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Introduction 

Welcome to the Modding Guide of Might and Magic X - Legacy. This document provides you with 

an overview of several content creation tools and data formats. With this information and the 

resources which are shared with the game, you will be able to create your own adventures. 

 

First we want to start with some general explanations. This Modding Kit is NOT a simple-to-use 

level editor. It is an enhancement of the Unity 3D engine editor. Nearly all of the full features of the 

engine and tools can be used. In this way the Modding Kit allows all modders to create content to 

the same level of quality as the dev team itself. We are sharing the same tools Limbic Entertainment 

is using to create the world of Might and Magic X - Legacy. 

 

To use the Modding Kit, modders will be required to work with the Unity 3D engine. If you are new 

to Unity 3D, we strongly recommend that you check the tutorials and documentation that 

accompany the engine. This document will not explain how the engine works. It will only explain 

how to use the tools from Limbic Entertainment to create worlds/dungeons/cities for the game 

Might and Magic X - Legacy. 

 

Modding Kit Feature List 

General overview of the modding kit feature list. 

¶ Creating modding packs for own levels/adventures.  

¶ Creating levels (e.g. dungeons, villages) for MMXL.  

 Flexible level height configuration  

 Setting for special area markers (free, blocking, hazard, ...)  

¶ Modder can include their own models/textures in the levels.  

¶ Access to the Castle, Cave and Shantiri tile set.  

¶ Monsters and Interactive Objects from the full game can be used in the Modding Kit.  

 All monsters which are part of the main game are available.  

 Door, barrels, levers and other interactive elements from the main game can be used.  

¶ Modders can create their own quests and link them in the levels.  

¶ Each mod has its own game database which can be modified freely  

 Monster values and assigned 3D models  

 Item stats and enchantments  

 Loot of monsters and chests  

 Stats of all 12 of the character classes of the main game  

 Merchant offers and pricing  

 Many more.  

¶ Multi language support: Each mod can configure its localization independently from the 

main game.  

¶ Minimap / region map background can be configured for each level.  

¶ For each mod an image can be configured to be used for the start screen.  

¶ Full support of the current Unity 3D professional version (most of the Unity features can be 

used for creating levels for MMXL)  
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Unity 3D Editor 

Unity is available in different license packages. In this section we are focusing on the Unity free and 

professional editions. 

 

Unity professional contains many tools for lightmap and occlusion calculation. Some of these tools 

are required in order to create 3D worlds with high quality and good performance. These features 

donôt come with the Modding Kit. But to get the best game experience it is recommended that 

modders use the full feature set of the engine. 

 

The Modding Kit itself will not fully run with the Unity free version. The main reason is that the 

core feature which is used for the export of the 3D environment is a Unity premium-only feature. 

We are sorry for this, but at the moment we have no workaround available which would replace the 

need for this premium feature. Because of this Unity free is not officially supported by this 

Modding Kit. Although we are aware that it wonôt be enough for passionate modders who really 

want to go in deep with the Modding Kit, it should be noted that the professional version of Unity is 

available as a free 30-day trial. 

 

Aside from the 3D environment export issue, the Modding Kit should work fine with Unity free. 

This means that you can create, edit, and save levels in the normal scene structure of Unity. These 

can then be exchanged with friends. So if you have a contact who has access to Unity professional, 

he can make the exports for you if you share your source files. The exported files are required to 

load your Mod in the game. 

 

UI Modding 

The Modding Kit does not contain any functionality for UI modding yet, as the currently used 

pipeline does not support templates. Therefore it is not possible to change the look and feel of 

Might and Magic X - Legacy UI. For the moment we cannot say if and when we will add 

functionalities for UI modding. 
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Installation Guide for Unity 3D 

The current Unity 3D version can be downloaded here: http://unity3d.com/unity/download 

 

All components available through the Unity installer should be installed. The demo which is 

included with Unity can help you get a grasp of the general technology. 

 

The Unity 3D documentation is available here: http://unity3d.com/learn/documentation 

 

 

 

 

http://unity3d.com/learn/documentation
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Running Unity and loading the Modding Kit project 

On Unity startup you will be asked which project you want to open. Here you should select the 

ModdingKit folder in your game installation target folder. You can select a new path by clicking on 

the ñOpen Other ...ò button. 

 

 

If you have already loaded a different project (for example the sample project from Unity) you can 

switch the project by opening a new one: 
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Warning: The asset import on the first load will take a while. 

