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4 MONSTERSTATS 4.1 #name“<name>”

1 Intr oduction

With thehelpof asimpletext editorandapaintprogram
it is possibleto createyourown unitsandmonsters.The
monstersyoucreatethiswaycanbeusedto populatethe
mapsandscenariosof your choice. The monsterscan
alsobetestedin thebattlesimulator.

The creationof new monstersrequires Dominions
version1.04 or later.

2 Monster Creation

To createa monsteryou first needto draw two pictures
of it. Oneof the pictures is the standard picturethat is
seen99%of the time andtheotherpictureis theattack
pose.Theattackposeis seenwhenthemonsterattacks,
castsaspellor firesabow.

After you have drawn the two picturesyou needto
createa text file thatcontainsthemonster’s statisticsas
well asthefile namesof thetwo pictures.Thecanbeany
numberof monstersin oneof thesemonstertext files.

3 Pictures

Thepictures of themonstermustbesavedasa targa or
.TGA picture, 24–or 32–bits, uncompressedor RLE.

Thesizeof thepicturemustn’t belargerthan50x75.
Humans are normally about 15 pixels high and are
placed1 pixel from the bottom border of the picture.
Monstersare placedone pixel up in order to provide
spacefor shadows.

The black color is usedasa seethrough color and
will not be drawn. The magenta color is usedas a
shadow andwill make thecolorbelow it darker.

4 Monster Stats

Now createa text file with the .mns extension(shortfor
MoNSteror menace). This file mustcontaintwo com-
mands in order for your new monsterto appearin the
battlesimulator. The first is the #name command and
thesecondis the#spr1 command.

The namecommand setsthe nameof the monster
andthe spr1commandgives the monstera picture for
its normal pose.Therearemany morecommandsavail-
ableto make themonstera bit moreinterestingthat the
default unarmedhumansoldierstats.

4.1 #name“<name>”

This mustbethefirst commandfor every new monster.
It setsthenameof themonster.

4.2 #spr1 “<tgafile>”

Thefile nameof thenormal imagefor themonster.

4.3 #spr2 “<tgafile>”

Thefile nameof theattackimagefor themonster. If this
is notset,thenspr1will beusedfor this imagetoo.

4.4 #descr“<text description>”

This is the text information that is displayed whenyou
view themonsterstats.

4.5 #ap<action points>

Thenumber of actionpoints whenthemonsteris unen-
cumbered.This shouldbeabout 12 for a human,20 for
aknight or 25 for light cavalry.

4.6 #hp <hit points>

Themaximum number of hit points for themonster. A
normalhumanhas10hit points,agianthas30hit points
anda huge dragon has125hit points.

4.7 #prot <protection>

Themonster’snaturalprotection. Thisvalueshouldbe0
for all humans,5 for a lizardmanor about 18 for a huge
andscalydragon.

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 monster. A normal human soldier
has10,agianthas20andadragonhas25.
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4 MONSTERSTATS 4.13 #prec<precision>

WeaponName Comment
Spear
Pike
Halberd
Lance
Dagger
ShortSword
BroadSword
GreatSword
Mace
Hammer
Maul
Morning Star
Flail
Axe
BattleAxe
Quarterstaff
Whip
Sling Missile Weapon
Javelin Missile Weapon
ShortBow Missile Weapon
LongBow Missile Weapon
Crossbow Missile Weapon
Arbalest Missile Weapon

Table1: Commonmanufacturedweapons

4.10 #enc<encumbrance>

Thebasicencumbrance of themonster. Normalhumans
have3 andundeadbeingsor machineshave0. Monsters
with 0 encumbrancenevergetexhaustedby fighting.

4.11 #att <attack skill>

Thebasicattackskill of the monster. A normal human
soldierhas10andonly theeliteof theelitemayhave15.
Themostskilledhumanunit in thegameis theEmerald
Lord with attack15anddefence14. A dragon hasattack
15anddefence12,

4.12 #def<defenceskill>

Thebasicdefenceskill of themonster. A normal human
soldierhas10.

