MonsterCreation



4 MONSTERSTIATS

4.1 #namée'<name>"

1 Intr oduction

With thehelpof asimpletext editorandapaintprogam
it is possibleto createyour own unitsandmonrsters.The
morstersyou createthisway canbeusedto populatethe
mapsand scenarioof your choice. The monsterscan
alsobetestedn the battlesimulator

The creationof new morstersrequres Dominions
version1.04 or later.

2 Monster Creation

To createa morsteryou first needto draw two pictures
of it. Oneof the pictures is the standad picturethatis
seen99% of the time andthe otherpictureis the attack
pose.Theattackposeis seerwhenthe morsterattacks,
castsaspellor firesabow.

After you have drawn the two picturesyou needto
createa text file that cortainsthe monsters statisticsas
well asthefile namesf thetwo pictures.Thecanbeary
nurmberof morstersin oneof thesemorstertext files.

3 Pictures

The pictures of the morstermustbe savedasatarga or
.TGA pictureg 24—or 32-hts, unconpressear RLE.

Thesizeof thepicturemustnt belargerthan50x7.
Humans are nomally about 15 pixels high and are
placedl pixel from the bottom border of the picture.
Monstersare placedone pixel up in orderto provide
spacefor shadavs.

The black color is usedas a seethrough color and
will not be dravn. The mageta color is usedas a
shadwv andwill make thecolorbelow it darker.

4 Monster Stats

Now createatext file with the .mns extersion (shortfor
MoNSteror menacg This file mustcontaintwo com-
mand in orderfor your new monsterto appearn the
battle simulator The first is the #name commaurl and
theseconds the#sprl commarl.

The namecomnand setsthe nameof the monster
andthe sprl command gives the monstera picture for
its normal pose.Therearemary morecomnmandsavail-
ableto make the monstera bit moreinterestingthatthe
defadt unarmedhumansoldierstats.

4.1 #name“<name>"

This mustbe the first comnmandfor evety nev monster
It setsthe nameof themonster

4.2 #sprl <tgafile>”

Thefile nameof thenormal imagefor themonster

4.3 #spr2“<tgafile>”

Thefile nameof theattackimagefor themonsterIf this
is notset,thenspriwill beusedfor thisimagetoo.

4.4 #descr<text description>”

This is the text information thatis displayed whenyou
view themonsterstats.

4.5 #ap<action points>

The numter of actionpoints whenthe morsteris unen
cumtered. This shouldbe abaut 12 for a human, 20 for
aknight or 25for light cavalry.

4.6 #hp <hit points>

The maximun numker of hit points for the morster A
nomal humanhas10hit points,agianthas30 hit points
anda huge draga has125hit poirts.

4.7 #prot <protection>

Themorsters naturalprotection ThisvalueshouldbeO
for all humans,5 for alizardmanor abou 18 for a huge
andscalydragn.

4.8 #size<size>
Thesizeof themonster 1=hobbit, 2=human,3=cavalry,
4=giant, 6=dragonor a sphinx

4.9 #str <strength>

The strengthof the morster A normal human soldier
has10, agianthas20 andadragonhas25.
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4.13 #prec<precision>

WeaponName | Commen
Spear

Pike
Halberd
Lance
Dagger
ShortSword
BroadSword
GreatSword
Mace
Hammer
Maul
Morning Star
Flail

Axe

Battle Axe
Quarterstdf
Whip

Sling

Javelin
ShortBow
Long Bow
Crossbw
Arbalest

Missile Weapon
Missile Weapon
Missile Weapon
Missile Weapon
Missile Weapon
Missile Weapon

Tablel: Commonmanufcturedveapms

4,10 #enc<encumbrance>

Thebasicencunbrane of themorster Normalhumars
have 3 andundeadbeings or machireshave 0. Monsters
with 0 encumlpancenever getexhaustedoy fighting.

411 #att <attack skill>

Thebasicattackskill of the morster A nomal human
soldierhas10andonly theelite of theelite mayhave 15.
Themostskilled humanunit in the gameis theEmerald
Lord with attackl5anddefencel4. A drago hasattack
15anddeferce 12,

4.12 #def<defene skill>

Thebasicdefenceskill of themonster A norma hunman
soldierhas10.

