 Set Group 10 Attribute to InVisible
0C3D0202 28 BF01 00006B000000 Set NPC 0x1BF to 2D location 0x6B
0D3D0203 27 BF01 00000000000000 Set NPC 0x1BF Topic0 to GloEvt0
0D3D0204 27 BF01 0000013E020000 Set NPC 0x1BF Topic1 to GloEvt0x23E