WeaponName Comment
Bardiche
Kryss
Hatchet
Claymore
Executioner’sAxe
Stick
Club
SpikedClub
GreatClub
Pick Axe
Throwing Axe Missile Weapon
Net Missile Weapon
CompositeBow Missile Weapon
GreatBow Missile Weapon

Table 2: Raremanufacturedweapons. Most of these
weaponsarenotusedby any existingunit in Dominions.

4.13 #prec<precision>

The basicprecisionof the monster. A normal human
archer has10.

4.14 #mr <magicresistance>

Themagicresistanceof the monster. A normal human
has10,1stlevel mageshave13and3rdlevel mageshave
15. No onehasmagicresistanceabove 18,except some
people of R’lyehwhomayhaveupto 20.

4.15 #mor <morale>

Themoraleof themonster. A normal humansoldierhas
morale10,asatyrof Pangaeahas8 andafierceminotaur
has13. Givingaunit 50in moralemakesit mindlessand
prone to dissolvementdueto lack of proper leadership.
Undeadswith mindbut nothing to looseusuallyhave30
in morale.

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

Equips the monsterwith this weapon. A monstercan
have up to four weapons andall meleeweapons will be
usedsimultaneously. All weapons found in Dominions
canbeused,but somedifferentweaponshave thesame
nameso you might have to usetheweaponnumber in-
stead.Themostcommon manufacturedweapons canbe
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4 MONSTERSTATS 4.20 #shockres

found in table1 andthemostcommon natural weapons
canbefound in table3.

Nbr WeaponName Comment
Fist
Claw
Claws 2 attacks
Bite
Pincer
Tentacle

55 Hoof For monsters
56 Hoof dmg=10, for knights
144 Stinger deathpoison
127 VenomousBite weakpoison
239 VenomousFangs strongpoison
65 VenomousFangs deathpoison
251 VenomousFangs paralyzing poison
248 VenomousClaw weakpoison
249 VenomousClaw strongpoison
146 VenomousClaw deathpoison
250 PoisonedClaw weakparalyzing poison
43 PoisonedClaw paralyzing poison

Lightning Swarm
Life Drain
Touchof Leprosy
Web
Fire Breath missileweapon
Cold Breath missileweapon
Bile missileweapon
PoisonSpit missileweapon
WebSpit missileweapon

Table3: Commonnaturalweapons.Usenumber instead
of namewhenit is available.

4.17 #armor “armor name”

Equips themonsterwith thisarmor. A monstercanhave
up to threearmors.Onehelm,onebodyarmorandone
shield.Somecommon armors canbeseenin table4.

4.18 #fireres

Grantsfire resistanceto themonster.

4.19 #coldres

Grantscoldresistanceto themonster.

Armor Name
Helmet
Full Helmet
LeatherCuirass
RingMail Cuirass
ScaleMail Cuirass
ChainMail Cuirass
PlateCuirass
LeatherHauberk
RingMail Hauberk
ScaleMail Hauberk
ChainMail Hauberk
PlateHauberk
Full Leather Armor
Full RingMail
Full ScaleMail
Full ChainMail
Full PlateMail
Buckler
RoundShield
Kite Shield
TowerShield

Table4: Common armors

4.20 #shockres

Grantsshockresistanceto themonster.

4.21 #poisonres

Grantspoisonresistanceto themonster.

4.22 #mounted

Indicatestheunit is mounted.Mountedunitsdonotsuf-
fer from armorencumbrancebut shouldhave about two
extra in basicencumbrance.

4.23 #animal

Indicatesthat themonsteris ananimal. Animalsareaf-
fectedby theanimalawepower.

4.24 #amphibian

Thismonstercantravel bothunderandover water.
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4 MONSTERSTATS 4.37 #poisonarmor

4.25 #aquatic

Thismonstercanonly liveunderwater.

4.26 #pooramphibian

This monstercantravel under water, but is hindered by
it.

4.27 #flying

Thismonstercanfly.

4.28 #neednoteat

Thismonsterdoesn’t needany food.