WeaponName Commen
Bardiche

Kryss

Hatchet
Claymore
Execuioner’s Axe
Stick

Club

SpikedClub
GreatClub

Pick Axe
Throwing Axe
Net
CompositeBow
GreatBow

Missile Weapon
Missile Weapon
Missile Weapon
Missile Weapon

Table 2: Rare manubcturedweapons. Most of these
weapamsarenotusedby ary existingunitin Dominions.

4.13 #prec<precision>

The basicprecisionof the monster A nomal human
arche hasl0.

4.14 #mr <magicresistance>

The magicresistancef the monster A normal human
hasl0, 1stlevel mageshave 13and3rdlevel mages have
15. No onehasmagicresistancebove 18, excefd some
peope of R’'lyehwhomayhave upto 20.

4.15 #mor <morale>

Themoraleof themorster A nomal humansoldierhas
morale 10,asatyrof Pangaeahas8 andafierceminotau
has13. Giving aunit50in moralemalesit mindessand
proneto dissohementdueto lack of prgperleadersip.
Undedswith mind but nothing to looseusuallyhave 30
in morale.

4.16 #weapon“weapon name” | <weapon
nbr>

Equips the monsterwith this weapon A monstercan
have up to four weapoms andall meleeweapos will be
usedsimultaneusly. All weapois found in Dominions
canbe used,but somedifferentweaponshave the same
nameso you might have to usethe weaponnumker in-

stead. Themostcomma mandacturedveapois canbe
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4.20 #shockes

foundin table1 andthe mostcomnon natual weapos
canbefoundin table3.

Nbr | WeaporName Comment
Fist
Claw
Claws 2 attacks
Bite
Pincer
Tentacle
55 | Hoof For monstes

56 | Hoof dmg=D, for knights
144 | Stinger deathpoison

127 | VenonousBite weakpoison

239 | VenonousFang | strongpoison

65 | VenonousFang | deathpoison

251 | VenonousFang | paralying poison

248 | VenonousClaw | weakpoison

249 | VenonousClaw | strongpoison

146 | VenonousClaw | deathpoison

250 | PoisonedClaw weakparalyZng poison

43 | PoisonedClaw paralying poison
Lightning Swarm
Life Drain
Touchof Leprosy
Web
Fire Breath missileweapon
ColdBreath missileweapon
Bile missileweapon
PoisonSpit missileweapon
Web Spit missileweapon

Armor Name
Helmet

Full Helmet
LeatherCuirass
Ring Mail Cuirass
ScaleMail Cuirass
ChainMail Cuirass
PlateCuirass
LeatherHauberk
Ring Mail Haubek
ScaleMail Haubek
ChainMail Haukerk
PlateHaubek

Full Leathe Armor
Full Ring Mail

Full ScaleMail

Full ChainMail
Full PlateMail
Buckler
RoundShield

Kite Shield

Tower Shield

Table4: Comma armas

4.20 #shockres

Grantsshockresistancéo themonrster

4.21 #poisonres

Table3: CommonnaturalweaponsUsenumbe instead Grantspoisonresistanceo the morster

of namewhenit is available.

4.17 #Harmor “armor name”

Equipsthe morsterwith thisarmor A monstercanhave
up to threearmors.Onehelm, onebodyarmorandone
shield. Somecomma armass canbeseenin table4.

4.18 #Hfireres

Grantsfire resistanceo the morster

4.19 #coldres

Grantscold resistancéo the monster

4.22 #mounted

Indicatesthe unitis mownted. Mounted unitsdo not suf-
fer from armorencumlpancebut shouldhave abou two
extrain basicencunbrance

4.23 #animal

Indicatesthatthe morsteris ananimd. Animalsareaf-
fectedby theanimalawe power.

4.24 #amphibian

This monstercantravel bothunder andover water
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4.37 #poisomrmor

4.25 #aquatic

Thismonstercanonly live under water

4.26 #pooramphibian

This morstercantravel under water, but is hinderal by
it.

4.27 #ilying

This monstercanfly.

4.28

This monsterdoesnt needary food.