 

Unlocking Unity Pro trial 

On Unity startup you will get a request to activate your version (free, pro or pro trial). 

 

 

Select the 30-day trial and press "OK". If you have already a free version of Unity running you can 

also upgrade it by going to the "Manage License" window: 
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 And select ñActivate new licenseò. 
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Loading sample level 

 

To open the sample level we added to the Modding Kit please follow these steps: 

1. Switch to the project tab. 

2. Open the Assets / MMXL_ModKit / Scenes / Dungeon folder. 

3. Open the Spider_Lair scene file (the file with the Unity logo) with a double click. 

4. If nothing is displayed after following these steps, check the camera position. To do that, 

open the grid origin in the Hierarchy tab by double clicking it. 

5. In the scene view you will see the spider lair demo level. 
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Modding UI 

Modding Main Menu 

 

1. All tools which help create and set up new scenes (needed as first step for new levels), 

including creating background textures for minimaps are located here. 

2. This is a collection of creation tools, which you can use to create databases (for localization 

and dialogues), new grid data, and grid origin. 

3. This opens the level editor tab, which contains all the functionality which is required to add 

game logic to a level. 

4. This tool is for checking the condition of the grid and reports issues. 

 

Mod Info Element 

 

To open the mod info element of the sample you need to follow these steps: 

 

1. Open the "Project" tab 

2. Open the "Assets" folder 

3. Open the "MMXL_ModKit " folder 
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4. Open the "ModSample" folder 

5. Open the "ModInfo" file by double clicking 

6. Open the "Inspector" tab 

 

 

 

The ModInfo window contains these elements: 

 

1. The "ModInfo" tab contains the general mod configuration. 

2. The "ModConfig" tab contains the configuration for the game. This configuration replaces 

the game configuration after the mod is loaded. 

3. In this area you can enter header data for your mod. The name and the creators are displayed 

in the game client, when the mod is loaded. The version number is also used to check if a 

save game is still valid. It will not be possible to load a save game with an older version 

number than the mod which is installed. 

4. In this area you can add the levels which are part of the mod. Here you need to add (just 

drag and drop from the project tab) the scene and the grid data file. Only levels assigned to 

the ModInfo tab can be exported into the modding package. 
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5. Here you can configure custom language and dialogue files. Also the background image of 

the main menu of your mod can be configured. The last input field is for the path where the 

mod should be exported. If these files are not configured the mod will use the files from the 

main game as backdrop. 

6. These two buttons are used for exporting the mod. It will build the asset bundles of the 

assigned scenes and also copy all data which is required to run the mod. You can decide if 

you want to export raw files or a zip archive (reduced size makes it easier to exchange the 

mod). To use a mod in the game it needs to be unzipped. 

 

 

The second tab of the ModInfo window contains the general game configuration for the mod. 
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1. The most important value you have to set is the starting level. You need to configure it, so 

that the game knows which level to load first. 

2. The other values are default values from the main game, so don't need to be changed. If you 

want to have different settings for the day/night change you can just configure it. Not every 

value will have an impact though. For example if you are changing the inventory size, the 

game logic knows how to handle that, but the UI will stay unchanged. 
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Modding Kit Assets 

 

With this version of the Modding Kit the following tile sets are shared: 

 

1. Castle 

2. Cave 

3. Shantiri 

4. Village (Sorpigal buildings) 

 

The different components of these assets are available in the following folders: 

 

¶ Assets/MMXL_ModKit/Materials 

¶ Assets/MMXL_ModKit/Models 

¶ Assets/MMXL_ModKit/Prefabs 

¶ Assets/MMXL_ModKit/Textures 

 

Monsters and interactive Objects are not available as raw assets. However, they can be placed using 

spawners and will be loaded automatically in the game, so are available to use. 
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Level Editor Tab 

First setting up 

This is the central tool used to configure the game logic of a level. 

 

 

 

To open the Level Editor tab you need to: 

1. Open "M&M X Legacy MOD" main menu entry 

2. Select "Open Level Editor" 

 

 

 

 

The first thing you should check is if the Level Editor is using the correct static game data files. To 

do this, open the "Settings" tab of the Level Editor. Directly after installation of the Modding Kit 

this entry is most likely empty and should be updated with the path of your Modding Kit folder. If 

this is not correctly configured there is a high risk that the modding UI will not work properly. 