4.29 #heal

GrantsPangaea-likehealingpowers to themonster.

4.30 #heat

Thismonsteris surroundedby heatlike anAbysian.

4.31 #cold

Thismonsteris surroundedby cold like aWinterWolf.

4.32 #trample

Thismonstercantramplesmallerbeings.

4.33 #immobile

Thismonsteris immobilelike theSphinx.

4.34 #immortal

Thismonsteris immortallikea Lich.

4.35 #iceprot

Protection varieswith coldness.

4.36 #regeneration

Thismonsterregenerateslikea troll.

4.37 #poisonarmor

Anyone striking this monsterwith short weapons will
getpoisoned.

4.38 #fear

Thismonsteris fearsometo theenemies.

4.39 #holy

Holy troopscanbeblessedby priests.

4.40 #berserk

Thisunit cangoberserklikeabarbarianchiefor amino-
taur.

4.41 #illusion

Illusionary units cannotbe discovered by scoutsand
havea mirror imageprotectionin battles.

4.42 #ethereal

Thisunit is ethereal.

4.43 #stealthy

Thismonstercansneakinto enemyprovinces.

4.44 #noitem

Thismonstercanonly usemiscitems.

4.45 #coldblood

Coldbloodedlike thelizardsof C’tis.

4.46 #inanimate

Inanimatebeingsareimmune to somespells.

4.47 #magicbeing

Thismonsteris a magicbeing.

4.48 #undead

Thismonsteris anundead.
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6 TESTINGYOURNEW MONSTER 4.59 #standard <size>

4.49 #blind

This monsterhas no eyes and cannotbe affected by
blindness.

4.50 #eyes<nbr of eyes>

Setsthenumber of eyesfor a monster. Numberof eyes
mustbe at leastone. The number of eyesaffects how
easilya monstergoesblind by battleafflictions.

4.51 #eyeloss

Anyonestriking this monstermight looseaneye.

4.52 #horrormark

Anyonestriking this monstermightgethorror marked.

4.53 #entangle

Anyonestriking this monstermightgetentangled.

4.54 #fireshield<dmg>

Anyonestriking this unit will take dmgpoints of armor
piercing damage.Standardfor fire shieldsare8.

4.55 #poisoncloud<size>

Monsteris surroundedby a poisoncloud. Standardsize
is 6.

4.56 #diseasecloud<size>

Monsteris surroundedby adiseasecloud.Standardsize
is 6.

4.57 #awe<difficulty>

Standard difficulty is 13. Meaningthat peoplewith 13
moralehas50%chanceof notdaringto strike.

4.58 #animalawe<difficulty>

Standard difficulty is 13. Meaningthatanimalswith 13
moralehas50%chanceof notdaringto strike.

4.59 #standard<size>

Common standardsizesare5 to 15. Peoplewithin this
areawill recover lostmorale.

5 ExampleMNS File

#name "Dark Boggit"
#spr1 "boggit1.tga"
#spr2 "boggit2.tga"

#descr "The Dark Boggit is a small lonely
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

#mr 14
#mor 11

-- The Dark Boggit fights with a
-- short sword and venomous fangs.
#weapon "Short Sword"
#weapon 239

#armor "Leather Hauberk"
#armor "Buckler"

-- For some evil reason the Dark
-- Boggit is also surrounded by
-- a poison cloud, to which he
-- himself is immune.
#poisonres
#poisoncloud 5

6 TestingYour NewMonster

As soonastheMNS file hasbeencreatedandyou have
drawn theimagesyou cantestthemonsterin theBattle
Simulatoror by adding it to amapor ascenario.
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8 FINISHED

Trying it out in theBattleSimulatoris very straight
forward,just selecttheMonsterExpansionnation.

To adda monsterto a mapyou might want to read
themapeditingmanual. You will probably want to use
the#land, #commander and#units commands.

7 Trouble Shooting

Sendane-mail to support@illwinter.com.

8 Finished

Whenyouarefinishedyou arewelcometo sendin your
monstersto us at www.illwinter.comandwe might put
themonourwebpage.
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