#neednoteat

4.29 #heal

GrantsPangea-lile healingpowers to themonster

4.30 #heat

This monsteiis surroundedby heatlike anAbysian.

4.31 #cold

This monstelis surroundedby cold like a Winter Wolf.

4.32 #trample

This monstercantramplesmallerbeings.

4.33 #immobile

This monsteiis immobilelik e the Sphinx

4.34 #immortal

This monsteiis immortallike a Lich.

4.35 #iceprot

Protectim varieswith coldress.

4.36 #regeneration

Thismonsterregereratedike atroll.

4.37 #poisonarmor

Anyone striking this monsterwith shortweapams will
getpoisored.

4.38 #Hfear

This monstelis fearsomédo theenemies.

4.39 #holy

Holy troopscanbeblessedy priests.

4.40 #berserk

Thisunit cangoberserlik e abarbatan chieforamino-
taur

4.41 #illusion

lllusionary units cannotbe discovered by scoutsand
have amirror imageprotectionin battles.

4.42 #ethereal

This unitis ethereal.

4.43 #stealthy

This monstercansneakinto enemyprovinces.

4.44 #noitem

This monstercanonly usemiscitems.

4.45 #coldblood
Coldbloocedlike thelizardsof C'tis.

4.46 #inanimate

Inarimatebeingsareimmure to somespells.

4.47 #magicbeing

Thismonstelis amagicbeing

4.48 #undead

This monstelis anundead.



6 TESTINGYOURNEW MONSTER

4.59 #standadl <size>

4.49 #blind

This monsterhas no eyes and cannotbe affeced by
blindness.

450 #eyes<nbr of eyes>

Setsthe numler of eyesfor amorster Numberof eyes
mustbe at leastone. The numter of eyes affects how
easilyamorstergoesblind by battleafflictions.

451 #eyeloss

Anyonestriking this monstemightlooseaneye.

452 #horrormark

Anyonestriking this monstemight gethorror marked

453 #entangle

Anyonestriking this monstemight getentanded.

4.54 #fireshield<dmg>

Anyonestriking this unit will take dmg points of armor
piercirg damage Standardor fire shieldsare8.

4.55 #poisoncloud<size>

Monsteris surroindedby a poisoncloud. Standardsize
is 6.

456 #diseasecloudsize>

Monsteris surrourdedby a diseaseloud. Standardsize
is 6.

4.57 #Hawe<difficulty>

Standad difficulty is 13. Meaningthat peoplewith 13
morale has50% chanceof notdaringto strike.

4.58 #animalawe<difficulty>

Standad difficulty is 13. Meaningthatanimalswith 13
morale has50% chanceof notdaringto strike.

459 #standard<size>

Comma standardsizesare5 to 15. Peoplewithin this
areawill recoverlostmorale.

5 Example MNS File

#name "Dark Boggit"
#sprl "boggitl.tga"
#spr2 "boggit2.tga"

#descr "The Dark Boggit is a snall |onely
creature that dwells in deep caves.
During the nights it stalks out in search

for its favorite food... adventurers!"
#ap 10

#hp 8

##size 1

#str 8
#enc 3
#att 11
#def 10

#nmr 14
#nmor 11

-- The Dark Boggit fights with a
-- short sword and venonous fangs.
#weapon " Short Sword"

#weapon 239
#ar nor "Leat her Hauber k"
#tarmor " Buckl er"

-- For sone evil reason the Dark

-- Boggit is also surrounded by
-- a poison cloud, to which he
-- hinself is immune.

#poi sonr es
#poi soncl oud 5

6 TestingYour New Monster

As soonasthe MNS file hasbeencreatedandyou have
drawvn the imagesyou cantestthe monsterin the Battle
Simulatoror by addirg it to amapor ascenario.



8 FINISHED

Trying it outin the Battle Simulatoris very straight
forward,just selectthe MonsterExparsionnation.

To adda morsterto a mapyou might wantto read
the mapeditingmanwal. Youwill probably wantto use
the#land, #commander and#units commands.

7 Trouble Shooting

Sendane-mal to suppeot@illwinter.com.

8 Finished

Whenyou arefinishedyou arewelcometo sendin your
morstersto us at www.illwinter.comandwe might put
themon ourwebpage



